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SPECTRUM  AMSTRAD

£7%

SPECTRUM COMMODORE

From Denton Designs comes a
gross reincarnation of those
freaky head-bangers — MAD
BALLS. With really spooky
graphics and a game-play that
will split your sides. Featuring
Freaky Full Back, Slobulus,
Screamin’ Meemie and more,
much, much more !

.95

MADBALLS

THE

GRYZOR
Ik

Infiltrate the Alien Rebels’
headquarters in KONAMI'S
coin-op hit. Negotiate electric
force fields and overcome wave
upon wave of fanatical guerillas.
An essential game for all you
arcade addicts!
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Enlist to become a captair, if

you've got the quts, in COMBAT

- SCHOOL. Work your way
pe thmugh seven gruelling events
S, in this, KONAMI'S arcade
blockbuster, and if you don't

make the grade there's a

penalty event or you're OUT!
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DISK
COMMODORE AMSTRAD
£129 £149
COMMODORE SPECTRUM +3

COMBAT SCHOOL
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This NEW Match Day is the result of all
the customer feedback and advice
on how to create the pinnacle in
computer soccer. Jump, head, volley
and kick (using the kick meter) with
automatic deadball set ups and
goalkeeper control, DIAMOND
DEFLECTION SYSTEM ™ ensures
realistic ball ricochet with full music
and sound FX. The very best in
football for your micro.

is the registered trademark of

Cceon Software Limited
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OBLITERATOR

You are Drak the Last of the
Cliterators, a genetically enhanced
and awesome fighting machine, bro-
enginaered lor the éxecution of
Incredible tasks, the ultimate solution
o the mos! cataclysmic of
predicameants.
! Fadarati pace un
has materialised. tisa
ship of sinistar raboding
Federatlon defences have
Earth i
there is only one hops

Summo

$5iQ)
prolotypé matter transpodter (o
nfilirate the alien cruiser. Armed with
la beam disrupter, lasars and
whatever the allen habitat can

Psygnosis
FREEPOST
Liverpool L3 3AB
United Kingdom

Tel. No: 051 236 8818
Fax: 051 207 4498
Telex: 629474

TERRORPODS

It boan a long watch . . . As the sun
disappears over the horizon, the
uninviting, grey bleakness of Colian
becomes apparent. Following the
intense heal of the day, the onset of
night adds the bitterness of sub-zero
temperatures io an already hostile
anvironmant, and the stark interior of
the D.5.V. appears aimost homalike.
Dasp melancholy is suddenly
smashed by the shrill scream of a
siren. The status panel has gone
crazy, an exiraordinary array of lights
Hash uncontrollably, Good grief
what's happening7?
Frantically, you turn 1o look at the
command scannar, huniing through
the mass of information belore you.
In & desperale attamp! 10 daci phar
what has happened,

our wholé being fraezes It can't

The Terrorpods

OBLITERATOR
TERRORPODS
BARBARIAN
DEEP SPACE
ARENA
BRATAC

BARBARIAN

Can you becoma Hagor the lamaus
dragon-slaying, manstar-mangling
Barbarian?

Arg you the warrior who can anter
thés teartul realms of tha
underground world of Durgan. &
world tarrorized by the avil Necron?

Can you handia the adventurs, the
frenziad attacks, tha hidden traps,
the gruesome daath dealing
monslers?

Your quest, to desiroy the lair of the
accursed Mecron. Your prize; the
kingdom's crown

Your task g swesomal You must lve
an your wils, conguer youl nnafmost
laars, use avary skill and weapon
avaitable to you

Hideous perils await. |
o
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OBLITERATOR

You are Drak tha Last of the
Obinarators, a genotically anhancad
and swesome lighting machine, blo-
enginperad for the execution of
incredibla tasks, the ultimate solution
o tha mos! eatsclysmic ol
pradicamants.

in the voids of Faderation space an
alian crulser has materiplised. |tisa
ship of sinister and loreboding
power. Federation defences have
been smashed, Earh les exposed,
thefe is only one hope and you are itl

Summoned by the Federation
council, your assignment |9 10 use a

prototype matter transporter 1o
Infiktrate the alien cruiser. Armad with
i particie beam disrupter, lasers and
whatover the alien habital can
provide, you must cripple the alion
vossol thus anabling 16 dost 3

What awaits? What technological
parils and strange diabolc
adversarias whil try 1o thwart you in
your mission?

Psygnosis
FREEPOST
Liverpool L3 3AB
United Kingdom

Tel. No: 051 236 8818
Fax: 051 207 4498

Telex: 629474

TERRORPODS

it bean @ long watch . . . Asihe sun
disappears over tha horizon, tho
uninviting, grey tleakness ol Colian
becomes apparent. Following the
intenge heal of (he day, the onset of
night adds the biterness of sub-zero
termperaturas 1o an already hostile
anvironment, and the stark intecior of
tha D.S.V. appoears almost Homalike.
Deap malancholy is suddanly
smashed by the shrill scream of a
siren, The status panel nes

crazy, an extraordinary array of lghts
flash uncontrollably, Good griel
what's happaning?

Frantically, you turn 10 look at the
command scannier, hunting through
the mass of information before you
in & desperate atlempt! o decipher
whal has happaned

Your whola being freazes it cant
be! Tha Terrorpods

AVAILABLE NOW
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OBLITERATOR £24.95
TERRORPODS _ £24.95
BARBARIAN _ £24.95
DEEP SPACE

ARENA

BRATACC

ARENA/BRATACC

BARBARIAN

Can you bacoma Hegar the famoss
dragon-slaying, monster-manghag
Barbarian?

Arg you the warrior who Can aniee
thae fearful realms of the .
underground worid of Durgan,
world terrorized by the evil

Can you handie the ndventure, the
frenzied aittacks, the hidden traps,
tha grussome death deafing
monsters?

Your quest: 1o destroy tha lair of the
nccursed Necran. Your prize; ine
Kingdom' s grown.

Your task is awesome! You must
on your wita, conguar your i
fears, use avary akill and weapon
avallable 10 you .
Hidsous parifs await. Can you
survivaT |

Are you Hegor the famous dragon-
sliying. rnc.n!'rer-ml:lnﬂlmq
Barbarian?
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a great variety of views. Of course, there's never space
to fit them all in, but don’t let that discourage you; we :gm

the space in future issues. A common
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lack of a prize incentive for writing, but, unlike nearly ﬂlfl.'
magazine going, we decided not to offer one on the g
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SHROPSHIRE 5Y8 1DB

SIMON GOODWIN WRITES appeal to a minority of vociferous but
ignorant people like Paul Hanson. Still,

Dear Editor it takes all sorts to make a market.

Paul Hanson of Hampstead should Simon N Goodwin

check his own facts before rushing to

criticise my carefully-researched

article in THE GAMES MACHINE Issue | AN OLDER VIEW

One. His letter, published on page 13
of Issue Two, contained a number of
‘corrections’ to my article that were
uniformly wrong, and defamatory in
tone

| admit to one error in the article; |
got part of the title of Nolan Bushnell's
first game wrong. Computer Space
was the first ever arcade game - not
Pong, the follow-up which Hanson
remembered. 2,000 fibreglass
Computer Space consoles were
produced and sold in 1972,

As Martin Amis noted in his early
history of the genre (/nvasion Of The
Space Invaders, Hutchinson, 1982),
Computer Space was much more
significant than Pong: ‘'The proto-
game | Computer Space | wasn't
ping-pong; it was a game which
anticipated with astounding precision
the more elaborate video consoles of
the future.”

Nuff said?

Jack Tramiel resigned from
Commodore, under protest, with his
sons in tow, after a long and public
row with other members of the board.
| summarised this by saying, ‘Jack
Tramiel and his family were thrown
out of their own firm', and so they
WeEre.

Uncle Jack tries to give the
impression that the parting was
amicable, but only Winston Smith
(and, apparently, Paul Hanson, Atari
ST owner) would believe that after
studying quotes and reports of the row
as it happened.

GEM was implemented on the IBM
PC before it was converted for the ST,
s0 | was quite right to say, ‘a friendly
front-end, GEM, was imported from
IBM systems . . . ". In the very next
sentence | made it clear that Digital
Research wrote GEM!

And finally, IBM is the largest
shareholder in Intel, and yes, Intel -
among others - does make processors
for clone manufacturers; isn't
capitalism wonderful?

Hanson seems to be trying to defend
the Atari ST, where no defence is
necessary. If anything is bad about the
ST, it's the fact that Atari's rather

hysterical marketing policy seems to

Dear Games Machine

Well done on your first two issues. ltis a
very interesting idea and is being
executed well, As one of your older
readers (| am 25), | would say it is more
readable than a lot of the alternatives.

| have a suggestion. | have just
upgraded from a Spectrum, which |
bought four years ago, to an Atari 5T. fam
very pleased with it and |'m sure many
others are in the same position.

The difference from the early days of
Sir Clive’s machine is that a software
base gradually built for the Spectrum -
and | kept up with the best of it — but with
new computers such as Atar and Amiga,
there is an existing software base from
the United States coming in and
conversions from other machines. It is
therefore not only the new software that
needs reviewing, but also the best of the
older stuff.

Well | look forward to reading more and
more outstanding Atari reviews in the
coming manths

If you feel you need an older view on
some of your software reviews | would be
happy to help in that direction. | feel the
type of software enjoyed by adults with
less available time can vary a lot from
even older tegnagers.

John Vincent, Reading, Berks

This is of course the benefit for new
Atari owners (and Amiga is catching
up with its new found predominance
in America), that there is a large ready-
made American software base.
However, it is only now beginning to
arrive in the UK and still can't match
that for the Spectrum or
Commodore 54,

Dear Games Machine

What! | don't believe it! | must have
missed a bit. No, it's true; Newsfield have
actually produced a magazine without
Lloyd Mangram's name appearing
somewhere or other. Standards are
slipping. Badly. It won't be long before we
have Roger Kean doing the artwork or
even, perish the thought, Oliver Frey as

Editor

And this Mel Croucher, He's fairly
getting around. He'll soon be appearing
as often as old Lioyd used to. Waita
minute, wait a minute. A thought is
forming here. LM and Mel. Mmmm. Ask
yourself this readers: are these two
people in fact separate identities? —or s
it & cunning ploy to cut down on staff
costs on the part of Oli. Obviously there
are some differences. Lloyd's dictionary
has disappeared, (to be replaced by the
Rev Mel's Bible), but | think there's
something in this. Mel’s story in CRASH
vanished a bit suddenly, didn't it,
Overwork, perhaps? Or underpay? The
piot thickens.

I'm afraid | missed Issue One. Any
chance of a back number?
John McKinlay, Fife

Lioyd says he can't work on THE
GAMES MACHINE, because he finds i
confusing that the disks go in on the
side of an ST and the Amiga
(disklexia?), whereas Mel has a
voracious bank manager to support.
Back Numbers are available, although
we haven't put an advert in yel. Just
write fo: BACK NUMBERS, THE GAMES
MACHINE, PO Box 20, Ludlow,
Shropshire SY8 10B, saying what you
want and enclosing a payment of
E1.45 (includes P+P).

GENERALLY PLEASED

Dear Games Machine

THE GAMES MACHINE has arrived at the
right time for me, as | am beginning to use
my Amstrad after a period of quiet. | used
to get AMTIX!, until it folded. | already had
a high opinion of Newsfield magazines,
having read CRASH in the days when | had
a Spectrum, as well.

THE GAMES MACHINE could prove to
be the best yet. There are far mare
articles for one thing, and not page after
page of reviews. You have managed to
get the number and style of reviews just
right. Congratulations. | am glad to see an
Adventure Section in evidence, but may|
request a regular Strategy column — you
appear interested in Role-Playing = | think
this would be good, besides 1 like
strategies.

Speaking of Role-Playing games, I'm
glad to see your writers are well-informed
and obviously qualified to write on this
topic. An awful lot of rubbish has been
spouted about them.

| hope the letters page expands since
one page is nowhere near enough for one
of the best parts of the magazine.

Wouldn'tit be a good idea if you colour
coded the computer format section, in the
reviews, thus making it easy for readers
to find the relevant review at a glance? |
suppose this might prove a bit garish, but
worth a try?

| hope THE GAMES MACHINE proves
successful, as it is the best magazine on
the stands at the moment.

In the Shades competition is MUG a
printing error? You mean MUD surely?

J Pengelly, Cardiff

Thank you for the kind comments/!
Actually there does seem to have been
page after page of reviews, but that
was more due to the bi-monthly
status, and should ease off on a
monthly basis. Colour-coding them
might make it all look a bit military,
and besides, the idea is thal every
review (as far as possible) is of

Dear Games Machine
First | would like to congratulate THE
GAMES MACHINE on the emphasis given
to MSX, and for once publishing a very
enjoyable computer magazine. It seems
that some magazines just don't want to
offer anything to the 200,000 strong MSX
users in the UK

| know your magazine can’l provide
MSX-ers with all the information that they
require, 5o | would appreciate it if you
would let them know of MSX Link
International; we are currently the
biggest MSX user group in the UK, and the
Scottish office publishes a separate
monthly magazine dedicated to the MSX
user. It costs only £8 per year to join, this
includes a monthly eight- to ten— page
newsletter packed with useful
information and advice. if anyone is
interested and would like further
information then please contact the
address below, and please send a SAE

MSX Link International, North
Lodge, Cairnhill Road, Airdrie,
Lanarkshire MLE 9R.J.
Craig Bell, Lanarkshire

To be honest with you, we suffered a
setback this issue, when our MSX
machine was taken! But that will be

put right soon.

WHERE ARE THE MUG
GRAPHICS?

Dear Games Machine

| have just recovered enough to write this
letter having visited the Adventure
Players Convention that was held in the
Europa Gallery at the Civic Centre, Sutton,
November 28.

Just what this convention was
supposed to achieve baffles me. What a
badly organised affair it was. Yet another
example of a brilliant idea gone wrong for
lack of understanding on how to
implement it. From the almost total lack
of signs pointing out how to reach and
enter the Civic Centre to the equally
missing demonstrators on most of the
displays, the whole thing was a mish-
mash of incoherence

Where were the champions of the

MUGs? The MUDs? Wha wanted to enroll

TGM TX DATE:02-887/116
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LETTERS

me into the Shades dominion? The stupid
kids wha were sending swear words to
each other by modem? The stand owners
who all seemed to have found anather
location with the words 'Youngs
Breweries’ written over the entrance
portal? | was not impressed!

| was also somewhat disenchanted by
the rather misleading and spurious words
put across as a serious lecture by one
Peter Killworth! Betore commenting on
other people’s parsers, this man should
get the Topologica parser to understand
just a couple more words than it does. His
attempts at the destruction of other
companies does nof make his
contribution better. And what does he
reaify know of market forces and their
requirements?

| have read interminable |letters as to
the need or otherwise of graphics in
adventure games. Some want them,
others do not. One argument that is put
over repeatedly is that graphics are
memory-hungry in the extreme. They
take vast amounts of RAM from our home
micros that is more usefully used in the
plot or story-line. Okay! Point taken! |
agree. But | like graphics. If they can be
switched on and off as in Level 9 and
Magnetic Scrolls even better, but | WANT
THEM. For me they add to the game.
Memory-hungry? S0 WHAT? | am not
talking about home micros!

This was the convention for the Multi-
User Game. The mainframe-driven
mega-adventure that can cope with the
demands of dozens of players
simultaneously! More RAM than you can

approach when wielding his pen for
entertainment-based organs such as
yours and | wholeheartedly confess that |
enjoy his various ramblings very much
But | can't help feeling that the issue dealt
with in the aforéementioned piece
demands a lot more thought and depth of
investigation. For instance, Mr C
reiterates in his article that he does not
wish to stand on any personal soap-box,
but intends ta convey the atfitudes of
others. How journalistically noble
However, | hardly think that anyone who
read the piece — and since you're going
monthly then there must be quite a few
of them, congratulations - could disagree
that the notion that Mr Croucher is dead-
set against violent computer games really
came across in the piece. A seemingly
small gripe this, but because of it, the
reader's attention is gradually drawn to
the fact that he obviously had no intention
of presenting us with a balanced
argument and has instead opted for a
biased, pro-censorship stance when
confronted with the issue.

MNowhere, for example, does he
mention the fact that there is absolutely
no evidence to suggest that there is any
link whatsoever between that anti-social
actions certain sick members of our
society perform, and the images people
see on screens (of any kind); which is
especially surprising when you consider
exactly how much time, etfort and money

‘concerned” parties have spent
attempting to forge links between the
two, In fact, the two biggest studies into
this would-be phenomenon have reached
the verdict that there is no connection!

Sorry to bring up this again, but what
happened in Hungerford was indeed a
tragedy. And it's undoubted that
particular elements of the Eighties society
are to blame. But to see people so
obviously out of touch with the world that
| -and practically everyone | know - live
in, looking around for a scapegoat, | can
hardly be surprised to see them singling
out manufactured images, designed to
entertain, as the cause. Can you see Mary
Whitehouse renting out A Mightmare On
Eim Strest for her Sunday atternoon’s
video entertainment? Or plugging into
port two for a few missions of Airborne
Ranger after the pub? Millions of people
o, and enjoy the experience. But people
have always been afraid of what they
don't understand . .

I could, but won't go on for ever. But
one last point I'd like to bring up is this:
why, in the whole four pages, does Mr C
not even mention the fact that inside
everybody there's a certain amount of
aggression (and yes, that does include
Mrs Whitehouse). Human beings the
globe over experience the same basic
drives and emotions in greater or lesser
degrees. Aggression is perhaps dne of the
most problematic ones and if an

individual has too much, or can't control
the amount they have, the results are
often disastrous. My point is that playing
violent games, and watching violent
films, can help to satiate these devils
within us all. The fact is, that provided no
persons or animals are in any way
exploited in the manufacturing of these
images, they could actually help to
prevent anti-social behaviour. (This may
seem a little too extreme to grasp right
now, why not go away and check up on
the sex-crime figures pertaining to
countries where hard-core parnagraphy
is — and isn't — freely available)

Personally, I'd like to see more energy
expended in investigating the issue
looking from this angle. Censorship is
negative. Crack down on the snuff-movie
makers and throw the book at ‘em! But
let the equally concerned film-makers
and games programmers continue to
work their magic

Besides all that, great mag. rad
reviews, neat attitude and all in all the
Phoenix from LM's ashes
Steve Shields, London N15

Having been told about your letter,
Steve, Mel expressed a serious
interest is seeing, and probably
replying, to it personally. But because
the Christmas break intervened, it was
not possibie for him to do so in time for
this issue = so watch out!
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believe that soon the Multi-User Games disk drive. Top of the 400 series, the  you can easily spend over £2,000.

‘One mare question, why isn't there an

will be run on text-only Cray
suparcomputers?

We DO want graphics despite what a
lot of text-only writers would have us
believe. | know all about the *| buy a book
without pictures because | would rather
use my imagination’ school of thought.
But would you really have gone to the
cinema to hear someone READ Battiesiar
Galactica, Star Wars, Star Trek and Clase
Encounters, or would you have rather
seen the special effects and stunning
graphics?

50 come on you MUG contrallers, get
with it! Move with the times and lets get
some pictures in there
Yours very sincerely
Ron J Handy, London SW6

There must be a lot of readers with
similar, or very opposed, views. So
let's hear from you!

CROUCHER ANTI-VIOLENCE

Dear Games Machine
Having just read Mel croucher’s
admittedly funny feature entitled Where
There's Yuk There's Brass in your Dec/
Jan issue, | feel | must write in to winge,
gripe moan and generally complain

Now obviously | realise that Mr
Croucher adopts a light-hearted, flippant
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YOUR MICRO
DESERVES THE B.EST

r home or bus

three, at half thes

juoted pr

EUROPE’S LEADING
COMPUTER REPAIR CENTRE

) SEYE [_: hundreds of pounds, it deserves the finest

pe And the I- ) off trade rates for a hmited period only
At Verran we use our own range o wced automatic t equipment (now sald
je), backed by stringent 2-8 hour rack testing That means speed, ultra-low prices
iportant, guaranteed reliability the first three months well repair any fault free

. % It's the finest service available

PRICES
5 ! . \

SPECTRUM SPARES COMMODORE SPARES

4164 RAMS - Meémor
Power Supplies
£ ICE:

} All the above prices include VAT but

AND UNBEATABLE DISCOUNTS ON ALL COMPONENTS |

and packing on all component
orders

HOW TO CONTACT US

* For quotes on computers not listed
of on any compoenent. telephone
0276 66266 (Quotng GAM/O28 |
# To send us your micra for repair
mail it securely packed
accompanied by chegue. postal
order (made out to Verran Micro
Maintenance Limited) or guote yods
Access or Barclaycard number

# And to oblan your special

'f ¢ Template i 0K please enclose a lurther £150 post discount guote Glhl.‘(]?ﬁ
Verran Micro-Mantenance Limited, Unit 2H & 2J, Albany Park, Frimley SIS Sy
er r an Road, Camberley. Surrey GULS 2PL. Telephone 0276 66266 AMS 'm ATARI s o COMMODORE

HAPPYNEW YEAR TIROM ALL OF US AT '\ém—

Have you ever been

IN DUBIOUS BATTLE?

THE DIFFERENT PLAY -BY-MAIL GAME
Well, naw's your chance! IN DUBIOUS BATTLE s o unigque computer

moderated strategy/wor gome quite unlike anything you hove ever
ployed before in which each player takes on the role of o warnng god
Unigue because your struggle for supremacy takes ploce in two tolally
seporate orenas, One 15 the dimension in which the gods dwell nomed
Elysium, the other is a warld of over 500 regions with aver 100 nations. Te
win you must batile your woy to dominion over your fellow gods. On the
path ta this goal you will wield powerful mogic in individual combat, hurd
ormies of elementals against enemy hosts on the plains of Elysium, vie for
cantral of malevalent doemans and meddle in the destinies of tribes and
empires = roising up thase who worship you and costing down those who
poy homage to your enemies. IN DUBIOUS BATTLE has oll this ond
morel IN DUBIOUS BATTLE con be played os a simulafion or as a
tactical/strategic wor game. Features include

- Players design thewr own god's athributes
= C:}n‘.[;lf—.A macro-simulaton of mortal world
Over 40 types of player oplion sach move
— Approximately 100 players per game
- Computer-generated maps of Elysiwum
Special Action” option available
— Individual combat between gods
- Two seperate playing areas
= Unhmited movement option
— Wation to nation wartare
Glogsy 55 page rulebook
- Army to army cambat
- A3 map of the world
10 day turnaround
- 10 day turnaround
- Frae postage
— Each turn highest scorer plays for FREE!

Startup costs £6 for rulebook, A3 map, attributes chart and TWO free tums
Each turm costs £1.50 thersafter including postage

PANDIM GANES
Address PO BOX 127
BELFAST BT9 SED

Pastcode M. IRELAND

r--ﬂ---------'---------------1

MAKE SURE YOU GET YOUR
MONTHLY COPY OF

Circulation is rising rapidly as computer owners throughout
the country catch onto THE GAMES MACHINE, which means
your newsagent may sell out before you get there to buy your
copy. So the best thing to dois place a regular order. Just fill
out this coupon and hand it to your nearest newsagent!

BN i e i S
T e S R S R L

TG THE HEWMGEHT.

THE GAMES MACHINE is published in the middle of every month
by Newsfield Ltd, 47 Gravel Hill, Ludlow, Shropshire SYB 1Q5,
Tel: 0584 5851, and distributed to the Newstrade by COMAG
(08954 44055). Please check with the publishers if you have any
trouble in obtaining supply.
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NEWS

AFTER four years at its Olympia
venue, Britain's computer
leisure showcase is changing
exhibition halls. The Personal
Computer World Show moved
to Olympia in search of more
space for its growing list of
exhibitors and visitors, but the
halls there have now become
too cramped for comfort. The
1988 show - to be held from
September 14 to 18 — will be in
the main hall at Earls Court,
London.

This move has been predicted
for some time, but still came a
year earlier than expected. With
space bookings already running
at a new high, and an expected
upsurge in the number of visitors
over the next few years, itis likely
that the show will have to move
again before long, although only
next door to the new Earls Court
I, which opens this year.

After last year's abortive
attempt by EMAP, publishers of
C&VG, Sinclair User and
Commodore User to create a
games only show in direct
competition with PCW for 1988,
PCW has responded by re-
examining their basic

For computer leisure seekers,
mare events than ever before are
in the early planning stages, and
the 1988 PCW Show should be
the best ever held. During
forthcoming months  THE
GAMES MACHINE will be
bringing you details and items of
interest about the show as we
hear them. Stay tuned.

After the 10th PCW Show, Olympia became too smail

philosophy of a leisure hall and a
closed business section. The
1988 show will be clearly divided

into three distinct sections
covering business, general
computing (serious but not

business) and leisure. The
change is aimed to meet the
needs of both visitors and
exhibitors.

PROFIT

NINTENDO, the giant Japanese
computer and game console
company, saw its profits for the
year to August 31 1987 riseby a
massive 26%. They forecast that
shipments to the US of their
family consoles will reach 4.6

A YEN TO MAKE

million units for the next year.
Already there are reported to be
15 million machines worldwide,
and we now await, with baited
breath, the arrival of the latest in
the line, the PC Engine.

THE 9th
AMSTRAD
COMPUTER
SHOW

DOORS OPEN on February 19
for the ninth Amstrad Computer
Show organised by Database
Exhibitions. The venue has been
changed from Alexandra
Pavilion to the much larger larger
Great Hall at Alexandra Palace,
due, Database claim, to the
demand from both the public
and exhibitors. Tha show will run
from Thursday to Saturday as
opposed to the previous Friday
to Sunday period to cater for a
growing business interest in the
Amstrad market.

HEAVY
MATTEL

SOON to hit our TV screens is a
new cartoon series called
Captain Power And The Soldiers
Of The Future from the
Landmark Entertainment
Group, an American company.
Mattel has gained the licence to
produce the subject related
toys. However, these promise to
be somewhat more interactive
than many that have gone
before. ‘

The purchaser will be supplied
with a hand-held Future

THE
ALTERNATIVE
REALITY

ALTERNATIVE SOFTWARE
has obtained the rights to games
titles from Piranha, Audiogenic,
Incentive and Bubble Bus to
rerelease them at the budget
price of £1.99. Piranha's
contribution amid the plethora of
titles will include Trap Door,
Popeye, Rogue Trooper, Strike
Force Cobra and WNosferatu.
Alternative's future budget
rereleases are to include
Mooncresta (Incentive) and
Psycastria (Audiogenic).

Getting the taste for soffware,
Alternative's managing director,
Roger Hulley

Phantom Striker jet which
interacts with the broadcast
programme. For between three
to five minutes each episode,
owners of the toys may
participate by blasting the
deadly Bio-Dread robots which
appear on the screen. The jets
shoot invisible infra-red rays at
the robotic enemies of Captain
Power and when they hit a
target, signals given out from the
screen score points for the jet.

If the targets are missed

points are deducted, and when
the points reach zero the jet's
pilot is ejected onto the carpet.
The jets — which may be used to
fight each other — can also be
utilised with Captain Power
videotapes, allowing up to 15
minutes of interactive play.

Only available in the States at
the moment Captain Power (the
cartoon, the videos and the jets
fighters) will be released
worldwide within the next few
weeks.
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TANKATTACK is a new board/
computer game to arrive on our
shores from Irish-based
Anderson Electronic Ltd. It can
be played by two to four players
and the general aim is to capture
the enemy HQ or destroy all
enemy forces using plastic
moulded tanks, a game board
and a computer program.
Computers have had an
unhappy association to date
with board games, usually
relegated to acting as nothing
more than a pair of dice. In
Tankattack  the software,

BOARD WITH TANKS

although it does perform the
same function as dice, also has
more to do; the players input
moves, select their targets and
the computer informs them of
the results of their actions. Itis a
game of strategy where good
judgement and planning is
rewarded and bad judgement is
punished. Presently available
only for the Commodore 64, it is
soon to be released on
Spectrum and Amstrad formats.
Look out for a full review of Tank
Attack in Issue Four of THE
GAMES MACHINE.

TREASURE HUNT

WINNERS

AT LAST year's PCW Show,
visitors were invited to take part
in a treasure hunt, searching for
cryptic clues among the stands,
which could help them win a first
prize of £1000. There were four
|joint sponsors, each of which
had a clue posted somewhere
on their stand, and they were
Mastertronic, (*Arcadia"’),
Newsfield (“Games™),
Euromax (" Professional’) and
Domark ("' Archer™). All entries
were posted on the Domark

stand, and after judging
Commercial Artist John Jarratt
was declared the winner. He
visited the home of Domark in
wildest Wimbledon to collect his
prize. There were also 44
runners up who have already
receives either a Euromax
Joystick, a copy of the Domark
game Star Wars or (worth much
maore than the measly thousand

unds) a year's subscription to
THE GAMES MACHINE. Here
are the lucky winners

Seated between Domark’s Mark Strachan (left) and Dominic Wheatley, John
Jarratt collects his £1000 in the form of a glant cheque (probably written on &
tablecloth from the InDin - the software industry’s Christmas dinner). The

. vl

prize was jointly sponsored by Domark, Euromax, Newsfield and Mastertronic

l_‘-i-f': f oy

!

Abile to afford a shirt again, Paul Cooper of Thalamus

O0PS!

IN THE review of Quedex last
issue it was stated that Hagar
the Horrible composed the
game's music. This was an out-
and-out lie. It was of course
Maestro Matt Gray. Obviously

we included this eror on
purpose and were secretly
willing to give a copy of the game
to the first lucky reader who
spotted the mistake. We only
had one entry (you unobservant
lot!) and a cassette version of
Quedex is now winging its way
to Paul Cooper of Thalamus Ltd.
Well done Paul.

ELITE WITH A FRENCH
CONNECTION

DURING the 1987 PCW Show,
Paris-based Loriciels signed a
long-term agreement giving
Elite Systems Ltd the rights to
market the French company's
games in the UK, Although not
all Loriciels products will be seen
over here {(some of them have a
content that is too French for the
British taste) they expect to
release at least 14 game titles

during 1988; these will include
500cc Grand Prix, Sapiens, a
compilation entitied Straight Six
and an arcade adventure Bob
Winner. Most of the games will
cover the 8-bit formats as well
as the Atari ST and IBM-PC
Compatibles. Elite foreseee the
agreament lasting at least two
years,

KONIX MOVING IN THE
RIGHT DIRECTION

FOLLOWING a very successiul
twelve-month period in which
Konix has more than doubled its
tumover, the company has
moved from their factory at
Tredegar in Wales to a new site
in Ebbw Vale (pronounced Ebbw
Vale). It would appear that the
Konix joystick has proved so
successful that demand

eventually outgrew the old
factory's production capacity.
The new, larger site will allow
Konix to recruit more staff and
consequently produce more
joysticks. An opening ceremony,
performed by the Rt Hon Peter
Walker, Secretary of State for
Wales, was held on January 15.

A 48K 128K chord tutor/reference for keyboards

Instant Access to over 1000 chord/scales

WHAT A PERFORMER !!! (Hevewed CRASH Oct 87)
o Avallable with sound ... vi.1 £ 8.99 inc p&p
Or sound wia MIDL ... v1.3 E13.98 inc pip
IDEAL CHRISTMAS GIFT FOR ALL MUSICIANS
Send chegue of P.O. to tectrics (Dept 003)
17, Whittington Road, Tilgate, CRAWLEY,
West Sussax, RH10 5AN

WHERE MUSIC AND COMPUTERS COMBINE
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. s Eﬁ Commodore 64/128 Cossette (£9.99) and Disk (£12.99) IX Spectrum 48k/128k/+ (£9.99) Amstrod CPC Cossette (£9.99) and D
| E Mail Order; Activision (UK) Ltd, Units 3 & 4 Lloyds Close, Finedon Road Industriol Estate, Wellingborough, Northampto
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ZZAP! 64 ‘ANOTHER DAY
AT THE ARCADES’

Officially licensed from the greatest
motorcycle racing game, the thrills are so
real we considered making a helmet

compulsory.
Four skill levels.
Four music tracks.
Push your turbo charged rocing machine
into 18 progressive stages racing ocross
Asia, Africa, America and Europe.
R \ y
AT Y1 'l Bl AL . " /\
Disik (£14.99) Amiga Disk (£4.99) ) J
| Copyright 1986 Sega Enterprises Inc. (USA). All rights reserved. ' \\ /
on|NN8 4SR. Tel: (0933) 76768 Electric Dreams Software. Authorised User.

ELECTRIC DREAMS

SOFTWARBE



ASTERTRONIC with its
Arcadia label is not the only
British company with its
eyes on the coin-op
market. Spectrum-owning
Ultimate (Play The Game)
watchers will have noticed in the
past that some Ultimate games
camied the enigmatic sub-credit
Rare Ltd, and may have
wondered who they were exactly.
Next month THE GAMES
MA‘ZHiNE reveals the secret for
first time. But the name Rare is
| merge from obscurity in
| a rather spectacular way, and one
| of the products likely to pop your
eyes IS a new coin-op arcade
bo sed around the 280
sor. But Rare also designs
Nintendo machine games of a
\-q_t.‘l y that has made the
mpany's name something to
oned with in Japan and
America (whereas they are almost
unknown in the UK). More details
n next month’s issue, for the
meantime we'll just tantalise you
with a screen shot

ion at 88mph can rattie your
15 - & COMMon oc 1
2, one of the fast

TEMK

1 games you'r Ve
the Nintendo - and

product

The Nintendo lives! With 15 million worldwide sales of Nintendo machines, the
Japanese games giant could well revolutionise the European games scene soon

KEEPING UP WITH THE JONESES

THOUGH PIRANHA's Judge Death game is slightly delayed through

| being rewritten, their other 2000 AD licensed character, Alan Moore's
inimitable future-girl-next-door, Halo Jones is well on the way. A young
woman barn in the 50th Century on The Hoop - a special section of the
city for the unemployed — Halo, the poor girl, just want do some

shopping for her monthly supplies, but itisn't as easy as that, The Hoop

is litter ed with villainous gangs like the [):lnqem 15 Drummers, Proximen

: he Punks. The shopping centre is at The Hoop's other side from

but armed with her trusty Sputsticks and continual

C swifty Frisco her job shouldn't prove to difficult

ainly not as difficult as the job Piranha has lined up for you in

e devised by THE GHMI S MACHINE's John Gllbert

Ay \ 1=inasectc -T 13 who serve Lucifer—you alone have broken

the faith and begin a quest which will d

oy several covens before the

Forces Of Evil take over the world. We should have some more details
on that in the next issue

LOLLUTION
FORECAST -
TAKE- CREE
LU RS

eaten the easy locals, Amie's the

ALL MUSCLES
AND

. MORE muscles really. But
isn't that Schwarzenegger all
over? Arnie’s just about to be
dropped into the jungle after some
unexplained things happened, but
his helicopter lets him down with a
bang, and there he is slap-bang,
so to speak, right in the middle of
Activision's latest film licence,
Predator. The unexplained soon
becomeas commonplace, as Amie
and his fellow military hunters
discover their adversary is a hairy
alien hooray Harry who's dropped
in on Earth for a spot of big-game
hunting, and having filleted and

It's thai
Atari 5T scree

The Amsirad Predator and his
chopper

biggest game around
Graphically, Predatorlooks fine,
50 all that is needed now is some
adrenalin-filled action to top it off
We should be seeing Predator
soon on the Spectrum,
Commodore, Amstrad and ST

n's Predator




PREVIEWS

ANOTHER
DEADLY
MISSION

AFTER what seems an eon since
Epyx enjoyed a cult success with
Impossible Mission on the
Commodore 64 (remember the
speech?), the American software
giant is set to repeat the exercise
with Impossible Mission II. Very
much like the original, it is set over
a series of five towers, which act
as difficulty levels — the gym, the
garage, canteen, warehouse and
finally a large high—tech office
block. Planned for the sequel are
loads of different robots, each with
individual characteristics. Mission
the first was marketed in the UK by
US Gold, but the sequel goes out
under Epyx’s own name, and is to
be released soon for the
Commodore 84/128, Spectrum,
Amstrad and ST.

Long-awaited sequ#l to the Epyx
blockbuster, Impossible Mission on
the 5T

ARCADIA ARCADE

WE'RE BEGINNING to see the benefits of Mastertronic's offshoot
Arcadia, a new branch of the coin-op industry. Based around the
Commodore Amiga board with an upgradein memaory of 1.5 megabytes,
the new arcade games simply slot into existing cabinets. For the arcade
operator it means fast, cheap changes, and for the Amiga owner it means
real arcade conversions in the home at the flick of an eye. The first Arcadia
coin-op release last year was Aoad Wars, and Mastertronic have it ready
now for release under their Malbourne House label on Amiga and ST,
closely followed by Spectrum, Commaodore 54/128 and Amstrad
VErsions.

The action takes place on a never-ending 3-D future highway and isa
forced two-player game. Each player controls a ball-shaped vehicle
equipped with lasers, andtheideaisto blast everything that comes your
way. In gun-mode, the vehicle opens up to reveal the laser to blast
oncoming hazards and roadside generators which hurl lightning at you.
In shield-mode, the craft returns to a sphere so it can resist impacts as
you bash others off the road. With both players side by side, the game
can get very rough, especially when, on later levels, instead of two exits
tothe next level, there is only one— Afteryou . . . No, after you please . . .

Road Wars conversions are in the capable hands of Binary Design,

nasty piece of work is apparently

| and if you attended last year's PCW Show, you may have noticed ﬂ L i E N similar to a semi-deflated hot-air
| Mastertronic’s big gamble, displaying the Amiga and Spectrum demao I MAT balloon, complete with two heads
versions one above the other on their stand — incredibly, the Spectrum S f” D R U ﬂ L] = which spit poisonous venom at our
compared extremely well because, forgetting the lack of colour of heroes. It takes a lot to kill, but
course, Road Wars is exactly the Spectrum’s type of game! ALIEN SYNDROME is a Seqga when it goes it explodes into a
Alsa set for an early Melbourne House release is Xenon, another game arcade conversion from The mass of venom and fire . . . very
from Arcadia and basically a challenging and very attractive vertical scroll | Edge, which attempis to incorpo- tasteful.
shoot-"em-up using a double-mode craft. This one's for the Amiga and | rate all the original's features for The corridors of the vanous
ST only — at the moment. the home computer. spacecraft are depicted inasimilar
Played by one or two particip- way to the mazes in Gauntlet and
in attack- and shield-mode; blaze that trail in the 5T version of Road Wars ants {one male, one female), the are viewed from the same over-
aimis for the herofes) to enter one head point. Maps are dotted
of five progressively dangerous around the screens to help the
alien spacecraft, blasting theirway | player(s) find their way about and
through the corridors to find and weapons may be picked up to
rescue their incarcerated crew. enhance their arsenal. Rescued
Once all the humans have been team members may be utilised to
rescued it's time to blast a way out help with the rescue mission
again before the inevitable meet- Alien Syndrome is out for the
ing with the ultimate, all-powerful Commodore 64 in January,

alien indigenous to each level. On | closely followed by the Spectrum,
level one, for example, this rather ST and Amiga versions.




WHEN YOU
WISH UPON A
STAR . ..

WE'RE NOT supposed to say this
yet, but as we go to press Gremlin
Graphics are trying to obtain the
rights to market Mickey Mouse —
the computer game. All we've
seen so far are some blurred
screen shots (try and hold the
camera steady next time,
Richard), but Mickey looks like a
very good blur. More news on that
soon. Meantime get ready for

| Northstar a fly-around/platform/
shoot-the-aliens game set aboard
an orbiting space station which is
under attack. That's for the
Spectrum, Commodore 64/128,
Amstrad and ST soonish.

By the time you read this
column, Blood Valley, after a
delayed release, should be on the
shelves. From what we saw of the
preview version it did not look to
be up to Gremlin's normal
standards but hopefully thay
should have sorted it out by now.

CHAMPIONSHIP GRAND PRIX
FORMULA ONE SUPER
SIMULATOR SPRINTPLUS ...

... THE SEQUEL. It's really just Championship Sprint — the sequel to
Electric Dreams’s Super Sprint of last September, What's new then?

Well, you can design your own courses, race new cars, design more
courses, set new records, design even more courses and so on. It's
bigger and better, they say, that’s what. Exciting news just coming in
though, is that Activision have licensed the very big coin-ops Afterburner
and Lock On from Sega. Check out page 69 where THE GAMES
MACHINE reviews Afterburner and get an eyeful of the graphics (if you
haven't done so in an arcade already). They'll have to work hard to
capture the effects on the B-bits and it won't be too easy on the 16-bits
aither.

Not so hot when we saw a demo, by the time it's finished Blo

provide fun in combat

»d Valley showkd

ALL BLACK

ONE from Firebird and the other
from CRL, and at first both 16-bit
products.

Black Lamp on the Firebird label
takes the form of a cutesy
platforms-and-ladders game set
in the Dark Ages, so called
because King Maxim had all his
enchanted lanterns stolen. Playing
Jovial Jack the jolly jester, you
ragingly romp round screen upon
screaen of glorious graphics,
r’.'ll"ﬂélllﬂg animation and ar]n(_)w:]g
alliteration. Black Lamp, set for

AlEE RTOET « ieade

release on the ST in the early
Spring, is currently being written
by Steve Cain and Graham
Everett (part of the team behind
Star Trek)

Black Shadow from CRL on the
Amiga is another arcade-quality
shoot-"em-up. To be honest we
have seen little of it so far, apart
froman early running dema. It had
little gameplay in, but the graphics
arg most iImpressive — as is the (in
all affection} gloriously corny film
studio style “Welcome to the
World of CRL' credit card.




DESTINY

FRANCIS LEE, ex-Beyond/ex-
Starlight person now running new
software house Destiny, has a
mountain of interesting games
lined up for 1588.

He kicks off with two original
Spactrum games; the first, written
and created by Nick Eatock,
whose previous titles include
Greyfell and Sorderon’s Shadow,
is called Teladon. It combines two
separate parts — beginning with a
horizontally scrolling shoot-"em-
up as you guide a hoverbike down
a valley with enemy weaponry
blazing at you. Get though that and
you are plumped right into the
middle of an isometric world for a

PREVIEWS

CHUNNEL IMPORTS

DON'T take a wager on your Gary Lineker T—shirt that 16-bit owners
are not jealous of Match Day I at the moment. But if you hop over the
Channel to France you may just bump into someone from new
software house Satory; they are releasing Hotball, a great-looking
football game for both the ST and Amiga. However, if you can't wait
for the Channel Tunne! to open, you should shortly be able to pop
down the high street and pick up a copy thanks to Active Sales And
Marketing who are releasing it over here.

separate adventure.

Scroiling towards Nick Eatock’s Teladon in the first part of the game

The second, Yeti, written by
Spectrum veterans Christian
Urquhart and Mike Smith, who
together form the Cybadyne
team, is set in the snow-coverad
peaks of the Himalayas in search
of the fabled Big Foot. Fearing for
the creature's safety the locals are
hot on your trail, eager to prevent
you from succeeding in your quest
by using both material and arcane
means. Graphically it looks pretty
spectacular — what the gameplay
is lika, we will find out sometime in
the Spring.

it is your Destiny on the

Spectrum

POWERING UP
(AGAIN)

BUDGET software company
Power House has a semi-
relaunch this year with a new look
and a host of new product as well
as some old American favourites
whose titles you will undoubtedly
recognise.

The line up includes
Dambusters, Fight Night, BC's
Quest For Tires, Grog's Revenge,
Desert Fox and many more. Onthe
value front Power House have
released eight Commaodore 64/
128 double-disks each disk
consisting of two games. Probably
best of the bunch is the Hercules
and Gods And Heroes disk. Both

games are really simple, but
amazing fun to play.

And Power House is also
launching its own record label
starting with American rock band
The Coathangers. The discs (speit
witha'c'and nota’k') are pressed
indynamic red vinyl for that added
|'ne sais quoi. They probably won't
get reviewed in THE GAMES
MACHINE, we'll leave that to NME
and A,

However, i you fancy winning a
copy of the record and your choice
of three Power House games
here's your chance in this bijou
Comp. Simply tell us thetitle of the
recently released 'Computer
MNasty' that caused such a stir. Pop
the answer on the back of a
postcard or sealed envelope along
with your name, address, which
computer you own and your
choice of three games and send it
to | HAVE THE POWER COMP,
THE GAMES MACHINE, PO
Box 10, Ludliow, Shropshire
SY8 1DB to arrive no later than
February 25, or wa'll crush your
cuddlies! First out of the bag wins.

And finally THE GAMES
MACHINE would like to take this
opportunity to say bon voyage to
Power House person Jo Meads,
who flies off soon to Austraila fora
few months. Don't stay away too
long, Jo, we'll miss you.

TGM TX DATE:02-8817/1186




AT LAST/

- TAPE LOADING PROBLEMS
NOW ELIMINATED

WITH

LOAD
IT

® L.E.D. LIGHTS FOR ELECTRONIC TUNING
® PERMANENTADJUSTING KNOB

ACHIEVES 100% LOADING
SUCCESS EVEN ON THE MOST
OBSTINATE TAPES

LOAD IT GIVES YOU:

* 100% LOADING SUCCESS
% PERMANENT HEAD ALIGNMENT ADJUSTMENT
% L.E.D.LIGHTS FOREASYTUNINGTO OPTIMUM SIGNAL
* GUARANTEED FOR ONE YEAR

* APPROVED BY COMMODORE AND LEADING SOFTWARE HOUSES

TRADE ENQUIRIES WELCOME:
MILLS ASSOCIATES LTD
WONASTON ROAD
MONMOUTH
GWENT

TEL: 0600 4611




-

k.

OPINION

Having steeped
himself in
steaming

sexism and
ripped the guts
out of gory
violence, the
third of Mel
Croucher’s
industry
analyses
shines the
spotlight on
racism in
software.

id you hear the one about the

South African piano? Nobody

could play it because all the

black keys were kept under the

white ones. Earlier this year,
there was a call from within our
computer industry to boycott trade
with South Africa as a protest against
apartheid, the system of treating
people differently on the basis of the
colour of their skin. Several British
software houses went public on their
business dealings with South Africa,
none more so than in CARL's Clem
Chamber's famous 'all South Africans
are bastards' press statement, but
many others refused to comment, and
certain companies exploited the
situation by increasing their supplies
to fill the boycott vacuum.

According to the Commission For
Racial Equality, racist attacks have
increased by over 25% in the past 12
months . . . notin South Africa, but in
Britain!  Mationalist and Nazi
organisations are actively recruiting in
school playgrounds and at football
matches, and even in towns like
Bournemouth the Ku Klux Klan has
announced a membership drive.
Perhaps you don't think that this has
got much to do with computer games.
Maybe the fact that there are only a
handful of non-whites in British
computing seems natural to you.

‘To live anywhere in the
world today and be against
equality because of race or
colour, is like living in
Alaska and being against
snow.

William Faulkner, 1965

There is no such thing as a genuine
British race, except for a few Celts
who speak Welsh and the Isle of Man
TT. The rest of us are made up from
mongrel matings of Scandinavians,
Saxons, Romans, Normans, Gypsies,
Jews, Huguenots, Irish, Germans,
Poles, West Indians, Pakistanis,
Vietnamese, you name it. We are still
foreign scum living on a little island off
the North-West coast of a tired old
continent called Europe. Some of us
have got black skins, and there have
been large numbers of British-born
blacks living on this island for well over
300 years. A generation ago the
British Minister of Health, a man
named Enoch Powell, was one of
those Government Ministers who

TS GONNA BE
ALL
THE NIGHT!

encouraged foreigners to come to

Britain to make up for labour
shortages in the health service,
transport, industry and

manufacturing. Many of them had
black skins. Yet in this generation the
stereotyped Computer Game Hero is
almost always a musclebound white
guy, who looks like something out of
a Mazi propaganda poster for the
perfection of a Germanic master race
of mindless pale veal steaks. In certain
games, the fact that you come across
a wog, gook, nigger, slope, kaffir or
coon is sufficient reason to kill him.

LUTHER DE GALE

.. . is boss of Konami. Because | am

not very British | asked him what being
a British software mogul was like for
him.
MEL - Are you racially abused?
LUTHER - All the time. But I've
become ablivious to racist
comments. People who insult me like
that are to be pitied, they suffer from a
bankruptcy of thoughts, they're
making up for their own deficiencies.
It's the scapegoat syndrome. It used
to be the Jews, now its us. But | can
avoid that now, I've got status and
paosition.
MEL - You're a successful man,
you've got some muscle in the
software industry. Why don’t you go
in for positive discrimination? | mean
why don't you make the hero of one of
your games black?
LUTHER - | don't believe in positive
discrimination, no. | wouldn't feature
a black hero for the sake of it, it could
affect sales.

MEL - Are you kidding! Do you really
mean that?

LUTHER - | always mean what | say,
but you misunderstand me. Frank
Bruno's Boxing, yes. That's highly
appropriate and wvery successful,
otherwise I'll take each game on its
merits.

MEL - But that's what happens all the
time to black kids, they get sent to the
sports field to play soccer or do a bit
of boxing, while the whites train to be
accountants.

LUTHER - Look, a lot of black kids
accept the path of least resistance. At

15 or 16 they stop being *British ' when
morons tell them that they're not.
Some decide to fight.

MEL - And did you fight?

LUTHER - | knew what | wanted when
| was 186. | planned it. My schoolmates
hadn't got a clue what it was all about.
They were into playground status, and
when they left school they helped their
dads on the street market barrow, or
became bus conductors. You see
there was nc family or generation
sonnection then with business,
careers, not like the Asians, their
whole culture is a network of helping
their kids get on.

MEL - So you fought to get where you
are now?

LUTHER - Sure, | had to fight, so |
fought.

MEL - Why don't we see black faces
at computer trade fairs, why don't we
see black faces in the magazines?
LUTHER - It's funny really, the
stereotype thing. You know, the best
players in our simulator at the last
Olympia show were all black. A black
guy was the only one to get all the way
through it. But you're right, a black
face at one of those shows is about as
common as a ruby in a bag of beans.
MEL - Are you offended by racist
games? Personally offended.
LUTHER - | don't live in a tree Mel, |
don't have a bone through my nose!
Mo, | don't get offended. There was
that one about Livingstone, by
Alligata | think, it used every stupid
colonial prototype there is. Cannibals,
white supremacy, pathetic. The
artwork was just so dated, and suraly
we've moved away from all that by
now. Games like that just reinforce the
younger generation's image of blacks
vis-a-vis status, but it's not funny. Like
Irish jokes, they're not funny. It's
obsolete.

MEL - In your |latest game, Jackal, one
of the four main characters, Bob, isa
negro.

LUTHER - Sure, there's always at
least one black in any good war film,
except Hamburger Hill, where they're
all blacks. But to tell the truth, it's a
coincidence, Jackal came from
Japan.

MEL - Ah s0.

LUTHER - Racist!

‘There are no ‘white’ or
‘coloured’ signs on the
graveyards of battlefields. '

John F Kennedy, 1963

Alligata's Doctor Livingstone
stereotype lives on in games like Jack
The Nipper ll; Coconut Capers from
Gremlin Graphics. | mentioned this to
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“ ...there are
a lot of ignor-
ant people in
computing.”

KEVIN WILL-
IAMS

Gremiin's . . .

IAN STEWART

IAN - We had to deport Jack The
Nipper to Australia; he picked his
nose! It just happened that be bailed
out over the jungle.

MEL - Where the natives are a bit
thick, and live with the monkeys in the
trees, and | think they even wear
bones for decoration. That's racist.
IAN - No.

MEL - Why not?

IAN - Because it's only a game. It's a
piece of fantasy.

MEL - But the game is set in the
present time, why have you used old
racial cartoon images like this?

IAN - | will not be drawn into anything
other than that it's total fantasy.
There's elephants with saxophones
for God"s sake!

MEL - And I'm saying that you use
racist artwork.

IAN - And I'm not prepared to rise to
your bait. Let me tell you about our
‘Alternative Games'. They feature
‘going up the wall’, or in the case of
your sense of humour ‘going to the
wall’, and ‘the sack race'. Maybe |
should have made that one about
sacking computer magazine staff!

‘God is white'
Jean Genet, 1958

KEVIN WILLIAMS

. . . is the Development Manager for
Andromeda, he wears a suit but he
also wrote the storyboard for Judge
Death, perhaps he suffers an identity
crisis:

MEL - What colour are you, Kevin?
KEVIN - | call myseif ‘shaded’, | think
I'm number 16 on the Dulux colour
chart. When | go running | get paler,
when I'm relaxed | turn darker.

MEL - Are you relaxed now?

KEVIN - | feel quite dark at the
moment, now you mention it. But as
for racism in the computer circus, if
you're black but your pocket is full of
money, you're exempt. I'm half black,
does that count?

MEL - You only need a half-full
pocket. Forgetting fantasy games for
a minute, why are all the *simulation’

type computer games about white
uys?
KEVIN - Sterectypes and prejudice.
Do you know in Football Manager
there wasn't one black face, not even
in the crowd! And then there's the
rubbery lips and spiky hair bit in
certain artwork. This industry covers
it up well, by sweeping it all under the
carpet, but racism underlies
everything. They don't call me names
to my face, but | hear the snide
comments. When they get into their
alcoholic stupors their tongues loosen
up, and then all the racism comes out.
MEL - Are you a racist?
KEVIN - Yeah, | loath all Americans!
Only joking you guys, | honestly think
that EA are wonderful people, at least
they're taking British software
seripusly, Everyone is a racist to some
extent, everyone fears people that are
different from themselves, and it gets
twisted into stupid prejudices. If you
happen to be an Irish programmer you
get a continual stream of garbage
poured into your ears, because the
British are afraid that the Irish have
outgrown them. Software houses
down South are prejudiced against
Northerners, | see it all the time. In your
Without  Prejudice columns ™ in
Computer Trade Weekly you never
stopped making fun of minority
groups, and your Under The
Baudwalk bits of ZZAP164 are full of
digs at people with foreign names.
MEL - Guilty, but I'm trying to get my
readers to question their own
attitudes.
KEVIN - | wonder how many of them
realise that. You might also be feeding
their ignorance, and there are a lot of
ignorant people in computing.
MEL - Soit's not just colour prejudice
in the computer business?
KEVIN - We wuse Hungarian
programmers, they hate the
Yugoslavs, and the Yugoslavs hate
the Poles, and the Poles hate the
Germans . ..
MEL - And everyone hates the Jews,
right?
KEVIN - | don't hate you, Mel.
MEL - Maybe | hate myself. When will
we begin to see a realistic percentage
of non-whites in computer games?
75% of the world is black, brown,
yellow, red . . .

KEVIN - There is one red, or at least a
half-breed Indian who's the hero of
Mattel's Lonestar, and | am beginning
to see the occasional tinted person in
games adverts, California Games,
and that Street Sport Baseball from
US Gold/Epyx has got a shaded
catcher squatting by the trash cans.
But to be honest, there's one hell of a
long way to go. Anyway, where do you
come on the Dulux colour shades
chart?

MEL - Me? I'm equal quarters
German, Irish, Polish and Portsmouth,
That makes me a 57, | think.

‘There are many humorous
things in the world, among
them the white man's
notion that he is less
savage than the other
savages.'

Mark Twain, 1897

Mind you, my pedigree is nothing
compared to the lady over at
Headlines . . .

NADIA LINDA
GAJADHARSINGH

.. .lis a Latvian, Trinidadian, Italian,
Russian, French, Estonian, Austrian,
I'm impressed.

MEL - Have you come across such a
thing as a racist computer game?
NADIA - Yes, computer games can
be racist in the stereotyping of
characters. It's obvious that
relegating non-white people ta certain
roles will influence kids eventually.
MEL - So what can be done about it?
NADIA - We have to decide what the
computing industry sets out to
achieve. If we want it to be
educational, then we would have to
follow the lead of children's books.
These days they've made real
progress, and they seek to increase
awareness of other nationalities,
depict them as they really are, and
freat them with the respect thay
deserve. But | think the computer
industry sets out to entertain rather
than to educate. And racial awareness
is just not Happening.

MEL - There's talk of censarship
about. What do you reckon to that?
NADIA - If we want to make moral
decisions about which games kids
should play then sure, we would have
to bring in censorship to deal not only
with racism but also sexism and, more
importantly, violence. Exactly what
you were tackling in your previous
GAMES MACHINE feature.

MEL - | still hope that self-censorship
is the answer. Once you begin by
censoring ideas, you end by rounding
up all the 'undesirable elements’ and
having them shot. But suppose it
comes to censorship, what would
happen then?

NADIA - | can't help thinking that this
would leave some software houses
fumbling for ideas for games. Not that
that's a reason why it shouldn't
happen. But as minors do make up
the majority of the market really we do
have a moral responsibility towards
them.

MEL - You told me yesterday that
someone called you a litthe
piccaninny. How do you handle
racism personally?
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NADIA - Racism in my life? Well, a
bigger problem for me is whether | get
taken seriously as a woman, and not
seen as someone employed merely to
brighten up a male-dominated
software industry, or to do the typing.
MEL - Who does the typing at
Headlines?

NADIA - Simon Harvey.

MEL - Haha. Why did you change your
name, that really puzzies me?

NADIA - | sometimes wonder how
people who don't know me personally
react to my name. I've simplified and
shortened my name to cut down
barriers, that's all, it's no big deal. |
want to make sure I'm more
approachable. To answer your
guestion about racism in my life, I'm
blissfully unaware of any racism
directed towards me by people in the
software world. Maybe | have an
easier time because no one can pin a
nationality to me.

MEL - What nationality are you,
MNadia?

NADIA - | see myself as a globe with
a little flag on most continents. I'm
very proud of my hotchpotch
background.

‘The negro is superior to the
white race. If they don't
amalgamate with the richer
biood of the blacks they will
die out and wither away, in
skinniness. '
Henry Ward Beecher,
1866

CHRISTIAN PENFOLD

. . . is best remembered in his guise
of The PiMan, hurling abuse at the
crowd during computer shows, often
as not sprinkled with sexist, ageist,
classiest and especially racist
epithets. He was my partner in
Automata for five years.

MEL - Helio PiMan. Why did we see
few black kids at the computer fairs?
CHRISTIAN - They were all off black
marketeering. | do remember one
though, total nutter, he took over our
stand and started blowing a bugle. |
put him on 10% commission and he
was bloody fantastic, worked like a
black!

MEL - If | didn't know you better, |'d
say you were deliberately trying to be
provocative, as it is you are a very
wonderful human being and a racist
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““We never
looked at the
colour of their
skin, itwas the
colour of their
money that
counted.”
CHRISTIAN
PENFOLD

bastard, aren’t you?

CHRISTIAN - Don't blackball me,
that's blackmail. Just like those lousy
wholesalers who | upset so much that
they blacklisted us.

MEL - Ah, | see. What you're saying is
that even in our colloguial language
we use words like black market,
blacklist, blackball and blackmail
when we are talking about antisocial
behaviour, and that this enforces
racial prejudice aven as we speak.
CHRISTIAN - What the bloody hell
are you on about, you old bugger.
MEL - Maybe not then, But we were
just like all the other software houses,
weren't we. We never had any non-
white characters in our games.
CHRISTIAN - Of course we did! Don’t
you remember Rastapiman, he was in
every advert we ever did for over two
years! Mind you, he was only a token
black, | had him fed into a siot
machine. Seriously mate, when we
were in the business together we
never looked at the colour of their skin,
it was the colour of their money that
counted. Tight-fisted bastards. Do
you want to know what me favourite
game is?

MEL - No. .
CHRISTIAN - Black To The Future.
Well laugh then you miserable sod.

The biggest computing jamboree of
the year is undoubtedly the PCW
Show, formerly held at Olympia, but
next September mowing to Earl's
Court. The man who organises it is
named . ..

MIKE BLACKMAN

MEL - Don't you get a lot of idiots like
me taking the piss out of your name?
MIKE - The odd person will have a
crack at my name, like you, you're
very odd. | think it's an advantage,
nobody ever forgets who | am.

MEL - When you put on your annual
show, there are only a handful of non-
whites among the thousands that
participate.

MIKE - Yes. And | don't know why, |
really don't. It's down to the individual
when it comes to success inrunning a
software house. People like Luther de
Gale will always succeed, it's nothing
to do with their colour.

MEL - I'm not suggesting that, but is
it in spite of the prejudice that their
colour might evoka?

MIKE - | am an ambitious person. |
make plans and set objectives and go
about achieving them, it's nothing to
do with colour. I'm lucky.

MEL - Do you mean to say that you
have never been discriminated
against in the software world because
of your colour?

MIKE - It has never even occurred to
me, really, it's never come up. To be
honest with you | don't feel very
strongly and this is the first time that |
have ever discussed it with anyone.
MEL - Really?

MIKE - Really! I've never been abused
in this industry. | wouldn't put money

on the fact that there are no racists in
computing, all I'm saying to you is that
| have never experienced racism.
People like Luther and | want to get on
in life, we don't make a big thing about
our colour, and we expect the same
from anybody else.

MEL - Fine, you have made that very
clear, and | find it very encouraging to
hear you say that you have never run
across a racist in this business. What
about racial sterectypes in the games
themselves? Do they matter?

MIKE - It doesn’t bother me.

MEL - Mo, but does it matter?

MIKE - The companies that go in for
that sort of thing have taken
advantage of a media image,
cannibals in the jungle and so on. |
don't believe that they have done it
deliberately. You always meet bigots
in any walk of life, but | think that the
image of black people in games is only
a reflection of cartoon stereotypes.

| wanted to have my final interview
with computer journalist Tania Yates,
who contributed so wisely to my
analysis of Sexism in Computer
Games. Unfortunately, Tanmia is
visiting her family in South Africa as |
write this. Alternatively | thought about
using one of my little chats with Jeffrey
Archer, whan he told ma: ‘The other
day | said to my son, *David’s driver is
a black’. | said it because | was in a
hurry to describe the man. My son
turned round to fne and said: ‘If you
can tell me off for labelling people by
their colour, | can tell you off for it"."

He was right of course. We are all
still guilty of that sort of thing to a
greater or lesser extent. But | decided
not to give little Jeffrey any more free
publicity after all. Then | contacted my
old friend Anil Gupta, formerly of
Anirog and now of Anco, but Anil
never ever goes into print. So | must
respect his request for privacy, and |
cannot print what he told me about his
experiences in the industry of racism
against him and his family except his
last sentence: ‘| detest all these
things, but I'm not a hero like you. | try
to survive my friend, it's a hard job.’

So | invited freelance programmer
Colin Jones to have the last word.
MEL - You say that you're working on
asocially aware game at the moment.
COLIN - That's right. It's non-violent,
antl-sexist, and against all forms of
racism. I'm calling it Let's Al Watch
The PaintDry . . .

Two things have become clear to me
while putting this wee piece together
for you. First, as in every other aspect
of living in Britain today, racism exists
in the computer business. Secondly,
the vast majority of whites | know deny
it, and the handful of non-whites in
computing dismiss it. Both of these
facts worry me. So I'll ask the same
question that | started with, gentle
reader. Do you think it's natural that
computer game heroes and the
people that run the industry and
attend the computer shows are nearly
all white? Well, do you?

souls. The kids who were ruined by success and nearly

lost their lives. Don't miss it.
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COMPETITION

run of successes for many
years with a wide variety of
game types, culminating in
more recent months with
some of the toughest
arcade games available —
and all big hits. Now the
company is bringing out a
compilation of four of their
very best - Zynaps,
Exolon, Rana Rama and
Uridium Plus. To celebrate
the release, Hewson are
offering a top prize in this
competition of the latest
portable Compact Disc/
radio/cassette player from
Phillips, plus a copy of the
compilation suitable for
your 8-bit machine, and for

50 runners-up there are
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RADI( \SSETTE
PLAYER!

AND LO ‘*1 F
GAMES!

Hewson have enjoyed a | copies of the new

compilation too.

Spectrum and Amstrad
oWners should be
especially excited because
Uridium Plus has never
had a solus released on
those computers — and it
has translated very well
indeed.

To have a chance of
winning the competition,
you will have to put your
historical brains in gear,
and correctly identify the
four Hewson games
pictured on the page. When
you think you have the right
answers, put them down on
a postcard or the back of a
sealed envelope, together
with your name, address

and most importantly, the
machine you own
(Spectrum, Commodore
64/128 or Amstrad CPC),
and send it to SMASH IT
UP WITH HEWSON

Identify the four Hewsc
below

PICTURE 1

GET SMASHED
WITH HEWSON!

COMP, The Games
Machine, PO Box 10,
Ludlow, Shropshire SY8
1DB to arrive no later than
February 25.

n games from the pictures

PICTURE 2

PICTURE 4
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£14.994
SPECTRUM
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B 3

Why be serious when there is so much fun in taking an alternative
view of things? This ingenious but hilarious spoof will have you in
stitches, not to mention the river, canal, sack ...

You'll be racing in Naples, Boot Throwing at the Colosseum, Pole
Climbing in Verona and Running Up Walls in Venice! If you can still
stand the pace, try your hand at Balancing Plates, Jumping Rivers,
Pogo and Pillow Fighting.

Recapture the very essence of competitive spirit in this comical

3 SCREEN SHOITS
B FROAM CHAM VERSMOS

ramlin Granhies Saftware Lid.. Alpha House, 10 Carver Street, Sheffield S1 4F5. Tel: (0742) 753423
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Introducing ActionSoft!

Colonel Jack Declares War to Improve Strategy/Action Software

Colonel Jack Rosenow, President of ActionSoft, is out to turn the
simulation software industry upside down:

“Most current simulations are little more than games,” says the
Colonel. "They're a far cry from what can be done with modern state-
of-the-art graphics technology. They have limited strategic depth and Colonel Jack Rosenow, U.S. Air
a limited sense of realism. That's why ActionSoft was created. We're Force (Ret.)

going to redefine the state of the art in simulation software.

“My own area of expertise is military helicopters - their flight

characteristics, and their deployment on the battlefield. We've assem-

bled a collection of experts in other fields (combat strategists, fighter

pilots, submarine commanders) to help us develop the most realistic -
strategy/action simulations ever seen.

“ActionSoft puts you at the center of the action. We take you from the
depths of the Pacific ocean to the infinite frontiers of space. And with
the incredible 3D graphic/animation technology provided by
SubLOGIC, our products draw you into the simulation like never

before. Up to now this type of relism has been available only on the Captain John Patten’s years of
most expensive military simulators. We're making it available to U.S. Navy experience provide the
everyone. realism and submarine combat |

strategy of Up Periscope!

/

“Our first Two products are Up Periscope! and ThunderChopper. Up
Periscope! is a WWII fleet class submarine simulator.
ThunderChopper simulates the flight characteristics of
high-performance scout/rescue/attack helicopter.

“ActionSoft simulations are generations ahead in strategy, action, and
technology. Why pay for a second-rate simulation when you can have
the best. ActionSoft simulation software sets the new performance
standard against which all other simulations must now be judged. But
don’t just take my word for it. Try ActionSoft - you'll be convinced.” i

Colonel Jack’s 9000-plus hours of 1
flight time are put to good use in |
ThunderChopper!

ACTION Soft
35 Piccadilly

First Floor

London W1V 9PB
Tlx: 259102502695
ACTIONSOFT UQ

—




WE’VE BLOWN THE COMPETITION
RIGHT OUT OF THE WATER!

Up Periscope!, the new state of the art submarine simulation that’s conquered the U.S. market! Blowing the competition
out of the water with superior combat strategy and tactics courtesy of Captain John Patten (Ret.), United States Navy.
With true animated 3D graphics from SubLOGIC. Up Periscope!, generations ahead of the pack!
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See Your Dealer...

Up Periscope! is available on disk
for the Commodore 64/128
computers (suggested retail price
£19.95) and for IBM PC-compatible
computers (£24.95). For direct
orders please include 55p for ship-
ping. Visa, Access, and Personal
cheques accepted.

* 1987 ActionSoft Corporation
3D graphics and special effects © 1987
SubLOGIC Corporation

griscope!

ACTION

35 Picadilly

First Floor

London W1V 9PB

Tix: 259102502695 |
ACTIONSOFT UQ |




HEY AMIGO...

NOW YOU DON'T HAVE 70 BE A BANK

ROBBING BANDIT T0 AFFORDAN AMIGA!
AMIGA AS500 T |

IMegDiskDrive 4096 Colours - Stereo Sound
Built-In Speech Synthesis _ Multi-Tasking
<7 FREE - Defender of the Crown  Worth £2995
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As ftraditional as Turkey, the
onslaught of software over the
Christmas period is legendary.
The Christmas lead up 1987 was
no exception with a lot more
software than anyone expected —
unfortunately a good percentage
proved to be far from satisfactory.
There are 37 review pages in this
issue (including the adventure
pages), examining 44 games.
Obviously this does not cover all
the games released over the
recent Christmas period — we
could not give every single

We're all placing our bets on the
Atari ST computer series to do big
business this year with a lot of new
and innovative 16-bit software
releases. The general standard of
Amiga games should improve, and
we have already seen a growth in
the number of games. To date,
very few Amiga games have really
taken the machine's potential very
seriously, That ought to be put
right in 1988. Where does that
leave the 8-bit market? Probably
much the same as last year —
providing a solid base for games

REVIEWS

REVIEWS

LEAD
REVIEWS

PLATOON

The gamesplaying highlight has to
be Ocean's film licence Platoon -
a superb combination of of action
and adventure scenes. Excellent
packaging, and probably the best
thing to emerge from Ocean since
Wizball.

PAGE 59

UMS

Rainbird. The story revolves
around the search for pieces of a
charm scattesed throughout a land
smitten by bad luck — fortunately
you can't die, which should please
a lot of people.

ADVENTURE PAGES

HUNTER’S MOON

Fourth release from Thalamus,
again only for the Commodore 64/
128, takes great shoot-'em-up
action into psychedelic space.
Written by Martin Walker the

roduct a review due to the sheer | development, and one on the | From Rainbird comes the most " : :
{:Dlume released. However, what | Spectrum that should prove | exciting advance in strategy ﬁi;ﬁhitg;aﬁgﬁﬁagg;negamemay
you will find are detailed, | interesting as the rumours ofareal | software. Universal  Military ¥ ' PAGE 50
informative and intelligent reviews | alternative Spectrum clone -;:jri:r'.v.r.r'I Simulator can create any battle,
f products launched in the latter In the review section next mont anywhere (or anywhen) with any
gagfu{the season. we should have finished versions | weapons. Why it was worth 96%, MATCH DAY Il
of ST Buggy Boy and Space | highest TGM rating yet, can be | Jon Ritman and Bernie
LAU"(:HI"G Harrier, Road Wars on nearly | discovered inthe extensivereview | Drummond's sequel to the highly
everything, Rastan Saga from | on... popular Match Day, released
I"m Ocean, and something really PAGE 40 | nearly three years ago. Featuring
special to look forward to is new moves and a diamond
’Bﬂ Hz?r?bird's 16-bit Carrier JINXTER deflection system, this is the best
Command, with a look in on the | Magnetic Scrolls do it again with | football game devised yet.
So, what of the year to come? | Spectrum version 100. their third release through PAGE 50
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STAR TREK

Firebird
ATARI ST ONLY

been many unofficial

The Federation has designated a
region of space (turn left at Saturn
and cruise in warp eight for 20 light
years) as a quarantine zone. Their
reason is a well guarded secret,
but it appears that the crew of any
Federation Starship entering the
zone mutinies and turns renegade.

To no-one's surprise the
Klingons are involved; up to their
usual unfriendly antics, they have
been experimenting with a
particular type of Dilithium crystal
which can act as a telepathic
amplifier when hooked up to a
major power source (such as a
Starship warp drive). Any sentient
beings within the thoughtwave
range soon find themselves open
to Klingon telepathic suggestion,
even from a distance of light years.

Your mission, Jim, should you
decide to accept it, is to enter this

tar Trek first appeared on American TV on B

September 1966 and ran for three seasons — a total

of 79 shows in all. It never really died, thanks to

innumerable reruns, tremendous fan adulation and
its promotion to the big league of feature films of which
there have been four to date. Now a new TV series has
been completed, though it won't be seen on British TV for
several years because the buy-in cost is too high, instead
you will be able to hire the programmes on video tape. Star
Trek was a natural for computer games and there have
attempts,
Spectrum. Shortly before Christmas 1986, Firebird
announced they had secured the official licence and work
had begun on the game. However, as John Gilbert detailed
in THE GAMES MACHINE Issue 2 (Licensed To Knock 'Em
Dead), Firebird ran into delays, and only now can we
assess the resuits of their efforts.

especially on the

zone, seek out and destroy the
Klingon Psimitter within a time limit
of five years and avoid upsetting
too many Romulans in the
process.

BEING LOGICAL

The very first noticeable effect in
Star Trek the game is the speech
at the stat of the Iloading
sequence, it's Kirk's digitised
dulcets ringing out with ‘Space,
the final frontier..."' etc. Then
thera's Dave Whittaker's music -
a rather dubious rendition of what
is obviously the TV theme, but
quite jolly nonetheless.

Once loaded, you are presented
with a multivision screen, the
primary display area consisting of
very attractive representations of

Can the engines take it? Can your ST

Kirk, Spock, Scott, McCoy, Sulu,

take it

Uhura and Chekov all at their end-
of-episode stations on the
Enterprise's bridge. The L-shaped
border to the right and below is
filed with seven secondary
screens which either depict
individual crew members or some
of the Enterprise's systems. To
change the primary display you
simply move the cursor (mouse or
joystick controlled) to one of the
available twelve  secondary
screens required and click.

Each crew member has a
different function, for example
Spock keeps you informed about
the state of the Enterprise at any
given moment and also offers
details on planets and enemy
ships within the zone. He, too, has
sampled speech and announces
that he will never understand
humans, usually just when the life
support systems faill due to a
misjudgement on the player's part.
When you are still a novice at the
game, this message begins to
irritate after hearing it for the eighth
or ninth time, and doubtless the
kind of language directed back at
the verbose Vulcan is unlikely to
aid his understanding one iota

KLINGON BOLDLY

There are no cast surprises in fact,
so it's comforting to discover good
ol' Scotty in charge of the “She’ll
noo take it cap’n’ engines, Sulu in
the navigator's chair, Chekov
‘Locked on target’ as weapons
officer, Bones in the Medical Bay
and Uhura relaying any messages
she may pick up

Captain James T Kirk controls
the important bits of the game
such as the pause button (very
necessary for those panicky
moments when the Enterprise with
only 50% power is confronted by
six Klingon Birds Of Prey .. . the
player is given the opportunity of
making the ultimate cup of tea
before dying), the load/save
option, the time and the contents
of the stores. He is also in charge
of the transporter for those all-
important landing parties.

Star Trek the computer game is
enormous, Ccomprising many
enemy ships, hundred of planets
to wisit and various ways of

The Enterprise is now In standard orbit around the planet Atari ST — at last

defeating the nefarious Klingon
plans. To go into too much detail
about how the game works and
what is possible within it would
take up far too much of the final
frontier; suffice to say it is chiefly a
game of strategy with a pinch of
shoot-'em-up and includes all the
elements of the Star Trek we have
come to know and love, warp
speed, photon torpedoes, the
transporter and so on. It should
keep any player prepared 1o
persevera busy for weeks

When Star Trek first beamed
aboard THE GAMES MACHINE
wa have to report that lethargy
ruled; it appeared rather boring
and, presentation aside, a
disappointment However 1o
review it fairly, extensive playing
was instigated. We soon found
that once some achievements
within the game had been
accomplished a spark of interest
ignited urging us on. The deeper
into the game cne travels the
better it gets until, eventually, in
the same way that Elite grabbed
the games-playing world, Star
Trek grips the player by his
Klingons and drags him through
many sleepless nights to the
ultimate goal of bringing peace
and harmony to the universe once
more

ATARI ST
Diskette: £19.85
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FORD
EVERY
STREAM

CHAMONIX CHALLENGE

Infogrames

nfogrames are releasing 16-bit software thick and
fast lately and while doing so are beginning to
encompass many and Varied subjects for their games
to tackle. No longer can the company be thought of
as having an adventure bent, especially taking into
account one of their latest releases, Chamonix Challenge.
This simulation promises to take the player to breathtaking
heights as a daring mountaineer. Imagine it; the
experience of climbing the peaks of the French Alps
without the physical drawbacks of freezing conditions,
vertigo, hidden crevasses or blind panic. All these features
are included in the game and may be enjoyed from the

comfort of home.

At the start the game presents
several climbing routes of varying
difficulty and one or more may be
chosen, so may the starting time
and whether the climb is to be
attempted in summer or winter.
Climbing in wintry conditions is far

(when eager to get onto the slopes)
just plain annoying.

However easy the glacial
landscape may look there are
dangers. The player is given
wamning of the presence of
crevasses either by a small dip in

93130 |

Tackling the vertical rockface: nearly
there ... ST screen

confronted with a suspicious
section of snow a quick prod with
a walking stick determines
whether it is safe to walk cver or
not—ifitisn't the ground collapses
and a deep crevasse is revealed.
This has to be jumped and pixel-
perfect accuracy is required if an
unnecessarily long climb or a
quick death are to be avoided.
The next stage is usually a
snowy slope, these are generally
quite easy although they do vary
greatly in length. The gradients are
not too steep and again rhythm is
the way to success. Never leave
your man in a state of insecurity on
these slopes, do not take a rest
unless his feet are well dug in and
his ice picks are secure or he falls.

ON THE FACE

The third and most difficult stage
of Chamonix Challenge is rock
climbing. Viewed straight on, it
shows the climber, back to the
player, clinging to the rockface
he's ascending. First problem here
is to avoid the falling boulders
which descend as soon as the

more  dangerous than in | the snow or a very precarious-
summertime, and thesame istrue | looking ice bridge. When
of nighttime. Choice selection is
lcon-driven (joystick or keys).

Every mountaineer must pay ATARI ST
close attention to equipment .
needed for an ascent and Diskette: £19.95
Chamonix Challenge has a wide AMSTRAD CPC 6128
choice from which to select. Care Cassette: £9,95
must be exercised during this Diskette: £14.95

phase to ensure that you have
everything required to ensure
success whilst at the same time
not loading yourself down with
unnecessary items such as the
microwave (7) or  Walkman.
Chosen items are automatically
stored in the rucksack except for
the main climbing gear — pitons,
ropes and karibiners (a device for
refrieving lost ropes) — which is

to play. The only real

held in the hands ready for use. because detail
Once the player is happy with of tale '
the route, time and equpment he | | ATARI ST OVERALL 75%

may begin the climb.

Chamonix Challenge is very pretty to look at and
differences between

of the Amstrad CPC are the quality of sound and
order in which the items are arranged in the rucksack (last in first
out in the Atari version), the option to speed time up when asleep
and the appearance of the climber’s face (rather than just a text
message as on the Amstrad version) suffering from each
dilemma as it occurs. Putting aside these elements which have
been added to the Atari ST Chamonix Challenge, both versions play
similarly with the same number of climbing options and amount
of difficulty. The ST graphics are the better by a margin, largely

AMSTRAD CPC 6128 OVERALL 72%

extremely difficult
the ST version and that
the

UP, UP AND AWAY

Your experience of a lifetime
begins in a suitably easy way on
the relatively flat and picturesque
glaciers, the most difficult part of
which is the walking — and it's the
first time you encounter what
becomes the central concern of
Chamonix Challenge . . . rhythm.
It is difficult to establish the
rhythmic control required to get
the mountaineer going and to keep
him moving. One mistake in the
left/right rhythm and the guy
falters and stops; this rather odd
control for such a simple task is at
first wvery frustrating, them it
becomes tedious and eventually

Mountain climbing in the Amstrad version of Chamonix Challenge . .. yodel-
ling not permitted on those long siopes

scene appears which requires
some nifty left/right footwork. it's
really a randomising device and
can be unfair inasmuch as once
the climber has moved to one side
he cannot move back and Is stuck
with that starting point to begin
climbing. However if you are lucky
enough to have a decent start (and
you are wearing the right shoes)
the actual climbing is extremaly
time consuming, addictive,
interesting and even exciting.

The climber's four limbs may be
moved one at a time and if they get
a decent hold a littke hand or foot
icon appears, if the grip is unsafe
the icon flashes. When at least
three holds are secure you can
move up and look for further holds
to continue the ascent. Whatever
is held in inventory may be used to
assist, the piton, chocks, karibiner
and rope are especially helpful

Throughout the game items may
be taken from or returned to the
rucksack if the climber is in a fairly
secure situation — such as on a flat
surface or strapped to a slope -
and most of these are needed
during the climb to combat phases
of hunger, tiradness, cold - even
heat — that are encountered.

The game is multi-load {which
will result in some tedium for
cassette users) with a thoughtful
save/load position option. A
particularly nice touch is the
climber's face in closeup where
his goggles show what obstacle
he will come across an the next
screen so that he may prepare
himself.

First reactions to Chamonix
Challenge may well be of
frustration and perhaps even
boredom but perseverance is the
name of the game and once all the
idiosyncrasies are mastered that
little blue sprite will be climbing,
sliding and falling to his doom with
the bast of them.

“ . ..the actual
climbing is
extremely time
consuming,
addictive,
interesting and even
exciting.”

TX DATE:02-8829/116
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Any of the twelve missions listed
can be attempted, and in any)
order, but if you are feeling
particularly brave, selecting
Campaign gives you the chance
to try all twelve in sequence. The
missions in Airbome Ranger,
which include rescuing prisoners
and hostages, stealing a code
book, and the more
straightforward destroying of
enemy installations, provide a neat
mixture of strategic thinking and
shoot-'em-up, although sheer
speed is not the point of the game.

Upon selecting a mission, an
Osprey transporter plane flies over
the combat area towards the

distant dropzone. Once the
dropzone is reached, pods
containing  equipment and

supplies are dropped first, then
you parachute into the enemy
camp and the mission begins!

icroProse are generally better known for their
realistic, high-quality simlulations (Silent Service
and Gunship to name but two), but Airborne Ranger
is a departure from their traditional releases and
introduces arcade game elements. Described as a
‘combat action simulator’, Airborne Ranger is also easier
to get into than the manual-bound flight simulations as,
playing an American Ranger, you are dropped deep into
enemy territory on one of twelve dangerous missions.

weapons (including time bombs)
being used to eliminate larger
defences. The Ranger can crawl
along ditches, walk around
hazards and run  across
wastelands, although, realistically
enough, the distance you can run

A TANGLE

First task is to collect your
supplies, as long as you dropped
them carefully so they didnt fall
into a ravine for instance. From a
bird's-eye viewpoint, you move
around the four-directionally
scrolling enemy base with various
defences and hazards coming into
view. Machine-gun posts, turret
bunkers and robotic defences fire
at anything that moves, whilst
enemy soldiers patrol the area,
mercilessly pursuing your
character if he is spotted. The area
is a tangle of tank traps, barbed
wire, snipers and minefields which
hinder movement, while ditches,
walls and trees provide cover from
enemy fire.

Rocket launchers, grenades,
knives and a rifle provide the
firepower, the more potent

BORNE TO KILL

depends on your health and the
amount of supplies camied. A
s sight for accurate firing
constantly points in whichever
direction the player is facing.

Stepping on mines, drowning in
rivers or getting hit by
flamethrowers inevitably results in
death, but bullet wounds are
slightly less serious; the supply
pods carry first-aid kits to provide
vital treatment for any damage
taken. As it only takes three enemy
bullets to kill, careful use of the
medical kits is essential.

A map is available to assist
navigation of minefields and ather
defence obstacles. Once the
northern target has been reached
and the , mission objective
achieved, the Osprey craft can be
recalled, boarded and the mission
is complete. Successful Rangers
can be saved to disk, any Rangers
no longer neaded bﬂml; retired
from duty (wiped from the disk in
other words).

“Airborne Ranger provides a neat mixture of
strategic thinking and shoot-‘em-up ... "
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MUCH FOR SO LITTLE!

There is nothing that can compare with the incredible value for money offered by Atari's
520ST-FM. For only £260 (+VAT=£209), you can purchase a powerful 512K RAM computer,
with a 95 key keyboard (including numeric keypad), MIDI interface, GEM, a paletie of 512
colours, mouse controller, and a 512K built-in disk drive. The 520ST-FM has a TV modulator
built-in, and comes with a lead to allow you to plug it straight into any domestic colour
television set. The mains transformer is also built-in to the keyboard, so there are no messy
external boxes. You couldn't wish for a more compact, powerful and stylish unit. Atari 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 that's not
TRIVANE 10 5T COMPLLIPG,. A8 el COUosn Dekerm 108 hll dtaska all. When you buy your new S20ST-FM (or any Atari ST computer) from Silica Shop, you will
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DEFECTING

THE HUNT FOR RED OCTOBER

Grand Slam Entertainment

om Clancy’s thriller novel The Hunt For Red October
is a best-seller, has been the cause of a NATO
embarrassment, a film is in the pipeline and, not
surprisingly, the computer game rights have been
snapped up. Bought by Argus Press Software, the game
was included in the sale of all Argus computer game rights
to Stephen Hall, managing director of Argus Press
Software, who bought the company from his employers in
mid-November and renamed it Grand Slam
Entertainment. Red October's coders, Oxford Digital
Enterprises (ODE) have been responsible for the many
computer versions of Trivial Pursuit, the Adrian Mole saga

The story revolves around the
highty advanced Soviet attack
submarine, Red October. Its top-
secret Caterpillar drive enables the
sub to become virtually
undetectable by sonar or radar.
Red October’s captain, Marko
Ramius, intends to defect to
America, taking the submarine
with him. The Americans want her,
the Russians want her back and
they'll try anything to stop the
defection, even if it means sinking
the sub

A row of icons control all the
sub’s functions (sonar, engines,
weapons, periscope and maps)
selected by using a hammer and
sickle pointer. Sonar provides
both plan views and a contour
layout of the immediate area
around the submarine, assisting in
the navigation of deep-sea ravines
and valleys. Enemy targets can be
accurately positioned with sonar,
although they are alerted to your
position in the process. An on-
board library of ship sonar
signatures  allows  accurate
identification of any contacts
made.

SLOW BUT SURE

Red October's drive systems
include standard nuclear drive, a
diesel system and propellers.
These provide faster speeds but
are easier to detect by enemy
sonar. The Caterpillar drive is
extremely quiet but its use entails

reducing speed to a third.

No, | said DOWN periscope! ST screen

and, more recently, Yes, Prime Minister.

Amongst the weapons on board
are 26 SeaHawk nuclear missiles
{which, oddly, can't be launched -
they have a place in the book, but
presumably the programmers felt
they had no part to play in the
game) and the standard
torpedoes. Torpedoes can be
computer controlled or guided
manually to their target by setting
the torpedo's heading and
elevation before firing.

The periscope icon offers infra-
red or night views of surface
activity, with the attack scope
giving information on a target’s
heading, the data being fed into
the sub's targetting computer.
Whilst on the surface, Electronic
Surveillance Measures allow you
to intercept radio messages
between enemy ships. This also
updates the Atlantic Ocean map,
displaying Red October’s position
and those last reported of the
American and Russian fleets.

Changes in heading, depth and
speed are made by pointing at the
relevant icon. Once selected, the
sub's course, depth or speed is
altered to the new setting.

EVADING THE LAW

The Atlantic Ocean floor is coated
with highly sensitive Captor Mines,
which launch torpedoes at
unidentified, fast-moving vessels
such as Red October. Avoiding
themn involves laying flack as a
decoy, changing to the Caterpillar
drive {causing the torpedo to lose

The map the ST
your signal) or the simple, but more
dangerous, method of outrunning

the torpedo.
Under maritime law, Red
October would be instantly

reclaimed by the Russians if it
entered a US port. To avoid this,
thera’s a secondary task of
rendezvousing with the American
fleat off their coast, where the
submarine can undergo a change
of identity, enabling you to enter a
US naval port and complete the
final phase of the defection.

As the submarine traverses the
treacherous deep sea ravines and
valleys, strategic thought comes
into play in avoiding sensors and
deep probing anti-submarine
vassels. Take too long to reach the
Atlantic and more hostile vessels
will arrive in the area, move too
quickly and run the risk of
activating the deadly Captor
Mines.

The Hunt For Red Octoberwon't
appeal to those seeking fast
action, a shame really as it is a
neatly constructed, polished
release. The game can get very
tense (as in any submaring warfare
engagement) when the Russian
Fleet is approaching fast and
you're trying to negotiate deep sea
hazards. Unfortunately, the
beginning is immensely hard, just
getting out into open sea is difficult
enough due to the sheer number
of Captor mines littering the sea
bed. But despite the arcade
appearance, it is placed firmly in
the strategy game field, hence the
lengthy periods of inactivity whilst
sailing the Atlantic. Once out into
the Atflantic, player interaction

reduces to a minimum, just set the
sub on its way and leave it to itsalf
This does spread the game's
appeal someawhat thinly, even for
strategists.

Tarme

ATARI ST
Diskette: £24.95

works well, the graphics are detailed and

route, there isn't enough to the game. Great presentation, and
neatly executed too but with not an awful lot to it.

i

OVERALL 67%
IBM PC AMIGA
Diskette: £24.95 Diskette: £24.95
SPECTRUM
The standard PC colour 48/
of pink, purple and 128
shades of biue gives
game a fuzzy, peculiar
mll.mndnlvwhonm 128
sonar AMSTRAD CPC
display, and it can be a touch
unpleasant on the eyes after Cassettes: £14.95
llﬂnﬂgm:.dm itis Diskettes: £19.95
lp“l':lﬂ,.ﬂ'lld within PC's All other versions should be
restricted eolmu:nm its reiaased by the time you read
is the fastest version of the | | [ 80 into the review. Game
lot, responses to icon elements are expected to be
o ||| to  each machine's
with beeps capabilities. Watch out for
a low growling noise version updates next issue.
sub’s
Orer O | | ——

“The Hunt For Red
October is a neatly
constructed,
polished release.”

TGM TX DATE:02-8833/116
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INSANITY FIGHT

rogrammers Christian Hiller and Jinn Six are
members of Linel, a Swiss software company about
which it is very difficult to glean any information. Even
the people at Microdeal knew little about their
previous endeavours. Watch these pages, though, for
more information about them. Insanity Fight appears to be
Linel's first program to be released in this country, and for
their first venture into the 16-bit market they have chosen
the very safe subject of the vertically scrolling shoot—"em—

up.

While lcading the game you are
presented with a wvery nice
digitised picture of the Starfighter
you are about to  pilot,
accompanied by a sound track
reminiscent of a mid—European
discotheque. If the ship reminds
you a little of the Parallax aircraft,
is that a bad thing? The next visual
delight is a picture of the pilot's
head in full battle regalia, who
proclaims in sampled speech, as
the visor drops down over his face,
that the Starfighter is ready.

The in-game screen uses the
cockpit controls as a border to the
action, including indicators for
alarm status (how close an enemy
is), Starfighter’s energy, lives
remaining, enemies destroyed,
the scare, how much time is left for
the current level and the craft's
speed. There is also a radar
system at the top of the panel
which tums from blue to orange
when a Mothership is about to
attack, it also indicates from which
area of the screen it will appear
and allows the cowards among us
to get out of the way, although the
headstrong can attack.

The main aim of the game is to

[N EETIEE |
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are more useful to collect than | give up and go home.

others. Shoot-'em-ups are ten-a-panny
Insanity Fight's speed is not for | on the B-bit machines and it looks

the squeamish - especially in | likeit's going that way for the more

turbo mode — and the enemy | powerful computers; however,
fighters attack in ever greater | Insanity Fight is slick enough to
waves of ferocity. Each level keep its head above the

increases in difficulty but not to the
extent of persuading the player to

competition for the foreseeable
future at least

survive. Starfighter control is via

joystick, and everything | bonuses which are collected by
encountered must be either | flying over them. Some, such as
destroyed or avoided. Icons turbo-speed, supershot

otting the terrain, contain | weaponry, energy and mirraring,

AMIGA
Diskette: £24.95

Many would instantly recognise the Uridium genre in Insanity Fight.
The bas-relief graphics prove highly effective, the colours
attractive and the sound FX punchy. The speed of the action can
be breath-taking, and what with the enemy fighters and
installations firing at you, the lethal forcefields, tall buildings and
giant motherships, it's a fire-button-finger exercise in stamina.

OVERALL 74%

ATARI ST

AnSTrsimehlmnHMﬂt.dﬂwughMicrodulmmtprmmd
to commit themselves to a price as yet. With the exception of the
digitised speech, Insariity Fight on the ST will behave and look like
its Amiga counterpart.

A e N S e e S N
“Insanity Fight's speed is not for the squeamish . . . »
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34/116TGM TX DATE:02-88




REVIEWS

&

SEVERED

HAND

SLAINE

hen the software industry gets its teeth into
licensable material it doggedly hangs on to the
theme until only the bare bones remain. Just when
we thought they had probably squeezed 2000 AD
dry, along comes another character in his own computer
game; this time its Clint look-a-like Slaine and his side kick
Ukko. Martech have delved into the Dredd world before
with Nemesis The Warlock, which did quite well for them
even though comic fans were disappointed by the game.
Melbourne House burned their fingers with Judge Dredd,
and Piranha pulled theirs out of the fire smartish by
withdrawing Judge Death for a rewrite. Earlier still,
Strontium Dog and Rogue Trooper also proved to be

weaker than their characters.

Lyonesse has been in the grip of
evil Drune Lords for many years.
Now the last of them has been
defeated in battle near the village
of Tautega. Lyonesse waits and
watches, wondering what powers
will rule its destiny in the absence
of the mighty Drunas. To this land
awaiting a new balance of power,

s
1ll" =)
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What of Slaine?

travels the warrior Slaine together
with his companion Ukko, there to
learn what he can of Tautega's
history. The game offers only a hint
that you need money to be able to
get information from the locals
Only then will the obscure plot
thicken sufficiently to discern an
objective.

00 MHMAT GIO

| TOU DO THAT

Prenocunced 'Slonn-ya
character

Slaine displays a very different
style of game to the more usual
graphic adventure software. Top
left and right are the bounds of
Slaine's imagination, within which
his thoughts enter and leave. The
idea is to move the cursor (via
joystick or keys) onto the chosen
command (move, status, attack,
actions and so on) and click to
capture it. The cursor itself is a
severed hand, but with the
unfortunate trend of trying to
shock and revolt increasing in
popularity this should perhaps
come as no surpnse, especially in
dealing with a character as
supposedly barbaric as Slaine.

SLIPPERY
THOUGHTS

Choosing the thought Move, for
example, presents exits available
from Slaine's current location,
after which you can then click on
the choice of direction. Choosing
Examine results in a list of objects
available which may be looked at
closely. The reasons and uses of
the choices available are fairly
straightforward throughout the
game if only the same could
be said of the control method used
to access these options. Slaine is
obviously a quick thinker, and all
thoughts enter his head and leave
it quitea rapidly and in a wvery
antagonistic fashion. It states
within the packaging that this so-
called Reflex system is confusing
at first but should soon become
second-nature. The idea smacks
of gimmickry and is decidedly
detrimantal to the gameplay.
Rather than becoming second-
nature, it runs the risk of becoming
moare annoying as inspiration
arrives on how to gain progress in
the game, and precious seconds
are irritatingly wasted while trying
to catch the ‘thought’ required to
carry out an action

Slaine’s graphics are very good
indeed, capturing the original
bravura black-and-white comic
drawings with great feel. But the
game's depth is limited, probably
because so0 much memaory is eaten
up by its flashy design, reportedly

it"s Martech’'s Amsitrad incarmnation of the

ll'lvl IIHIII IIIIJ
VET R

2000 AD

a problem with Judge Death
version one. And there are one or
two eyebrow-raising idiosync-
rasies present, such as the ability
to pick up the long oak bar but not
take the food or ale off it, and the
presence of the Thorin-style Ukko
whose little messages grate
before very long aven though the
option to hit him is mildly
satisfying. Slaine is professionally
presanted and it is a shame

that the mode of play lets it down

¢ ...the Reflex sys-
tem smacks of gim-
mickry and is
decidedly detrimen-
tal to gameplay.”

TGM TX DATE:02-8835/116
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Activision

newest release.

A year after the 1941 Japanese
attack on Pearl Harbour, America
launched its first invasion of
Japanese-occupied territory on
the island of Guadalcanal. The
invasion was a accounted a
success with US forces reclaiming
much of the island and its vital
airstrip. However, the Japanese
counter-attacked, sending in a
large seabomme task force to
support their remaining troops and
oust the Americans. US carrier
groups and battleships were in the
area and large scale conflict
quickly followed. You can take
command of either the Japanese
or US forces as the Battle For
Guadalcanal begins.

Either commander's task is
similar, the American’s to prevent
Japanese from retaking the island,
the Japanese commander's to
prevent the Americans from
holding on it. At the commanders’
disposal are aircraft carriers
providing air offensive and escort
capabilities, battleships and
cruisers giving naval support, as
well as transport ships carrying
vital supplies to the troops on
Guadalcanal itsalf. Hidden
movement is catered for with
scouts onland and seaplanes over
water providing the
reconnaissance capability for
detailing enemy movements.

The Japanese need to destroy
all US battalions to reach the
airfield, or destroy most of the US
flaat thus forcing the Americans to
withdraw. The Americans need
only to hold off the enemy long
enough. Two Japanese bases are
sited on the east and west sides of
Guadalcanal, a pincer between
which sits the American
advantage — the island's airfield
from which they can launch air
patrols and air attacks.

lan Bird and Alan Steel are no strangers to
wargames, having previously produced the best-
selling, chillingly realistic nuclear wargame Theatre
Europe. Now, moving away from the modern day
environment, they've turned their sights back to World
War Il and the Pacific island of Guadalcanal for their

MILITARY
IMBALANCE

Commanrds to units are issued
through icons; moving the map
cursor over a unit and selecting it
brings up the standard icons for
movement, combat and extra
options available to specific units
only (such as the dig-in option for
land forces, or the recall-to-base
option for aircraft).

Units can be set to follow

defined patrol routes
automatically while you
manipulate other units. lcons
along the top control extra

features for accelerating game
time, using espionage to crack
and intercept coded enemy
messages, selecting scouts for
reconnaisance, as well as bringing
up status displays of your current
force, weather conditions (neither
fleat's aircraft can fly in stormy
weather) and any ships sunk.
Aircraft fuel levels need
monitoring, as running out of fuel
forces a plane to ditch.
Ammunition is limited, and once
used up the plane has to return to
base to rearm.

As the game progresses, more
and more enemy units land on the
island and aircraft attacks
increase. Any vessels taking
damage can be slowly repaired
where they are or repaired
instantly at a supply port, any
critical hits taken will sink the ship.
Direct ship confrontations are
quick and bloody, the best tactic
being to use aircraft to strafe
enamy shias.

The game is won if the enemy
suffers major losses and is forced
to withdraw from Guadaicanal.
Three scenarios are available,
giving the player the chance to

command either side or try the
trainer mode to get used to the
game. Games can also be saved
to disk or cassette for later play.
Guadalcanal was a particularly
ferocious and bloody fight with
Americans fighting a Japanese

force wirtually double their
strength. The program realistically
captures this immense difference
between the opposing forces,
giving the Japanese distinct
advantage in ship numbers. The
ability to define patrol routes for
ships and aircraft and then leave

WAR IN THE PACIFIC

GUADALCANAL

a1
5: 43

e e W

them toitis neatly done. Computer
intelligence is on a high level of
afficiency, using hidden
movement to attack under cover
of darkness whilst retreating back
to port when seriously damaged.
But Guadalcanal is a somewhat
disappointing release, it has the
skeleton of a great game but lacks
sufficient substance.

COMMODORE 64/
128

Cassette: £9.99

Diskette: £14.95

The lack of further scenarios
or selectable skill levels does
limit the game. The icons
themselves work well and
prmwmuu, having to
confirm movement orders is
a pain though. The end-game
is drawn out and slows the
pace of the game down con-
siderably. On one occasion,
the enemy forces on Guadai-
canal were wiped out
entirely, yet still the opposi-
tion refused to withdraw
from the island.

OVERALL 63%

128
Cassette: £9.99

“‘Guadalcanal has the skeleton of a great
game but lacks sufficient substance.”

VERSION UPDATE
Bard from
verse

BARDS TALE

VOLUME ONE
Electronic Arts

Atari ST £24.95

THE 8-BIT versions of this were
released in the Autumn of 1986, so
a short resumé& may be in order.
Small country town Skara Brae lies
under Mangar The Dark’s evil grip,
his deadly demons stalk the

36/116 TGM TX DATE:02-88

streets of the once-happy
community and no outsiders may
enter and help the hapless hamiet.

Bards Tale is an RPG with the
player taking the role of one of a
team of freedom fighters made up
of young, inexperienced men

whose task is to explore Skara
Brae searching for people and
ubjacts which may aid their ques!

The team's individual's fighting
prowess is initialised at the start of
the game when team members
can be chosen from an available
list or created by the player.

The display is split in three. Top
left depicts either the current
threat to the party or the location
(when moving around the town the
movement is wvery fast and
beautifully smooth). Top right
displays messages about present
predicaments and information
concerning individual team
members. Below is a list of the
team and their current status.
Character control uses the move

cursor and click mode, and
movement options appear in the
location window as directional
arrows.

Iﬁ
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"“A thousand centuries ago the human adventure began”. At that time, survival
depended on hunting, finding sources of water, mndlcmal or nutrmonnl plants,
and making arms from flint,

Your tribe is sick and hungry. Each da x some of your companions die in terrible
pain, and the drought is spreading an yellowing the pastures which used to be
green. Big game has disappeared and food is becoming more and more scarce.
The law of the survival of the fittest replaces the ancestral
rights in violent combats between neighbouring tribes

i and Eamcularl\r with the blood-thirsty mad hyenas.
,"-L The number of hunters diminishes every day, and many
Vi youngsters have to leave prematurely for the hunt. In
order to win, you have to become a valiant hunter and set
off to conquer new lands where terrible trials are awaiting.
Can YOU survive?

@ A completel
gene “adventure
game. s -
million different.si
obtained by devemng
algorithms of fractat™—
vision in perspective.

W AVAILABLE/@ N sl
L : SYSTEM. FDHMAT] PRICE |
hﬂ ‘wr" "““""'I Amstrad/Schneider |Cassette | £9.99
- - o i Amstrad/Schneider Disc £14.99
- Atari ST £19.99
% IBM PC + Compatibles £24.99
LORICIELS LTD. __ ATARI ST SCREENSHOTS

Elite Systems Limited, Eastern Avenue. Lichfield, Staffs WS13 6RX w‘ s S
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HANG ON SPY
HUNTER

ACTION FIGHTER

Mega Cartridge: £19.95

ega can, perhaps, be forgiven for using old ideas in

Action Fighter because at least they are their own old

ideas. Pinching the base elements of that ancient

Sega coin-op Spy Hunter, and using the bike from
Hang On, they have incorporated the bits into a vertically
scrolling shoot-"em-up with a difference . . .

Action Fighter takes place over
five  stages Top  secret
instructions at the beginning of
each level detail which targets
need to be destroyed — the level
one objective s to destroy three
nuclear submarines, on two it is six
missile tanks, followed by mystery
craft on later levels.

Starting off on the Hang Onbike,
you travel along a twisting road
avoiding other cars, bikers and
ambulances travelling the same
route. A helicopter flies over the
road, dropping a mine ahead of
your wehicle. Signs flash by,
indicating bends in the road, and
crashing into the kerb or colliding
with other vehicles is, naturally
enough, fatal.

A timer ticks down from 999,
during which time the biker is
invincible and this is the best time

to amass enough points to get
extra lives, because upon
reaching zero the player is
vulnerable to knocks and
collisions, and with only two start
lives some careful driving is
required.

The vehicle is equipped with
twin-cannon, upgradable to air-to-
agir and air-to-ground missiles
simply by entering a Sega
weapons truck (a la Spy Hunter).
As the biker roars along, letters
from A to F float down-screen;
collect four letters and the bike can
transform into a Porsche providing
added protection (useful for
ramming  other road-users).
Collect all six letters and the
Porsche turns into a flying car
(don't ask) and takes to the skies.

Once above the clouds, enemy
planes, helicopter gunships, and

spaceships missiles swoop in to
the attack. The action continues
until either you lose all lives or the

Once the enemy at the end of each
stage is destroyed, it's onto the
next level to destroy a different,
deadlier set of opponents.

task on each level is completed.

o

ASHURA AND

BISHAMON

SECRET COMMAND

Mega Cartridge: £19.95

he pace of Sega

cartridge releases

continues with one of

the latest, Secret
Command (at least, that is
what it says on the
packaging, although the
game itself insists on
Secret Commando, which
we feel is the more likely) —
an lkari Warriors clone with
some oddly named main
characters.

The players step into the shoes of
Ashura and his buddy Bishamon
{from Japan no doubt) with two

players playing simultanecusly,
laying waste to all that stands in
their way. Snipers, infantrymen,
rocketlauncher- and
flamethrower-wielding  soldiers,
tanks and a host of other heavily
armed enemies charge down the
screen in an attempt to shift the
players from their mortal coil. To
get the bad guys out of the way
both players are provided with an
M-80 machine gun (unlimited
ammo of course) and bow-
launched arrows with explosive
war heads (shades of Rambo).
Barracks either side of the
pathway can be blown open to
reveal power-up items. Collect
these to receive extra arrow-
bombs, a stinger bomb (for the
player who needs that extra bit of

destructive power) or a special
secret item which, as the
instructions (torturously translated
from Japanese) point out, ‘will
surely increase your power’.
Destroy a specified number of
enemy infantrymen and extra
items appear to improve your
range and power of fire.

Not everything is easy to Kill
Tanks prove tough customers,
requiring several hits before

exploding, and the enemy
equipped with flamethrowers can
prove hot opponents. Reach the
end of each level and destroy a
barricade to progress to later
scenas. At this point, a small force
of enemy soldiers (and the odd
tank) makes an appearance at this
point, so some frantic fire button
bashing is needed to survive
through to the next level.

A second player can anter the
game at any time before round
three. After that, any player still in
the game is on his own. The
warriors fight their way through
jungles, forests, deserts, a
mountain region, a town, through
to the final objective — the enemy
fortress protected by most of the
oppaosing army.

TGM TX DATE:02-8839/116
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MILITARY STIMULATOR
UNIVERSAL MILITARY

SIMULATOR

Rainbird

ainbird continue their 16-bit machine support with
the release of the Universal Military Simulator (or,
mercifully, UMS for short) — a quality wargame
construction kit of unparalled flexibility and power.
When it was given a showcase preview on the British
Telecom stand at last year's PCW Show it stirred up much
interest from wargamers, especially as its author, D Ezra
Sidran, was there to demonstrate its capabilities at a

bewildering speed.

The UMS main menu gives a good
idea of how powerful this program
Is. You are faced with four
immediate options:

1. DESIGN MAP; probably the
most flexible facilty of the
program. Using this option
battlefields of any conflict from the
past, present, or future, from
fiction, fantasy or from the depths
of the user's imagination can be
created. Terrain features such as
hills, depressions, ridges, woods
and level ground can be added to
give the battlefield that authentic
touch. The UMS disk also contains
five maps of historical battles
(including Hastings, Waterloo and
Gettysburg) which may be loaded
and altered. If you tire of designing
maps there s a map function
which places features randomly
on the battlefield for you. Once
created, maps can be saved to
disk for later use.

2. DESIGN ARMY; once a map is
designed, it needs populating by
an army. It is possible to amend
the ten armies UMS provides, or
create entirely new armies
(anything from a group of dwarves
to a squadron of X-Wings) to suit
the created battiefield. Everything
about a unit, its strength, speed,
efficiency, moves per turn and
name can be edited. Wildcards
provide the basics of a unit (its type
and value) and the rest is user-

definable. Up to twelve types of
wildcard units can be used on the
battlefield. Full Save/Load options
are available for storing and
recalling created armies for
inclusion in any defined conflicts.

3. CREATE SCENARIO - the
heart of UMS. This facility provides
limitless possibilities of conflict;
you can bring armies from any
different time together on any
defined battlefield. First step is to
place all units of both sides on the
map, although anything over a
thousand units on screen and the
map gets rather crowded. Once all
units are placed, all that remains is
to define the conflict duration and
range of fire of any ranged
weapons in the game. It can be
saved to disk before being put to
the test through Run Simulation.

4. RUN SIMULATION - the
wargame itself. Here the chosen
armies are pitted against one other
on the user defined battleground.

BATTLE PHASES

The whole battlefield can be
viewed from any compass
direction, while a zoom option
allows closer inspection of the
action. Extreme zoom presents a
close quarters view of any
localised fights. If Automatic Zoom
is selected, the computer

1066 and all that: Hastings on the morning of October 14 as William and Harold
face each other for the battle that changed English history - ST screen
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automatically zooms in on any
battles occurring.

The wargame itself is spiit into
two phases; Command Phase, in
which movement commands are
issued to units, and Movement/
Battle Phase, which is when units
execute their commands and
enter into combat with opposing
forces. All movement is made
through the command box,
displaying the current unit to be
moved, its current status, number

the player's army whilst other units
are user-controlled.

Once all commands have been
issued and the computer's Battle
Logic determined, the Movement/
Battle Phase is entered; all units
move to their selected
destinations and combat takes
place if opposing units come
within one square distance of each
other. Ranged weapons can fire at
any time during this phase. The
outcome of any confrontation is

(3] Aistings October 14, 1066
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Checking the unit status - arrowed - of a group of untested Norman knights

of moves remaining and the
directions possible. A unit is
moved by pointing to the desired
compass direction and selecting
it, whereupon an arrow marker
from the unit indicates the chosen
route for the unit to follow in the
Movement/Battle Phase. Each
unit has to be moved individually
as there's no option to move units
en masse.

If the computer is the opponent,
then the Battle Logic menu can be
used to define the computer's
tactics in the following Movement
Phase. Using this option the
computer can be forced to
perform attacks, defensive
manoeuvres or the computer can
be allowed to determine its own
strategies. The computer can also
be made to move selected units of

determined by comparing each
unit's current strength, morale,
strength of weapons, efficiency,
weaponry accuracy and general
unit status, the losing unit being

forced to retreat. A marker
appears where the battle
occurrad.

Hidden movement can be
induced by toggling the options
used to display the black and
white army positions, their
movemeant arrows, battle markers
and landmarks. The game can also
be put into demonstration mode
with the computer controlling both
sides and all game functions.

All great commanders need a
rest at some time, so thoughtfully
Save/Load options are provided to
suspend battle until another time,
Further, both Atari and Epson

An attractive extra for PC owners is the row of soldier pictures showing the
period garb
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printers are supported by the
program so hard copies of battles
can be made for posterty. In the
near future Rainbird intend
releasing further data disks
containing new maps and armies
of other historical battles.

STIMULATING

Wargames have never had the
mass appeal of arcade games
and, to a lesser extent, adventure
games, but UMS should change
all that in one fell swoop. UMS has
the core of a.construction kit, the
rest of it is open to manipulation
and redefinition. The program'’s
open-ended nature means it is
limited only by the users
imagination. UMS isn't perfect

though; a minor omission is the
facility to define the effects of firing

ranged weapons, and it would
hawve been nice to be able to move
multiple units at a time — although
much the same thing is done
anyway by placing the units under
computer control via the Battle
Logic menu.

Each part of the program works
tremendously well. The map
designing facility is simplicity itself
(pity though, about the lack of
water or rivers for extra realism)
Defining units is great fun and it is
a tremendous thrill to see
everything come together to make
impossible conflicts a reality
(Napoleon wversus a B-52
Squadron, for instance. You can't
actually fly in UMS, so you can
imagine Napoleon's surprise
when he saw these giant machines
lumbering over the terrain towards
his lines )

VERSION UPDATE

Atari ST £14.95

DOCTOR LIVINGSTONE has
gone missing while performing
missionary work deep in the
African jungle. The intrepid news

Where sea aagles dare

reporter Stanley, has determined
to enter this deadly jungle and find
Livingstone. The 8-bit versions of
this game appeared in June 1987
to reasonable acclaim.

Treasures and secret temples

Another fine mess . . -

LIV NGSTONE, | PRESUME

discovered are merely icing on the
cake in the search for the great
man, & search beset with
difficulties. Stanley has to deal
with poison darts, pit hammers,
Spears, man-eating plants,
snakes, bats and many more
Using keyboard or keyboard and
joystick, he can leap and duck
from danger or employ one of four
useful items he carries with him
These comprise a pole for vaulting
over particularly large problems, a
boomerang, a knife for the more
straightforward kill and grenades
for attacking from above. Food
and water, dotted around the
seven game levels, maintains
Stanley's energy, and there are
five gems to collect which enable
a safe passage through the secret
tenple at the end of the seventh
level. A map of the first four levels
is also included, showing the
dangers and secret exits within
each.

Uniike the ST version, UMS on the PC has the commands visible at the top and

base for cursor selection, rather than through the use of pull down menus

ATARI ST

Diskette: £24.95

UMS is unique in setting new standards in the field of wargames.
Words fall to describe the possibilities and sheer power of the
program, and with the backing of further data disks to be
released ing other historical battles) it is set to become
a classic program. The Universal Military Simulator is simply brilliant
= enough said.

OVERALL 95%

streets, but was not quite ready in time for review. The only | | "orey business deep in the

mmmmmmwmm}hmuhm CONBAENT

at £24.95, as is the Macintosh version (£34.95). Rainbird say there
are no for the 8-bit machines, but rumour has it that
Matthew Stibbe, who is converting UMS for the Apple, would like
to tackle a Spectrum version afterwards. Further scenario and
battle data disks are intended for periodic release, but no dates
or prices at the moment.

o R

“|MS is a quality wargame construction kit

Livingstone, | Presume is quite a tough game to complete, requiring
pixel-perfect positioning to counter some of the dangers. The
packaging even contains infinite lives POKEs for the Spectrum,
Amstrad and MSX versions - just to give the player a fighting
chance perhaps? But even with the maps, none of this makes the
Atari St version any easier to play. Attractive to look at and listen
to, Livingstone contains lots to do and has just enough toughness
to ensure self-anger and lasting interest. A pleasant game which
should entertain for some time, and with its price tag of under
£15, it should find its way into many software collections.

ibili " ATARI ST
of unparalled flexibility and power. OVERALL
P s P

TGM TX DATE:02-8841/116



REVIEWS I

rom a team of some ten programmers, comes

everyone's dream of test driving the fastest cars in

the world. There's a steep climb ahead, vertical

rockface to the right and a sheer drop on the left. The
traffic's slow, the cops mean — and don'’t forget, drive on
the right, you're in America . . .

Tast Drive is the wuitimate wish-fullfilmant simulation - Amiga screen

some careful driving is needed.
Although the controls have been
greatly simplified, the specific
performance factors of each car
have to be mastered and the gears
used skillfully if the car is to stand
any chance of reaching the top of
The Rock in one.piece and your

Five gleaming dream-machines
await your purchase: a Ferran
Testarossa, a Lotus Turbo Esprit,
a Porsche 911 Turbo, a Chevrolet
Corvette and the ultimate four-
wheeled monster - the
Lamborghini Countach. All the
specifications are at your behest
with a short disk access for each,
and once a vehicle has been
chosen, it takes a few seconds to
load The Rock.

The Rock is one of those
torturously twisting roads winding
precariously up a mountainside so
beloved of cheap American TV
series, and a test drive on it is
perfect for putting the car — and
the player — through their paces.
The view is from inside the saloon,
showing road ahead, complete
with hills, dips and hairpin bends,
but you have to keep an eye on the
rear-view mirror as well. Direction
and speed-limit signs flash past
and there is plenty of traffic on the
road with you. Other cars and
lorries move quite slowly so
overtaking is essential — if risky,
what with traffic coming in the
opposite direction as well.

Joystick control is simple:
forwards and backwards to
accelerate and brake, steer left
and right, change gears up with
the joystick forwards and press
fire, backwards to change down
When you press fire, a window
appears showing the gearshift, so
you can see what gear you are in.

THE JOY OF FELONY

The police are not too pleased to
see speed limits ignored by fancy
cars burning up the road, so they
have set up radar speed traps
along the route. To counter these,
a radar detector installed in the car
provides vital warning of any
police traps ahead. When all three
of the detector's LEDs are lit the
police are coming up behind. The
choice is yours: either slow down

outrun the smokies and run tha risk
of being caught.

Stopping at a gas station along
the way provides fuel and records
the car's average speed. Points
are allocated based on the car's
performance so far. Ego-boosting
comments like ' Pass any low flying
planes back there?' reward the
fast drivers whilst snails must
content themselves with: ‘You
drive like my grandmother’.

Colliding with other wvehicles,
running off the road or simply over-
revving the engine costs a life. And
with only five to play around with,

Othar r

smugness remain intact.

quality speach
excellent car
diagrams

In fact the front-end with its
and graphically

specification
hides a relatively

game. Rather than opt for
lastability in providing several
courses, Accolade have gone the
different car route, and so while
the single mountain road is
interesting and enjoyable at first, it
soon becomes repetitive simply
due to the lack of variation in the
gameplay. Nevertheless, in the
shorter term Test Drive is addictive
and there's a great deal of fun to
be had in racing expensive, world-
beating cars around twisting

The 64 version is imminent and

cassette owners will prol

for the multi-loads. No other B-bit versions are planned.

judging by the demo we have
mhplmvmulmﬂnfytnhﬁ-bhwmlommﬂllgond
match on the graphics. Test Drive access the disk a lot, so

simplistic first-person car racing | roads.
COMMODORE 64/128
Cassette: £9.95
Diskette: £14.95

wid users are anough o drive you round the bend

AMIGA

Diskette: £24.95
Oncoming traffic, though fast, moves in animated jumps, which
isn‘t exactly realistic. However, in simulation terms the behaviour
of your car is about as realistic as it could be without having the

steering wheel in
much as the

dips in the road add
impression of

OVERALL 69%

your hands. The colours used are sparse,

considering what the Amiga is capable of, and they don'timprove
game progressas. The sound FX of engine notes in
dmmwmmdlqmdhglyruuymdhmmmlmd

high-speed driving. But lastability is a fragile
commodity with there not being enough to do in the game.

give a reasonable

KE

to a law-abiding speed or try and
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. you the power you need to take on the
unknown — and win.

Ultra fast responses to mry commancl
unbeatable autofire power and complete control.
Right where you need it -in the palm of your hand.

Trade or export enquiries welcome on
049525 5913.

(A N O 4 BB |V & X
“The fastest reactions in the business

Forusewiththe_______
Spectrum and Spectrum Plus.
Spectrum Plus 2 and 3.
Commodore 64 and 128.
Amstrad CPC. M5X.

m The only joystick that
actually fits your hand.

m Fire button positioned
right under your trigger finger.

m Solid steel shaft and robust
construction.

B 12 month guarantee.

For use with the__
Spectrum and Spectrum Plus.
Spectrum Plus 2 and 3.
Commodore 64, 128 and VIC20.
All Atari Computers (inc 5T)
Amiga. Amstrad. MSX.

m Auto-fire to give instant
and even firepower (Auto-
fire only).

m Micro-switches aliow you
to mot only feel, but hear
each move of the stick,

,_Tu:_'_ et

I
|

l
|
|
l

.2

SEGA®

MASTER SYSTEM

NINTENDO®

ENTERTAINMENT SYSTEM
‘&

—
|

B The only joystick that
actually fits your hand.

B Twin firebuttons positioned
right undar your trigger finger.

m Solid steel shaft and robust
construction.

®m 12 month guarantee,

Please send me: Speedkings

Speedkings wi

(Including Postage and Packing)
| enclose Cheque/Postal Order for
[Mad& payable to KONIX). Or cha

m  Auto-fire to give instant
and even firepower.

m Start and select buttons
(Nintendo only).

B Micro-switches allow you to
not only feel, but hear each
maove of the stick.

Konix Computer Products, Units 12/14 Sirhowy Hill Ind-ustr‘ial_l
Estate, Tredegar, Gwent NP2 40Z. U.K.

with Game at £11.99ea.
ith Autofire at £12.99ea.
— Segas at £12.9%ea.

Nintendos at £12.9%ea. ‘

rge my Access/Visa
Signed

Name (Blod Capitals)
Address

Postcode

s alloaw 14 days 1nr delivery, B Credit card holders may telephone on 049525 5913




“ALL GAMESJ\VAILABLE FOR:
SPECTRUM COMMODORE AMSTRAD

7.95ea. 895eca. 8.95c¢ca.

...the Warrior King.
The Iamst hit coin-op from Taito.
k Lands that produce men of
. legend, dragon slayers, lie in his shadow -
- guardians of evil fear his fire spewing sword,
.-ﬂ Hhe aee he weilds as swift 2s fightning. State of the art. programming
makes a true simulation of the Arcade hit for your home micro. Enjoy superb
."3-1" _graphics and realistic action as RASTAN takes on a world of dangers - magical
| wizards, fire breathing lions, bats, snakes, skeletons and finally the living dead.
' Isiit more than you can handle?

In the knife-edge

world of the vigilante there

is no place to rest, no time to

think — but look sharp = thereis

always time to die! From the city

subways to the gangland ghettos you

will always encounter the disciples of evil
whose mission it is to exterminate the only
man on earth who dares to throw down the
gauntlet in their path — theé Renegade A
breathtaking cunverﬁlonefﬂwmmly
Taito now for your hnlnqﬂm With all
the original play feé




~ ALL GAMES AVAILABLE FOR:
COMMODORE __ SPECTRUM & AMSTRAD

14.95 ea.

- . DISK
-

More arcade
magic from the
SNK label. Psycho
soldier is tipped for the
top as her thirst for action
and adventure takes her to even mogieé Strange

Having survived the
bloodsucking monsters of the first
phase, you progress on to the actual
Road itself.
This is where the fun really begins. You will meet
vampires, two and three headed monsters - the
head will fly at you on its own, just when you think you
are gaining the upper hand.
Collect icons to build up the firepower necessary to fight
off your aggressors.
Action and excitement all the way with this
macabre and unusual game; which has that
elusive extra something to keep you
coming back for more.

‘.
ol

FIn

[1TT]HIER

>

v 15 @ :"}-'Il_-r---'] trademarkg



sUB

STANDARD

BLUE WAR

GO!

= ince its recent inception GO! hasn’t fared too well —
the Commodore Captain America and multi-format
Trantor both suffered, despite the latter's excellent
graphics. Blue War is a World War |l submarine
simulation and the first GO! release on the ST — it is also
for the Amstrad CPC - from the oddly named Game Blot,
a French software house. The player takes command of
an Allied submarine patrolling the Pacific, hunting and

Starting out from the main Allied
base, the submarine receives its
I-D code (without which it cannot
reenter port) and manoauvres out
to sea to begin its patrol. A row of
icons are used to control the sub'’s
movement and combat functions.
The Map icon is used to calculate
a heading towards enemy vessals,
the Sonar icon comes into

destroying Japanese shipping.

operation for accurate close-
range navigation, and the radio
icon displays any messages from
base as well as reconnaissance
plane reports. Movement drains
the sub’s batteries, so recharging
and oxygen replenishment on the
surface has to be performed from
time to time, making the vessel
vulnerable to attack.

O

ost of submarinal

Counting the c
battle
Attacking Japanese cruisers,
destroyers and aircraft carriers
simply involves lining up the target
and firing a torpedo. The anemy
does not sit by idly while this
happens, however, and they fire
thair guns if the sub moves within
range. Damage from enemy fire is
shown on the engine room display
(via the Engine icon) as a red
square highlighting the
submarine's affected area.
Repairs can only be made by
either returning to port or by
making a rendezvous with a
supply ship, when refuelling and

rearming can alsoc take place.
Consulting the Records icon
brings up detailed information on
all the ships in the game, along
with a diagram of each. Hazards
other than direct enemy
engagement include running
aground and vessel collisions.

As the submarine destroys more
and more enemy shipping, the
player's naval rank increases —
although sinking Allied shipping
brings about a swift demation by
several ranks. Referencing the Log
icon shows your current rank, with
the log recording the number and
type of ships destroyed.

If all enemy ships are sunk, head
back to port and enter the correct
submarine |-D code to complete
the mission.

OTHER FORMATS

GO! have no plans for
converting Blue War to any
other machines.

ATARI ST -
Diskette: £19.99
Don't be fooled by the

impressive graphics, the contains
mummwmmmmw&mn
itself is graphically horrendous. Realism

Infogrames

ATARI ST ONLY

Don't be fooled by the title, as the

name. However, like its namesake,

screen shot shows, this is an
entirely different game to the old
arcade favourite that also bears its

FROM
THE

ASHES ...

PHOENIX

he two authors of Phoenix are ST mad. Paul Cuisset

was born in Saigon, is very well travelled and, when

not working as an analyst-programmer, spends every

waking moment on computer games. His partner,
Patrick Guillemet, was born at Coulommiers and is
apparently a PEEK' n' POKE maestro. He, too, is an
analyst-programmer but splits time between twanging his
guitar and programming games for the Atari ST. They
joined forces to write Phoenix for Ere Informatique in
France and Infogrames grabbed and shipped it to dear
old Blighty for our delight and delectation.

Phoenix is quite a simple idea, but
it is fast, unusual and wvery
addictive.

Sitting at the controls of a
Phoenix AY 21 it feels as though

nothing could harm the pilot, yet
the task before him could well
prove to be beyond the
capabilities of even this amazing
craft.

As space travel improved so the
extensive need for hyperspace
routes waned. The pathways fell
into disuse and were left alone until
now when a new need for them
has arisen and the authorities want
them reopened. But in their
dereliction they have become
unsafe, booby traps and laser
stations infest the routes and black

Cosmic Causaway in a 3D tunnel?
Phoenix on the Atari ST

holes are a commonplace, ‘And
that's your job, in the Phoenix, to
clear them up.

PRETTY REDUNDANT

The screen displays the hi-tech
and very pretty, but nonetheless
largely redundant, Phoenix control
panel which acts as a border to the
action viewscrean. In fact the only
relevant information contained in
the border is the player's current
level. In the viewscreen the
hyperspace routes are seen,
represented as vector graphic
wire-frame lines of near
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Disappointing seafaring warfare with GO!'s Blue War

AMSTRAD CPC
Diskette only: £14.95

average and as an arcade
responses and
for money.

OVERALL 33%

Blue War on the Amstrad is identical to the ST version (apart from

the ST game has been taken out. As a simulation, it is barely
me it fares little better. The sluggish
graphics make this very poor value

“As a simulation, it is barely average and
as an arcade game it fares little better.”

continuous blue tiles having
varying properties, and the basic
game objective is to steer a course
that ensures non-destructive tiles
are below the Phoenix at all times.
To the right the player's energy
level, which steadily decreases
whilst travelling, is shown. Most of
the game's features stem from
reactions caused by the different-
coloured tiles, affecting the
Phoenix in varying ways when
touched, Red increases the craft’s
power, light blue drains it, green
sends the Phoenix temporarily out
of contral and purple destroys it.
Laser stations (green cubes) fire
at the Phoenix — it can be returned

but only at the expense of the
power level — black holes,
depicted as two rotating yellow
triangles, are instant death if
entered, but they too can be shot.
To get through the increasingly
difficult levels, Phoenix demands
fast reactions (with either joystick
or keyboard) to tum the ship, fire at
the laser stations and black holes
and steer clear of the less friendly
tiles.

Because of the game's speed, it
is useful that pressing the R key
after an untimely demise,
instigates an action replay mode
to show you where you went
wrang.

ATARI ST
Diskette: £19.95

“Phoenix is quite a simple idea, but itis fast,
unusual and very addictive.”

1%

BACKLASH

ATARI ST ONLY

acklash is by Paul Woakes of Mercenary fame and is
proclaimed, by some, as the ST version of his old
Commodore 64 game Encounter. It says at the top of
this review: ‘Atari ST only’, and that is certainly
Novagen's plan for the game at the moment . . . but they

said that about Mercenary.
Backlash is a high-speed shoot-
everything-in-sight game
sometimes reminiscent of the old
Battlezone. Here, you control
planet-skimming craft, armed to
the teeth with a never-ending
supply of ammunition, and face
waves of aggressors (or is the
player the aggressor?) each more
deadly than the last. They hurtle at
you in varying forms such as flying
saucers walking droids and
spinning tops, but whatever their
shape, your task is to annihilate
each and every one before they
return the favour,

The screen shows a pilot's-eye-
view of the terrain, its obstacles
and inhabitants, with a circular
head-up display for sights and
radar. Control of the craft is by
joystick with eight-directional
movement available, forward,
reverse right, rotate left and so on,
with the fire button activating
missiles. A quit option is provided
for wimps and a pause key for
pinky recharging. Backlash gives
the player five lives to start with
and awards an extra life for every
10,000 points scored.

Backiash — much like THE
GAMES MACHINE's reviewers —
is fast, mindless and noisy. The
persistence of the alien attack
certainly separates the men from
the boys when it comes to joystick
dexterity.

ATARI ST
Diskette: £19.95

Saeing eye to eye with a barrage of flak - 5T screan
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Lucasfilm/Electronic Arts

through Electronic Arts.

More of an aircraft than a ship, the
Patrol Hydrofoil Missile (PHM)
Pegasus sails across the water on
raised skis, the ship's hull hovering
free of surface resistance. Armed
to the teeth with anti-ship missiles,
a deck gun and anti-missile chaff,
you take PHM Pegasus through
eight prograssively difficult
missions ranging from seek-and-
destroy to escorting convoys and
the simple all-out combat mission
against incoming patrol boats.
Pegasus can accelerate up to 50
knots on its foils, using its 40-mile

radius radar to locate ships
Binoculars give a view of any
vessels in the surrounding area

HODE -

SHELL FIRED

Pagasus
(both friend and foe), and accurate
vessel identification is needed to
prevent firing at your own side.
The first two missions (Battle
Training and Graduation Exercise)
pit Pegasus against similarly
armed patrol boats. All enemy
boats have to be destroyed within

PHM PEGASUS

ucasfilm Games, offshoot of the George (Star Wars)
Lucas company and creators of such programs as
Rescue On Fractalus, Ballblazer and Koronis Rift
change tack with their newest release and take to the
seas with what is a mixture of simulation and arcade
action. Previous UK marketing of Lucasfiim games has
been through Activision, PHM Pegasus is the first to go

a time limit or they will destroy you.
Two seek-and-destroy missions —
Terrorist Attack and Search for
Terrarists -  involve chasing
terrorists across the
Mediterranean and eliminating
them before they reach safety in a
distant base. Two helicopters give
extra radar coverage to detect the
high-speed attack craft.

In ‘A Better Part Of Valour',
Pegasus's presence is required in
South American waters, which
means taking the ship from the
Key West naval port through to the
map's southern edge. Time is
severely limited, so try avoiding
time-consuming combat

= mmir, A - il

:
MANEUVER

The binoculars above show the enemy craft targetted, while in the real view, a shell explodes dengerously close to

engagements A SeaSprite
helicopter is made available for
locating incoming enemy missile
boats.

In the surveillance mission,
Pegasus is chosen to photograph
eight suspected arms-carrying
tankers, Approach to within 1500

especially the last two, Supply

dangerous. In the first Pegasus is

feet of the ships to photograph
them. Matters are complicated
through your not being allowed to
fire upon the tankers, and great
care must be exercised when
patrolling missile boats attack
Two SeaHawk helicopters give
assistance in locating the slow-
moving tankers.

Surprisingly, PHM Pegasus has
a lot of atmosphere, mainly due to
the realism of the missions, and

Convoy and Jihad. Of all the
missions, these are the most

given the task of protecting a

convoy as it makes its way through
a Caribbean warzone towards a
safe port. Jihad is the most topical
scenario, set in the dangerous
Persian Gulf, protecting a supply
ship winding its way through the
war-torn Gulf waters and out into
the Indian Ocean. While guarding
the convoy at all times, you must

keep retaliatory action to a
minimum. Two helicopters are
provided to scan for potential
threats.

In the past mixing simulation
and arcade action has not always
worked, but in PHM Pegasus the
combination has paid off

COMMODORE 64/128

Cassette: £9.95
Diskette: £14.95

As is to be expected with a game from Lucasfilm, PHM Pegasus
is a polished product. The graphics are nicely detailed, sound is
effectively used and the general presentation is up to the mark,
including some comprehensive game instructions. Quite

the view out of the ship is so narrow isn't explained, but whatever
the reason it looks awkward. The complex algorithms used in
manipulating the ship sprites work particularly well, the patrol
boats maintaining their shape and appearance as they draw near
with virtually no jumps in animation. Action and gameplay may

seem limited but the game is fun

and the eight missions, though

relatively easy (and a real bind on cassette}, provide a worthy

challenge.

OVERALL 76%

on the Spectrum version,
hardly a detraction in this
sort of game, both are
expected to play very
similarly to the Commodore
version. Watch out for
version updates.

OTHER FORMATS

There are no plans for any 16-
bit conversions.
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DAN DARE i
Virgin Games 3

he cleverest move Virgin ever made with the 1986
Dane Dare (apart from securing the licence in the first

place to one of Britain's greatest hero characters),

was to provide each of the popular 8-bit machines
with its own discreet game, thus avoiding invidious
comparison and ensuring that each was a success in its
own right. Now, two years later, Dan’s back in a second
adventure against his bitterest enemy, the Mekon, from
Virgin's in-house programming Treen-team, The Gang Of
Five.

DAN DARE

EVENGE

Once again the evil Mekon, aided | have been destroyed.

by his Venusian Treens, has turned But if you prefer to be evil for the
his baleful attention towards Earth | day, there is a second option to | levels. It is probably best to get to
and its Spacefiest forces. The | play the Mekon. The object is | grips with the ship’s layout before SI'EI:THI'.IH W

attack is under way. Inside the | similar, with the important | attempting to kil or rescue 128

Mekon's new and sophisticated | exception that you are releasing Supertreens because the time limit

battleship the ‘little green horror' | the Supertreen life bubbles to | is tightly calculated. Cassette: £9.95

has mucked around with genetics | continue their evil mission, but the Dan Dare /! could have stood

to create a race of Supertreens. game is harder because Dare's | alone without the licence, but the w&mmm
Supertreens, housed in | incursion has triggered the | Dan Dare characters help to but somewhat less depth

plexiglass life support bubbles in | destruct sequence, leaving with | provide an extra sense of depth to than the first one. The

embryonic form, are scattered | with much less time to complete | this fun blasting game. It should Spectrum version is a touch

around the battleship's four levels. | each level and escape to safety. already be clear that Virgin have more playable than the

The Mekon's plan is eject the Both characters are provided | not followed their earlier scheme, Amstrad, mainly because the

bubbles from each levelinturn—at | with the ubiquitous Mekontan | and the Spectrum and Amstrad graphics Martin Wheeler

which point the level self- | jetcarwhichistrickytocontroldue | games, at least (the Commodore who

destructs, providingthe game with | to its high inertia. The Mekon has | version is ‘behind schedule’), are | | pa m‘w s

time limits — and scatter theminto | his supporting Treens for | identical in play except for the start clearer, though not as

Earth’s atmosphere, where | protection and offense, but Danis | screen positioning. i 4

presumably — the scenario does | not alone, a force of Spacefleet

not make y!hls clear — they will | pilots has boarded the battleship l:ﬂllHnDIIHE W mmm m

eventually land, grow into full- | with him. The laser crossfire, 1 23 attribute problems and the

sized Superireens and take over | however, can be become sound FX are above

the planet. dangerously furious. Cassette: £9.95 oves . ABK Mm
Playing Dan Dare — spacepilot The continual effect of gravity, Diskette: £12.95 piece of programming with

of the future, your objective is to | combined with the jetcar’s inertia enough entertainment to

explore the ship and destroy | means thatcontrolling it is tricky at The schedule having slipped, make it 8 worthy purchase

Supertreens when you find them. | first, and getting into tight spots we will have to wait to see ;

The countdown begins assoonas | can be frustrating. On the other Dan Dae Il on the OVERALL 76%

the first Supertreen control box is | hand, this in itself lends the game Commodore, but Virgin say

destroyed. Advancing a level can | a first level of play, just mastering the gameplay elements will

only be achieved when all | the machine and exploring the be identical to the other 8-bit

Supertreens from the current level | multi-layered decks of the ship's versions. AMSTRAD CPC

Two Supertreen embryos (already dead) sit on their platforms either side of Dan in the very colourful Spectrum version Cassette ol“': £9.95

The impressive graphics have
ong small drawback - the
scenery tends to look wvery
similar from deck to deck and
room 1o room, making exits hard
to find; otherwise the characters
are detailed and well animatad.
The general sound FX are not
sigrificantly better than those on
the Spectrum version, but the
explosions are nice and thumpy.
A good seek and destroy shoot-
‘em-up.

OVERALL 74%

T RS
&  ..the Dan Dare
characters help to

provide an extra
sense of depth to
this fun blasting
game."” m}
L T S R
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NEVER WALK ALONE

MATCH DAY Ii

Ocean

arly in 1985 Jon Ritman and Colin Clarke coded a
football game called Match Day and, as these things
happen, it went on to become as big a hit on the

control the power of the kick.

If you feel the urge to see your
favourite team win the League,
then all the team names and team
colours (and even the pitch colour)
can be changed to whatever takes
your fancy.

It looks as though Ritman and
Drummaond have come up with yet
another classic computer game. In

general there is little to choose
between the three wversions in
structure or gameplay. The two-
player and twin-player options
provide immense fun and make for
highly addictive play, and the
incredible number of options and
redefinable features will keep
armchair footballers happy for
ages.

Spectrum as International Soccer had been on the AMSTRAD
64. Later on graphical designer Bernie Drummond Cassette: Mm
teamed up with Ritman to bring us the computerised Diskette: £14.95
caped crusader Batman and the wacky Head Over Heels. Match Day was good — the sequel is better. Playability
i orked night all-round game feel has been i
Now, due to popular demand, and having w g sy g on vy

and day, they bring us the new, improved Match Day Il.

The sequel features a
considerable number of changes,
mast prominent being the vast
number of kicks and kicking styles
available; the Kickometer allows
you to perform backheels, soft-,
medium- and hard-power Kicks,

the computer. When a match is
going badly, it's possible to
manually change the score (cheat
in other words).

The difficulty in recognising
which on-field player you were
controlling in the original Match

gets very tricky indeed on higher levels. To prevent further loss
of game speed the graphics are semi-transparent which

a few odd effects at times but it works. Miss this one
and you will be sick as a parrot!

OVERALL 87%

volley shots or set to one type of | Day (the footballer's socks
shot power for the entire game. changed colour) has been sensibly

A biue pitch may look odd, but it shows up the players better than the green -
Spectrum screen

Extra realism is provided
through inclusion of the Diamond
Deflection System, whereby the
ball deflects off a player at a variety
of angles dependent on the
player's speed, direction of
movement and the ball's
approach angle.

A comprehensive front-end
allows you to select a human or
computer goalkeeper, different
skill levels, the degree of game
sound, length of play in real time
(5, 10 or 15 minutes per half) and
tearn tactics (offensive or
defensive). Taking corners, goal
kicks and heading the ball are all in
the game, whilst unsporting teams
can even resort to barging the
opposition.

The Amsitrad acfion
rectified by identifying him with a

RECOGNITION

.'T‘H”uuuun pE |E

League and Cup matches present
challenges for either one player
against the computer, two players
head-to-head or two players
together on the same side versus

small version of the Kickometer
above his head. Even more
helpfully, this keeps time with the
actual Kickometer at the top of the
screen, making it much easier to

“Ritman and Drummond have come up
with yet another classic computer game.”

50/116 TGM TX DATE: 02-88
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BONE CRUNCHER

Superior Software

part from some ancient excursions onto the

Commodore 64 and the within-living-memory

Repton, Superior are best known to BBC owners,

including the elite few who own the newest model,
the Archimedes, for which they did Zarch. Bone Cruncher,
therefore, represents the company’s most significant
release for the Commodore 64/128 —it's out for the Amiga
as well, and of course the BBC.

It would be easy to accuse Bone
Cruncher's scenario of stinking,
but only because it's all about filthy
dirty dragons and one particular
yuppie dragon called Bono, who
makes soap from skeleton bones
to gives to his less clean
neighbours. So much for the
storyline, in this game, strongly
reminiscent of Boulderdash, it is
the geography which isimportant.

Bono resides in a castle
surrounded by the sea, and it is in
the sea that the much larger and
much dirtier dragons live. The
maze of castle halls and corridors
are packed with earth through
which Bono ‘digs' to reach the
skeletons. To make a bar of soap
he needs to collect five bone-piles
and then go to the nearest
cauldron to boil them down into
soap. The resulting bar can then
be taken to adjacent steps leading
up to the sea's edge and given to
a dragon neighbour for its toilette.

So far, so good, but there are
problems. Hollow squares of earth
within the castle contain Glooks,
Monsters, Spiders and trap doors,
and all except the first can kil
Bono with a touch. Wits are
Bono's only weapon, although he
does have a friend called Fozzy
who accompanies him through the
daily tasks and who helps with
some dangers — he can grab green
monsters, for instance, and hold
them while Bono goes about his
business in relative safety.
Unfortunately Fozzy is a bit of a
doom brain and gets lost or
trapped without constant
guidance from Bono.

The Glooks — often in groups -

act as mobile maze elements,
mostly by sitting in Bono's way
{though they can be pushed
around if the path is clear), but they
have a soft spot for the aroma of
soap. This means that whenever
Bono has successfully delivered a
bar of soap to a sea dragon, a while
after his return (watch the timed
countdown on the status panel) all
Glooks in the vicinity move as far
as they can in the direction of the
aroma. This soap propensity can
be used to Bono's advantage, but
it can as well be a hindrance,
blocking off doors he may later
nead to use.

Each game level contains one
area of dirt which explodes into a
volcanic eruption of Glooks if it is
dug into, spelling disaster for soap
manufacture. Keys, dotted around
the castle, are used to to unlock
doors barring Bono’s way allowing
access to further areas of the
castle maze. Once a level hasbeen
successfully completed you are
presented with a password for the

Fozzy and Bono about to be grabbed by the Glooks

screan

dirty sea dragon rewards you with
a full-screen, animated sequence
of the creature enjoying a jolly
good scrub.

Bone Cruncher is an old-style
game and its general aim is a little
tired by today's standards.
However, it is cleverly designed,
presents sufficient challenge for
worthy gameplay and the
creatures’ representation adds
considerable charm —the annoyed
look on a Glook's face as Bono
touches it, is a particularly nice
touch. Bone Cruncher begins
easily enough to ensure some
perseverance from the player. A
nice game but nothing to get
lathered up about.

QO SIS ISASIFIISS,
A SCOR

VERSION UPDATE

Silver ST
screen

IMPRESSIVE on the Amiga,
harder gameplay on the B84,
Defender Of The Crown has taken
its time appearing on the ST, but
it's here and it boasts some very
attractive screens and a stirring
soundtrack. Set in the age of
knights, jousting, castles and fair

next. New games may be started
from any level for which a | | ANIGA
password has been gained.

A status panel — rather bland in Diskette: £14.95
design — shows lives remaining for
Bono and Fozzy, numbers of keys, The Amiga version is
skeletons and soaps carried, last but eluded us
aroma direction, scaps required to before going to press. ar
complete a level and a Fozzy Considering the nature of the
indicator which shows whether he game, a ‘budget’ price has
is dead, active, trapped or holding been suitably set. Superior |
a monster (useful as Fozzy is not Software say there are no wae for
always visible). significant graphic changes TTRERVERPE S

The action is depicted with are expected, but the sound riny gameplay
larger than life, nicely detailed and will be better than on other ; 2
animated creatures. Successful wversions. [E
deliverance of a bar of soap 1o a
' COMMENT

maidens, the objective of your
chosen Lord is to conquer rival
Lords' domains, fight off attackers
and loot castles in a guest to
control medieval Britain. The
action is viewed through linked
series of cinematically animated
scenas.

being too easy to get through.

ATARI ST
OVERALL 79%

mayhem throughout
Amiga's playability has been improved upon, making more of a
wargame than the other versions. However, it still suffers from

TGM TX

DATE: 02-8851/116



SAVE THE LAST
LANCE FOR ME

onami’'s colourful, popular coin-op

Ocean's programming teams several months to

assimilate the graphics and pack them into 8-bit

machines — a job difficult to succeed in well, and one
likely to be a bit of a curate’s egg. Maestro David
Whittaker has written the music, code by Paul Owens
(Spectrum) and John Brandwood (Amstrad), Mark
Jones did the graphics for both versions, and Colin Porch
did the Commodore coding and Steve Wahid the

has taken

proves fatal. A bit lat on the Spectrum, Lance

H-ﬂ.\"lﬁg cleared the four-screen @irds his loins to face the ultimate
maze Gryzor plunges into a | cM@flengs
vertically scrolling Gorge, | aliens here are no wimps. And
complete with more troops. | that'sallthereistoft. . .

Careful precision when jumping is
essential if you are to make it
through to the Inner Maze — a more
difficult version of the first.

The final conquest of the aliens
themselves takes place along a
long horizontally scrolling
backdrop — additional fire power
which may have been collected
along the way will be of use — the

The compendium of actions and
skills required to play through the
different sections are not going to
be quick to learn, and on the
Amstrad at least, Gryzor is just as
tough and exhilarating as the
arcade original, but the inlay
provides some useful tips — first:
keep moving, and second: shoat
everything.

%:aphics.

& name's Gryzor, Lance Gryzor.
Lance?! What kind of a name is
that for a soldier of fortune, a lone
killer and a rather gutsy Konami
Coin-op conversion? As Ocean's
second major New Year licence
(Platoon being the other), Gryzor
has fared very well on the Amstrad
(less so on the Spectrum) where it
produces a challenge to test fast
reactions and manages to contain
considerable depth.

A bunch of slimy aliens have set
up base in an uncharted part of
Earth from where they plan to
control the weather, eventually to
bring about a new Ice Age and in
its freezing wake, take control of
the planet. Gryzor plays over three
sections, sach with a series of
scenes, and, unless you are using

a 128K machine, the game is a

multi-load — one load per section.

RAMBALIENS
Beginning in the heart of a
horizontally  scrolling  jungle

infested by the alien army of bullet-
pumping Rambos, the first
objective is to race along across
the scenery, making use of
platforms, to destroy the entrance
to a tunnel maze. The 3-D maze —
displayed graphically in proper
vanishing-point perspective — is
negotiated one screen. To get
through wall targets must be
destroyed which breaks down the
force field blocking your path.
Alien troops roam the tunnels
intent on killing you by firing well-
aimed bullets and rolling canisters
down the alleyways — any collision

Incorporating graphics very similar fe that of the arcade gama, The Amsirad

Gryzor biasts his way 0 Success

bbb osb kb

It was to be expected that the Spectrum Gryzor would be forced

01 drawings for the sprites, with a
definite hindrance to playability
FaGanarect clupaiire sl bt TG dus to_ e
come so thick and fast as to make it : More
annoying, for 48K users, is the serious lack of sound FX - it

to opt for monochromatic line
n&nmam.mm

However, the bullets don't

SR R R SR e

ot ";_-_I_-_._-_L,_-'.. i

“Gryzor is just as tough and exhilarating as
the arcade original ... "
T e RN S SR AR s O M s i TN e
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TANGLEWOOD

Microdeal

icrodeal's 16-bit output is increasing healthily;
Tanglewood—code by lan Murray-Watson—isone
of several imminent Atari and Amiga releases which

includes the

commando-action

Leatherneck,

Soccer and (at long last) a licensed version of the cult
| horror film Fright Night. Tanglewood 1S an all-graphic
adventure boasting over 700K of pictures, by Pete Lyon.

Uncle Arthur buys the mining
rights to the planet T'ngl y-wd
from a large company with a poor
cash-flow situation, one probably
pccasioned, as Arthur discovers,
by the fact that the planet is not
particularly ore-rich. Uincle Arthur

| decides to cut his losses and is

about to abandon plans for
becoming rich, when a dog (type),
disorientated by an earthguake,
attacks a local whom Uncle Arthur
rescues in one of his mining
mobiles. The injured inhabitant
tums out to be the planet's
greatest sage. In appreciation of
his service, the local people let

| Arthur into a secret and tell him

about the existence of precious
gemstones

When the large company (the one
with the cash-flow problemn) hear
about this, they muscle In,
sabotaging Arthur's mobiles and
then stealing the mining rights

gales agreement documents.
Uncle Arthur wants them returned
to prove his ownership. However,
due T'ngl-y-wd's inhospitable
atmosphere, all searching and
recovering must be done by his
mining mobiles from the relative
safety of the computer control
room. He needs help from

someone capable of controling
his outdated mobiles, someone
with some axpertise in
computers but who can he
turn to? Got it in one,

A TANGLED WEB

A primary screen depicts the
current mining mobile under
control and its present location
Bordering this is a control panel
from which information and
actions are accessed. Most
systems are controlled by flicking
switches. For example the panel’s
left side is lined with switches
representing on/off modes for
gach of five mining mobiles — only
one may controlled at a time. Four
switches for saving/loading a
game position, quiting a game,
pausing and turning the sound on

ATARI ST
Diskette: £19.95

the game

OVERALL 65%

The ST graphics in Tanglewood are slightly biased toward purple,
though nevertheless they remain pretty, and everything within
works quite well, sound, animation and the overall feel
of it. Unfortunately this is a case where the mobiles’ control
method becomes sufficiently frustrating as to detract from the
gameplay and discourage the player to continue.

or off are situated below the main
screen

To the screen’s right an icon
indicates which mobile is currently
being used, its inventory d any
objects in its wicinity. Various
gauges on the panel depict heat
time and energy remaining to the
mobile {energy may be
replenished during daylight hours
by the simple act of non-use or the
more complex routineg of finding
and recharging batteries). The
game is pointer-and-mouse-
controlied, clicking on the desired
action

In fact mobile movement gets
annoying Steering is
unnecessarily difficuit as the
mouse has to be pushed from a

central starting point in  the
direction required. This may not
sound too bad, but as mobiles

have their own paths and the
amount of ‘push’ in any direction
is the dominant one ({to counter a
move a push on the mouse is
required which is at least the same
length as the original move), you
soon find yourself running out of
desktop as you push the mouse
farther and farther from the central
starting position in an effort to get
the mobile to change direction

Each mobile has a function - one
is an ancient mining model, five
travels on water, three has ant
gravity properties, and s0 on—and
they have to be used cooperatively
to complete the game. At the very
start you discover that mobile four
is actually unserviceable, so the
first task is to repair it using those
that are working

Items dotted around the
landscape help or hinder
| progress telephone  booths,

churches, Dog Crystals and Ice
Emeralds are all there either 1o
provide information, resources or
death for the player. A time-warp
function is also available to
mobiles although it should be used
with some restraint as it drains
energy at a drastic rate

AMIGA
Diskette: £19.95

Microdeal promise an Amiga
version will be released
shortly.

TGM TX

DATE: 02-8853/116
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machines.
This is a respectable rendition of
the original vertically scrolling
Taito coin-op, which basically pits
a single player against hordes of
other fighter planes, tanks, guns
and seaborne craft, killing
everything that flies or scrolls
along the ground towards you.
Flying low over enemy territory
(which could be Japan, but is
probably a fantasy land!), the
objective is to get through all five
levels of increasing difficulty,
learning the strategies required to
survive,

Extra weaponry is collected — &

y | »
‘-I |! oo

i e il

A NIP IN
AIR?

4

et Tt R e SRR 5
irebird's conversion of the arcade hit has a first

Telecom Soft appearance by Dominic Robinson

(ex-Hewson), as the Graftgold programmer who did

the Spectrum conversion, while Catalyst Coders
took care of it for the Commodore. The packaging
confuses by its (excellent David Rowe) picture of a World
War Il Kittyhawk aeroplane, when the game involves World
War | bi-planes. Never mind, the story tells of a one-man
fight through hell and licensing deals from Taito arcade

la Nemesis — as the game
progresses and dependent on the
amount of enemies shot — doubled
firepower and a wider field of fire
are two earlier additions.
Destroying an entire squadron of
yellow planes earns 1000 bonus
points, destroying the red
squadron provides extra fire
power through a collectable
symbol, and blue squadrons give
an additional plane.

Little more than an out-and-out
scrolling shoot-"em-up — maybe
what Elite's 7842 should have
resembled last Christmas — Flying

Flrealaa

PLAYER PLOVER

ONE [E3 e ; 0O
14410 |

E3ED

' fhremmin ey
.g)@ P - 1 P

The Spectrum version may lack colour but its gameplay is still on a par with
the Commodore

Shark does not attempt to
innovate over past shoot-'em-
ups, but represents some of the

best around. And it is a good
conversion, if a little tricky to get to
grips with,

SPECTRUM 48/128

Cassette: £7.95
expect from Dominic Robinson, the Spectru
Flying Shark Is a fine and very playable conversion 1!:
area is monochromatic, the drawing
using effective
wins out. A problem

As you would
is s0 highly detailed,

to highlight the different terrain, that it
other mono shoot-'em-ups,

DARK CASTLE

Mirrorsoft

ilicon Beach Software (those responsible for Dark
- Castle) is an American company which specialises in

business programs for the Macintosh. This step into
" games software is unprecedented for them, although
they appear to have been bitten by the bug as there are
rumours of a sequel, Beyond Dark Castle, whispered in
the halls of the Mac User. SB Software’s claim to fame is
the eponymous graphics package Super Paint, available
only on the Macintosh. This art bent helps to explain the
attention to detail present in the backdrops used in the
game.

fireball magic required to defeat
the Biack Knight. There are also
stories of a magic shield hidden
deep in the Knight's domain,
which gives the bearer limited
powers of invisibility — some help
against the poisonous bats, rats,
deadly vultures, mutants, dragons
and vicious henchmen of the Black
Knight. These are to be defeated
or avoided if any progress through
the 14 levels is to be made.

Each scenario lurking behind
the four doors requires the player
to throw rocks at adversaries (until
such time as he controls the
fireball magic and his rocks

transform into balls of fire (very
painfulf). There are ladders,
platforms, steps, swinging ropes
and trapdoors to negotiate before
you reach the goal at the end of
each level, be it a magic weapon
or the key to get out into the great
hall again,

Positioned  throughout  the
castle are botties of an elixir, which
fights the effect of the rat/bat bites,
and plenty of rocks are available
for throwing at the evil creatures
which constantly attack.
Character control is via mouse and
keyboard, keyboard or joystick
and keyboard.

Four doors to choose from . . . which will it be? PC screen

The drawbridge slowly closes
behind the adventurer and he
stands alone in the great hall. Four
doorways beckon to  him,
challenging him to enter. He
knows that he must pass through
each of these doors in turn in order
to defeat the Black Knight and his
legions of evil, thus restoring
peace and harmony to the land
once more. Many have tried before
him, all have failed, yet tales of

their attempts include morsels of
information which may aid our
adventurer. This would be just as
well, Dark Castie may be a very
attractive looking game, but the
character control the designers
have decided to employ, makes it
very difficult, and ultimately
frustrating, to play.

It is rumoured that Merlin
resides within the Dark Castle and
is believed to have mastery of the

BB
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OUR GREAT
DISK DEALS...

WITH NEW LOWER PRICES,
FREE PLASTIC LIBRARY CASES
AND FREE ISLCLASS DELIVERY

[~ ] UNBEATABLE GUARANTEES
[—] SUPERIOR BACK-UP SERVICE

| Rt . >
s Mine's a Flying Shark, what's Jaws? =
CON.WODORE 64/ ~ Commodore screen " - >
con | 3-5'Blanki Disks
o - Amstrad CPC and Atari ST E
Diskette: £12.95 jons are planned but =
F The attractively coloured | | nothing has been seen of U
. graphics make Flying Shark them yet. The often slow and
. pleasing to play at first. But “jerky vertical scroll of the
| after a few attempts, Amstrad is likely to be a
frustration seeps because se ‘ous drawback, making it
playability is sometimes less impressive than the
unfairly tough, and new other. . However, if the
enemy squadrons appear lime is pitched just
infrequently enough that right on the ST, there is no
building extra fire power is reason why it should not be
difficult. A shame, because best of the bunch.
the competent programming
A — £11-99
Tl S SRS e R Ry S S r
only the playability could _ inc. VAT = £12.65
mub.rwmmm match “Flying Shark does a0
Spuctrum = [
have made an first-rate represents the best inc. VAT = £57.39
- of shoot-’em-ups.”
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PLATOON

Ocean

version reviewed here

The Vietnam war was a filthy
business; muddied, ill-led, drug-
ridden, soul-destroying and
ultimately pointless. It is to
Ocean's credit that they have
produced a game that, given its
need to entertain and thrill, still
manages in some degree to
convey the film's sad feeling, and
the claustrophobia of the dense
Vietnamese jungle where the
enemy was as often as not the
incompetence of the American
officers

The first section, set deep in the
Vietnamese forest, is a maze of
bushes and trees swarming with
enemy soldiers, viewed from the
side. First objective is to locate a
box of explosives well-Hidden in
the tangled undergrowth and then
battle through traps, avoid snipers
and assassins until the bridge
eading to a village is found and
destroyed. Each of the five recruits
can take up to four shots before
they are killed in action, however,
if caught by a booby trap it means
instant death.

Across the bridge lies a village
now overrun by VG (the Viet Cong
werg North Vietnamese guerilla
soldiers). Three objectives hera:
collect a map, torch and trapdoor.
The village huts are all accessible

and when entered the outer walls
| disappear revealing objects inside
| which can be examined.

1
| BUNKERED

Jungle warfare is normally thought
| ofinterms of huge trees and dense
undergrowth, but the VC created
entire underground cities of maze-
ike bunkers, burrowed out of the
very earth between the tree roots.
They were lethally booby-trapped.

he film, starring Charlie Sheen, was a fair critical and
box-office success. Ocean's licensed game appears
at a timely moment, as the hire-video rekindles
interest. Platoon takes five raw recruits through five
sections of original gameplay, based on sequences from
the film, created in-house at Ocean. The Commodore

programmed by Zack

Townsend, graphics by Andrew Sleigh and Martin
MacDonald, with music and sound effects by Jonathan
Dunn. Included in the package is the large film poster, and
an audio cassette with the film’s theme music.

The third game section takes place
in such an underground tunnel
maze. The platoon has been left to
guard the village, so one ‘life’ is
available, although the standard
four hits can be endured before
death. However, there is a second
chance but it means beginning the
saction all over again.

The tunnels are displayed in 3-
D, locking forward; to the right of
the action window is a map to
guide you around. Bunker rooms,
concealed at the end of tunnels,
hold vital supplies — medical
supplies are invaluable to restore
health, ammunition is also
available to combat the enemy
who spring from comers or rise
from the water-flooded tunnel
sections. When a VC s
encountered, fire comes under
your direct control, and once the
enemy is disposed of control
reverts back to movemant around
the tunnels. Before you can exit
the maze, two boxes of flares and
a compass are needed to help in
the fourth section.

PARADISE
NGAINED

e

{All pictures from the Commodore 84 version): Deep in the fungle somaething

Blurred = first level.

Lot L LEERR
HORALE
ST

HITS

ENEMY MINE

On emerging from the maze, night
has fallen. You are trapped in a

Searching the Viet Cong camp for aquipment necessary to compiete the

tunnel sequence = second level

:.siﬁ.ﬁm

STATUS 003
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anamy attack from all sides -
third level

foxhole surrounded by Viet Cong.
To provide enough light to see the
hidden troops in the undergrowth,
one of the limited supply of flares
can be sent up, but its light only
lasts for a short while and soon the
screen retums darkness once
more.

In the fifth and final section,
back in the jungle, the action is
viewed from slightly above
Avoiding the bombs, trip-wires
and enemy fire, the object is to
locate a safe foxhole in which to
take cover from an imminent
American napalm strike. But
Sergeant Barmnes blocks your way
= the man responsible for the
death of the platoon’'s leader.
Barnes, equipped with machine
gun, tries to gun you down. The

|
Down in the VC bunkers, stay alert, the i

b
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only way to combat him is by a
frontal assault with grenades. Five
direct hits are needed to take him
out before you can enter the
foxhole, take cover and complete
the game.

Piatoon has all the hallmarks of
a highly polished game. It has
been well thought out to provide a

variety and depth of gameplay well
above the normal glut of film
licences. Each section offers
something different — from the
arcade/adventure of the
underground maze to the out-and-
out shooting gallery of the bunker
scene.

Flares show off your targets . . . but not for long! Fourth level

SCORE

oo=23000

“ _..dirty, grimy realism, Platoon has all
the hallmarks of a highly polished game.”’

NEW, BETTER
VALUE...

STARTER
PACKS

e e e ale e le tata Eaa el

w""o 10 BLANK DISKS
® VD 70L STORAGE BOX

® MICROBLASTER JOYSTICK §
(Total Value of these items - Nearly £401/l) 52

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

Great Compumart Deals always available
on the full ra of ATARI ST Hardware,
Software and Peripherals.

Compumart

Dept GAM-Unit 8-Falcon Street
Loughborough - Leics - LEII IEH

& 0509-262259 [ 266322 [ 233893

HARDWARE GUARANTEE faulty within 30 ;
acrenr DAL MORE JPDD 8 T 0 ¥ Aie DELVERYRK

{Prices & Delivery Subject to Availability E. & O.E.)

[*~] UNBEATABLE GUARANTEES
=] SUPERIOR BACK-UP SERVICE

[=] FREE DELIVERY

Comoumart




Eco, the game of survival, takes
you into a primordial world filled
with evolving creatures and
lifeforms where only the fit survive.
Starting off as a lowly fly or spider,
your ultimate goal is to become a
more complex baing, reproducing
more capable offspring (such as
man or a similar lifeform) in the
fight for species domination.

The more immediate task,
however, is to locate food and
prevent starvation. For flies and
spiders food comes in the shape
of plants and worms; selecting the
food icon sets the currently
controlled creature off in the
direction of the nearest foodstuff.
The player's meal isn't always
willing to be eaten and often

scuttles off or flies away (plants
merely wither away). Higher level
creatures, naturally enough, prey
on larger creatures.

MULTIPLICATION

Once food has been eaten, a
reproduction icon appears; use
this in conjunction with the radar
to locate a similar creature which
whom you can mate, following
which the gene manipulation
screen appears. Each time you

rom so simple a beginning, endless forms most
beautiful and most wonderful have been, and are
being, evolved.' — The Origin Of Species, Charles
Darwin 1859. So begins Eco, another game from
Denton Design (Shadowfire, Mutants, Frankie Goes To
Hollywood, the forthcoming Where Time Stood Still etc),
a surreal program and their first on the 16-bit machines.

reproduce, a further gene can be
unlocked for manipulation, the
more genes unlocked, the more
species become accessible. Once
a species is chosen, you can then
reenter the Eco world in a new,
stronger, hardier form.

At the beginning, the genes of
man and other complex-structure
creations are not accessible and
only through subsequent
generations, as further genes are
unlocked, can you reach the level
of man and beyond. A skull on a
pedestal indicates the player's
expected lifespan; flames
representing death slowly climb
the stem and, upon reaching the
skull, the current creature dies. Eat
food and the skull rises from the

flames, get injured or stay without
food for any length of time and the
skull falls into the ever burning
flames below.

HUNTER HUNTED

Movement is controlled through
the standard Denton icon system,
the mouse control, as wusual,
working well. Special icons are
used to search for food and for

creatures there are take off and
land icons. The world of Eco is
viewed through animated vector
graphics, and the more complex
creatures are highly realistic in
their movements., Watching a
human run across the landscape
is a beautiful sight to behold, and
especially breathtaking is when

the player's viewpoint pans
around the running figura,
Sometimes the tables are

turned; you are not always the
hunter, more complex creatures
are out for food too. Your life is
over if you get eaten or trodden on
by a predator, starve to death or

‘"“'“""“'B

simply die of old-age. A
subsequent post-mortem lists the
number of generations survived,
amount of food eaten and the
reason for death.

There is an extra bonus for MIDI
owners in the form of a further
soundtrack, although the standard
tune accofmpanying the game is
very good in itself. Ecois brilliantly
innovative, and a lot of work has
gone into the game's appearance,
character animation and unigue
graphical techniques, but
unfortunately it has suffered as a
result, being let down by a lack of
real challenge.

ATARI ST
Diskette: £19.95

either of no use whatsoever or are simply variations on
existing creatures (does it really make a difference if a man has
a slightly larger nose than in a previous "

OVERALL 78%

reproduction. For winged

AMIGA
Diskette: £24.95

Should be ready about now, and be similar to the ST Eco. We will
do an update if we see a copy in time for next month's issue.
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or their games to date, Thalamus have relied entirely

on Stavros Fasoulas's creative programming and

the three games Sanxion, Delta and Quedex. Now,

with Stavros tied up in compulsory National Service
for his mother-Finland, it's the turn of Thalamus newcomer
Martin Walker to bring us something special. Martin’s
previous credits include Rupert And The Toymaker's
Party, Back To The Future (neither were received
particularly well) and Chameleon for Electric Dreams,
which did do well. Hunter’s Moon is a very different kettle
of insects from any of his previous releases.

Traveliing through space in his
ship the Hunter, the hero of the
game plunges into a black hole
eventually amerging in
Loopspace, a desolate region
containing crystalline structures,
hive-like space cities inhabited by
worker- and soldier-aliens who
maintain and protect each city

To escape this nightmare
universe the Hunter has to collect
vital Starcells from each of the four
planets within each of the 16 star
systemns (are your maths good? -
that is a grand total of 128 levels to
decimate). Each space city is
protected by workers moving In
continuous circles around each
network, constantly repairing any
structures damaged by the
Hunter's lasers. Worker-aliens,

though indestructible, pose no
offensive threat; the soldier aliens
on the other hand, fire laser bolts
at any moving thing. Contact with
aliens or the city structure itself is
fatal, losing the pilot a life in the
process.

The number of starcells to
collect is incremented with each
subsequent level in the star
systems. On the first level of each
system the Hunter needs anly

collect one Starcell, on level two it

is two, level three, three and level
four of each system, Hunter

collects four Starcells to escape

the system. Collect a Starcell
within a brief starting time and a
coordinate is gained, collect all
four and the Hunter can skip

harder levels to move straight onto

the next star system

Once out of a system, Hunter
enters a bonus game where the
ship remains- stationary while
soldier-aliens encircle it, firing
from time to time. To successfully
complete this screen and gain the
reward of an extra life, you need to
destroy all eight of the orbiting
aliens. Once through this screen,
it's onto the next, tougher system
with its four hive-cities.

Hunter's Moon is deceptive In

that beneath the simplistic
gameplay there Ilurks a very
decent, interesting, addictive

game with plenty of challenge.
And the extras within the game
add to its immense appeal,
features such as the Loopspace
trainer — basically a relaxation
screeri for battle-weary Hunter
pilots (in a similar vein to

Llamasoft's ColourSpace, with its
joystick-controlled lights and neat
patterns) and a respray facility for
pilots who want a change of
paintwork in mid-game

Thalamus have come up trumps
again with their latest release

OTHER FORMATS

Your guess is as good as
ours! But probably not . . .

TGM TX DATE:(02-88568/116




OUT RUN

Aren't you a lucky chap; a nice
sunny afternoon, at the wheel of a
Ferrari Testarossa, girlfriend at
your side, out for a pleasant drive.
Well actually you are about to
participate in possibly the most
gruelling race of your life, as you
sit tensely at the starting line
waiting for the chequered flag.

Hold on though, you forgot to
switch on the radio and there are
three in-game tunes to choose
from, Magical Sound Shower,
Passing Breeze and Splash Wave.
Having selected music to drive by,
you are presented with a view of
your car at the starting point — the
chequered flag drops, and you are
off. Control is simple, pressing up
on the direction button puts you in
low gear, pressing down selects
high gear, button one is the brake,
button two the accelerator, and
pressing left or right on the
direction button steers the car.

As the race starts, it is wise to
select low gear until you have
gained sufficient speed to warrant
the change to high (usually at

TESTABUSTER

Mastertronic/Sega and US Gold

astertronic are marketing the Sega cartridge

conversion from this very popular coin-op hit, while
M US Gold deal with the popular micro versions. US

Gold claimed well before Christmas that Out Run
was selling like hot cakes long before any reviews were
written, for the copies were in the shops to meet the
Christmas sales period before review copies were
despatched. Was it worth the purchase? The main section
of this review deals with the official Sega version.

around 170 kph). There are five
landscapes to be raced through,
each with its own check point. An
BO-second time limit is allowed to
reach the first, 65 seconds for the
next and so on, decreasing as you

Perhaps not unsurprisingly, it works besi of all on the Sega

=y == i

US Gold's brave attempt at
outrunning an arcade hit

go along; however, crossing a
check point within the time limit
adds those remaining precious
seconds to the next stage's time
allowance. Failing to reach the end
of a route within the limit means
disqualification and an end *» the
game. =

At various points along the
track, forks in the road appear.
These allow you to choose which
of the goal lines you wish to

Cal

SOREREREREEEES ) 1)) |

m* 471

S48y |

pursue, and there are five in all: the
Vinyard, Death Valley, Desolation
Hill, Autobahn and Lakeside. But
whichever path you choose to
reach your goal, there are plenty of
people on the road trying to stop
you, so good luck, you will
probably need it.

Of all the versions, the Sega
cartridge comes closest to the
original coin-op in appearance,
feel and addictive gualities, but
nonetheless, it does suffer in
comparison. The home micro
versions have all had to make their
own compromises with memory

size.

60/116TGM TX
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OTHER FORMATS

The promising-sounding Atari ST version should be released
during February (£19.99), and the Amstrad conversion (£9.99
cassette, £14.99 diskette) should be available at the time of
reading. At present, an Amiga version is unannounced.

SEGA

Two-Mega Cartridge:
L A BV £24.95
S sl i 7Y Out Run is instantly very

playable, with good sound -
although the three tunes do
rather resemble each other,
they do add a nice
atmosphere. The graphics,
however, are a let down; the
backgrounds are well drawn,
but on the racetrack things
are not all good. Passing rival
cars often causes them to
judder violently or disappear
totally, and the same fate
occasionally afflicts your
own car when spinning or
flipping in an accident.
Equally, the overhead
gantries fail to work and
appear to jerk forwards and
backwards rather than pass
overhead as they should. But
despite the tacky graphics
it's not all that bad.

OVERALL 72%

SPECTRUM 48/128
Cassette: £8.99

Nearly all the features of the arcade machine have been
squeezed into the Spectrum, but at the expense of speed and an
arduous multi-load. At the end of each track, the action freezes
while another level is loaded, and depending on the course taken,
waits can be teeth-grittingly long. The sound is surprisingly good,
and even though the road stops a little short of the horizon, the
3-D effect is convincing. Playability is unfortunately poor as the
car is often sluggish to respond to joystick or keyboard
command, and when things get busy, the action seriously slows
down, which can be very frustrating. US Gold still have yet to
prove that you can squeeze a gallon into a pint pot!

OVERALL 61%

COMMODORE 64/128

Cassette: £9.99
Diskette: £11.99

Initial impressions are very favourable, with the Commodore
version of the classic Sega race game seeming to sport nearly all
the features of the original, including two reasonable renditions
of the arcade soundtrack, hills, and some colourful, if rather
blocky graphics. The 3-D is fast and convincing, and generally
the game is playable. In fact, the only things missing are the
intersections, which have been removed and replaced by five
different tracks, one of which is loaded at the start to represent
a possible course that could be taken on the arcade version. All
this sounds good, but unfortunately Out Fun has a serious flaw,
which only becomes apparent on playing. It's far, far too easy,
and completing a course within a few goes is a task even the
most novice of budding Testarossa drivers won't find difficult.
Consequently, lasting appeal is severely lacking.

OVERALL 67%

VERSION UPDATE

Birds of a feather

INTO THE EAGLE’S NEST
Pandora

Amiga, Atari ST £19.95

FIRST RELEASED at the
beginning of 1987, the game was
reviewed excellently on the
Commaodore 64 and Amstrad, and
received B82% overall in the
CRASH April issue.

Eagles Nest, a highly fortified
German garrison, poses a major

From overhead, even the privvies

look attractive

threat to the advancing Allied
army. Your task is to enter the
stronghold, rescue three
imprisoned team-mates and
destroy Eagles Nest before the
forces within can launch a counter
attack against you

The game is a Gauntiet clone
with an overhead view of the
numerous and various castle
rooms. The main character s in

green 5o as to be easily identifiable

amidst the teeming grey of
German soldiers. Traverse the
maze of rooms and corridors

picking up food, medical supplies,

keys, ammunition and elevator
passes to gain entrance to further
floors in the castle, and avoid

being shot by the enemy. Three
missions may be chosen: blow up
the fortress, rescue the prnsoners
or both.

COMMENT

All the gameplay that existed in the 8-bit versions of Eagles Nest
is still present, including the extra rewards to be received for
recovering stolen art treasures. Although obviously neither
machine has been utilised to its full capabilities for the
conversion, there are some nice graphics and sampled sound
throughout. A thoroughly competent Gauntlet style game, Eagles
Mest is large in scale and provides stacks to do.

AMIGA/ATARI ST
OVERALL 78%

TGM TX
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GARFIELD

*III THE BIG, FAT HAIRY DEAL)
he Edge

uddly toys, cards, stickers, badges, mugs, shirts,
pillows and millions of other things ... not only
things Garfield has eaten, but items Garfield has
been, featured on or starred in. Now Jim Davis's fat
feline gets his own computer game, pampered by Martin
Sneep (Mat) on the Commodore and ex-Melbourne
House programmer Steve Cargill is taking care of the
Spectrum version. Programmers for the 16-bit versions,
due later in the year, have not yet been appointed, but as

i
L carrieLD —

"'omr: ., MERMAL
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68000 code!’
Arlene, Garfield's girlfriend, has
been taken to the Pound and for
once Garfield decides he had
better do something about it.
Making use of his two faithful
| chums, ©Odie (the world's
I stupidest dog) and Nermal (the
world's cutest kitten), Garfield sets
about his task. The adventure
1begms in the housa with the
| graphics of cartoon quality -
everything is taken from the comic
strips drawings, from Garfield
himself to the trays of essential
lasagne — and animated superbly.
Naturally Garfield's favourite
pastimes are eating and sleeping;
he gets hungry from time to time —
well, all the time — and to keep
track there are two status bars
showing how tired he is and how
hungry. Should either run out the
game is over (Garfield is not
allowed to die by order of the
licence holders). If hungry enough,

Mat said, ‘We may be doing them . ..

when we learn

he will eat anything he is holding —
making a light snack of the table
lamp for instance - and
unfortunately this may prove to be
an object vital to salving a puzzle.

The puzzle solving has the same
air about it as Mastertronic's
Magic Knight trilogy, only without
the windows, and revolves round
making use of a series of objects
scattered throughout the flip-
screen maze. Some of the puzzies
are rather obscure, odd
connections are made from
disparate objects, which can be
confusing.

What makes Garfield special is
the humour writ large in Garfield's
expressions and in details such as
the way he kicks Odie around and
smashes up the furniture. The
graphics and the nature of the
game capture the original cartoon
very well, and in this lies its main
appeal, but under its high level of

prasentation, Garfield hides a
relatively simple collect and drop
game which is playable but
perhaps not of long lasting appeal.

COMMODORE 64/128

Cassette: £9.99
Diskette: £14.99

No doubt if you are a Garfield fan,

limited, game.

OVERALL 79%

you are going to find the game

immense fun to play, and on the Commodore the colourful
images make it a delight. Little has been spared in presentation
= the appearance of Odie is marked by a ridiculous fanfare as he
bounces madly around the screen, and in general the music is
high quality and of a suitably jolly nature. Garfield, due to its linear
puzzle-solving nature, isn't going to appeal to everyone, but it
capturas the characters’ essence and makes an entertaining, if

VERSION UPDATE

soreness
BUBBLE BOBBLE
Firebird

| Atari ST £19.95
Spectrum £7.95 Cassette

REVIEWED on the Commodora
64 in THE GAMES MACHINE Issue
One to the tune of 93%, Software
Creations continue their
conversions of the hit arcade coin-
op with the release of the ST and
Spectrum games. Bubble Bobble
is one of those games which uses
basic graphics and a simplistic
idea, but yet contains an
unsurpassable amount of
addictiveness mixed with
immense playability.

Bearing the brunt of

Blow me it's a Brontosaurus

Bub and Bob, two bubble-
blowing brontosaurs, bounce

around platforms through 100
screens, trapping nasty cave
dwellers inside bubbles which
they burst to kill them, whilst
collecting fruit and special objects

brontosauri girlfriends. Packed to
the brim with entertainment,
Bubble Bobble is a classic just-
one-more-go game with its
irresistable appeal and extremely

in a quest to rescue their | cute characters.
COMMENT
Bubble Bobble is playable and this is
better than the c de game itself! The only comparative
mm«nh ‘against it concerns the music, it's
%m’l}u . merrily “.
away
: close to the arcade m&m
hhm is there, and the
partnership captures all the fun of the cute

mmmhﬂuﬁn

ATARI ST
OVERALL 94%

Munﬂ.mmuﬂmhmm
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AMIGA/ATARI ST
Diskette: £19.99

Mo work has started on 16-
bit versions, but The Edge
are aiming to have games
finished in the Spring. The
more powerful machines
should allow great scope for
programmers  with  the
graphics and music, but
bearing in mind the typical

owners, The Edge might do
well to aim for more complex
and interlinked puzzles, and
give the game a more adult
feal.

SPECTRUM
48/ 128

Cassette: £68.99

THE GAMES MACHINE has
seen a near-finished copy,
and it looks to be just as

Actually the style of game is
far more suited to the

graphics,
monochromatic, are more
detailed and cutesy than the
Commodore’s. Spectrum
Garfield should be on sale
now.

R T PO s o T e MR- it BB
O ST S e o T 1o I

Firebird could hardly tail - Bubble Bobble is probably one of the
easiest coin-ops to convert to the

m with its definite

platform shapes and restricted use of colour, and is ideally suited
ne's The limited colour scheme does

make some screens look rather dull, but the majority are pleasing
and together, attribute

ORDER NOW - ORDER NOW - ORDER NOW

Howard Kendall says...
This must be the ultimate
of all strategy games...Excellent

MEVER - EvEH = HAS a football managemeni game baen avadabla for 66 TEAMS
ol whieh 65 ARE COMPUTER MANAGED with GENUINE MATCH RESULTS (nof randor
using the INDIVIDUAL ABILITIES of 1000 PLAYERS WITH AN INTEL LIGENT METHOL
OF MATCH PLAY

NEVER - EVER - HAS a foatball management game allowesd the T
PLAYERS between 66 INDIVIDUALLY MAMAGED TEAMS with I
REPORTS an 1,000 PLAYERS and 66 CLUBS. plus squad details of EVERY CLUB

scd you the CHOICE OF
rasulls for ALL matches

ANY FIXTURE from ANY DIVISION with ALL go

plus League Tables and fixiures for ALL ai gates individually
calculated
PLUS Policing, Gale income, Full administration Staff juries, Physio

contral, Maich programmes, League enquirias Ground Improvemants
Field positions, Hotal, Travel expenses, League lines Promotion & relegations, Banking
with inlgrasts, Sackings, Manager approach, Save facility, Printer option

HOW HAVE WE DONE IT? By two years of ressarch and planning plus using
tha most sophisticated dala compaction methods OUR AIM was 10 produce (he
ultimate in & lootball strategy game - we think you'll agree, wa have

WARNING - This is a serious management strategy game. [No skill levels
gimmicks, or random simulation)

HOWARD KENDALL says: "This musl be the witimate of all strategy games - excellent
COMPUTER GAMER says: "This is by far the mosi realistic game of 15 kind | have ever
come across

YOUR COMMODORE says: “On balance the game (s sirests ahead of Foorball
Manager.”

+ NOW AVAILABLE ON SPECTRUM x

ORDER NOW... ORDERNOW... ORDERNOW...
£10.95 Including V.A.T. Plus 50p post & packing

ACCESS RING:-
0702 710990 (Sam-1pm)

PLEASE SEND CHEQUES/P.O. TO:-
JOHNSON
394 TOTTERDOWN ROAD
E mH Dm WESTON-SUPER-MARE
AVON BS23 4LH
LIMITED (934 22044

COMMODORE 64, SPECTRUM
TGM TX DATE:02-8863/116




TERRAMEX

Grand Slam

Doctor Albert Eyestrain, of
renowned eccentricity, has pre-
dicted that a large and rather solid
asteroid is on a collision course
with Earth — and it seems he is
right. An international band of five
intrepid explorers are meeting to
stop this calamity. The five all
agree that if one explorer can
locate Doctor Eyestrain, maybe he
can save Earth. But the odd doc is
a recluse, hidden in a secret labo-
ratory in the wildermess.

One of the explorers (chosen at
the beginning of the game) needs
to scour the wilderness, collecting
all sorts of objects ranging from
umbrellas and unicycles to
vacuum cleaners and even a parny

hen he finished making The Devils, film director Ken

Russell turned to The Boyfriend — a light-hearted

musical set in the Twenties. His reason for the

change was that the gruesome horror of The Devils
had upset him so much. A similar reason has been given
by the designers of Terramex, who having finished Death
Wish lll, wanted to do something of gentle fun. They are
Pete (Monty Mole) Harrap and Shaun Hollingworth —
for several years associated with Gremlin Graphics, but
now part of Teque Software Development.

manifesto (1). All these serve some
purpose in the game, but there are
some red herrings around too. So
the first task really is to look for
whatever there is and find out just
what it does for your mission.

The wilderness is a vicious
place, infested with venomous
rock snakes that leap out at you,
acid rain clouds and the Terramex
of the title (strange Pteradactyl-
like creatures). Running into any
means losing the explorer one of
three lives. Sheer drops also lie in
wait for careless explorers to fall
down (although a certain object —
no prizes for guessing which -
does help by softening the
landing).

Mr Wu-Pong nips down the ladder into the caverns in search of further objects
needed to save the world — Atari ST screen

MEAN TRICKS

Objects collected are carried by
bearers (more cause for Mel
Croucher in his battle against
racial discrimination . . . ),
pygmies who appear in the status
display carrying the objects
collected. As the game
progresses, hazards and
obstacles are overcome by using
the correct object — the flute
charms some snakes, but what
about the Acme suit case?

A lot of the evident humour in
the game is familiar in strain as
being pure Pete Harrap, and
Terramex is full of the mean tricks
which characterised the Manty
Mole series. For instance, there is
a Think option for those awkward
moments when the explorer is
nonplussed, but it isn't always
right! The five explorers are slightly
different in behaviour, some refuse
to do a particularly dangerous
task, standing firm and shaking
their head. But try persevering.

Eventually reaching the Doc's
secret laboratory, where he paces
up and down, checking dials and
twiddling knobs, a Positronic
Asteroid Deflector (PAD for short)
must be constructed. Doc
Eyestrain requires several items
including cups of tea, a battery and
your average atomic pile. Collect
the items in the correct order and
the PAD slowly takes shape. Once
complete, itis up to you to use your
pinball skills and deflect the
asteroid away towards some other
hapless planet.

LOST HUMOUR

Even if on completed, there are still
four more routes 10 take, as each
explorer needs different methods
and different objects to pass
obstacles and achieve goals. The
Frenchman Henri Beaucoup has
to use a unicycle at one point
whilst the German, Herr Walfgang
Schmuck, has to engage in bier
drinking competitions. The arcade
adventure has been played to
death over the past few years but
Terramex brings back the long-
lost humour (last seen in Jet Set
Wilhy.

Across the various formats and
reviewers, we have to report, there
have been serious disagreements
as to the game's merits, and it is
only fair to add here, that the
ratings given must inevitably
reflect personal prejudices for or
against the notion of a platform-
style arcade adventure. Terramex
is intended to be fun, it is very
much of a cartoon nature, with
humorous graphics and some
neat effects (try loading the
cannon with too much
gunpowder). Trying to conguer
puzzles that pop up and finding

out what objects do s an
adventure in itself. Most are
relatively  straightforward but

some are positively obscure. It is
hard to avoid invidious
comparison, but for players who
enjoy the Monty Mole/Jet Set Willy
game notion with some fiendish
puzzies, Terramex should prove
highly popular

Edgar J sucking up to the clouds in an attempt find the umbrelia that will gat
him down again . . . sounds like helping the Prof divert the asteroid from
Earth's path is going to be a barrel of laughs - Commodore 64 screen

64/116 TGM
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I REVIEWS

SPECTRUM 48/128

Cassette: £8.95

mmhw and Hollingworth’s main medium, and
as a result Terramex . works extremely well, albeit without the

colourful appearance of the ST version. The drawback of a multi-
load for the five characters is diminished since it doesn’t affect

COMMODORE 64/128

Cassette: £9.95

Diskette: £14.95

It sometimes seems hard to credit that there are games which

suit one machine better than another, but it's true, and Terramex

does not suit the Commodore. Some of the puzzles are

mmmnmmpolmmmm The graphics, while
attractive enough, mnotpuﬁcuhﬂynumdlng.syww

Tarramex is a very run-of-the-mill platforms-meanie-dodg

mmmmuummlhmhm

deviousness of some of its conundrums.

OVERALL 65%

ATARI ST
Diskette: £19.95

The ST has been starved of the platforms and ladders style
games — whether that's good or not is debatable — If you can put
upuiﬁ:ﬂnumriﬁmﬁtyoﬁtall,mﬂnddﬂndhﬂvﬂenh
planbhfwny.huwwou | graphics and a suitably

tune running throughout. It is a thoroughly good romp in

AMSTRAD CPC
Cassette: £8.95
Diskette: £13.95

Sitting somewhere between the ST and Spectrum versions, the
Amstrad’s graphics are well detailed and colourful. Playability is
high if you are partial to the sort of game it represents and there's
the advantage of a reasonable tune.

OVERALL 81%

VERSION UPDATE

House of learning

ACADEMY
CRL

Atari ST and PC £19.99

TAU CETI was a big Spectrum hit
for Pete Cooke, as was the sequel,
Academy. Both games found their
way onto most popular formats,
with Tau Ceti recently released on
PC and Atari ST. Now Academy,
too, hits the 16-bit market.

Given the colour differences, the PC
version's graphics look very similar
fo the 5T's

The Academy is a training
ground for star pilots of the future
presented in filled-in 3-D vector
graphics. To graduate
successfully, each star pilot has to

attempt 20 increasingly difficult
missions designed to test their
combat and flying skills to the limit.
Missions range from
straightforward alien blasting to
halting a nuclear reactor meltdown
(shades of Tau Cet). i pilots
desire, their skimmer ship
specifications can be redefined,
the craft's armament, shields,
engine rating, defence systems
can be altered and even the main
display rearranged to suit the
pilot's tastes.

The ST Academy shows Iittle
improvement graphically over the
Amsirad version, and compares
badly with the Spectrum original

OTHER FORMATS

We haven't seen the version yet, but Teramex is also due for
release on the MSX system, price £8.95.

TGM TX DATE:02-8865/116
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e know little about Titus beyond the fact that they
are a French software house from Montfermeil. But
their first product to be reviewed in THE GAMES
MACHINE deals with what is becoming a genre of
its own — automobile wish-fulfillment. These are the
familiar words: have you ever wanted to drive a Ferrari or
a Lamborghini, but find that around £50,000 is a bit out of
your price range? Fear not, Titus brings you the next best
thing; four cars, rising in power and performance, starting
with a Mercedes Benz, followed by a Porsche, a

The game is split into four
sections, one for each car, each
section consisting of six challenge
races, namely Florida, New York,
Space Shuttle, Mountain, Arizona
and Malibu.

As you progress through each
car, the section starts with a
picture of the wvehicle perched
above a list of its technical data,
especially shown for the budding
mechanics among you. A click of
the joystick fire button informs you
of the challenge track to be raced
upon, and another click puts you
onto the starting line

As with most race games your

tition on page 108)

Lamborghini and finally a Ferrari.

enemy is time; 75 seconds is
allowed for the Mercedes and,
needless to say, the time limit
decreases for each successive
car. Conversely each new car is
also much faster than the last, 257
kilometers per hour is the top
speed of the Mercedes (we did say
‘performance cars'), and every erg
of power is neaded to complete a
course. But be warned, at
increased speed road handling
becomes progressively more
difficult.

TRICKY STEERING
Playing Crazy Cars inevitably

rade in your Merc for the leve! two car - none other than a Porsche 911 Turbo
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brings to mind the arcade Out Run,
although it is less expansive. But
great fun is to be had zooming
around in cars that most of us will
never be able to own. Crazy Cars,
like Out Run, has hill effects, but
they are far more exaggerated and
graphically amusing - more
effective too. The only real letdown
of the game is the control, which is
tricky; there is no diagonal
movement, so it becomes near-
impossible to steer round corners
and accelerate at the same time.
The fun elements, combined with
unusually bright and oddly
designed courses, makes Crazy
Cars a decently addictive and

entertaining game of modest
pretension.

Part of the fun comes from the
other road users, for you are not
alone on the track other
contestants are doing their best to
bump, jostle and be generally
obnoxious, causing much
gnashing of teeth and loss of
valuable time, Once a course is
completed within the time limit, the
game continues onto the next
course, and so on, until all six are
completed. Only then is the car
upgraded to the next model, and
the process starts over again. Will
you be lucky enough to drive the
Ferrari?

AMIGA
Diskette: £24.95

song effect plays.
OVERALL 78%

The Amiga graphics are very nice with large, well defined cars
whizzing around a solid looking racetrack, while the sound is
also good, going from a twangy guitar solo on the intro screen,
to quite realistic engine roars and tyre squeals in the actual game.
Of special note must be the Game Over screen, a French
Impressionist painting of the famous Chicago car graveyard with
the cars nose down in the grass, set among trees while a bird-

OTHER FORMATS

updates when we get them.

Crazy Cars is also being released ior the Atari ST, PC at£19.95 and
Amstrad CPC (£9.95 cassette, £14.95 diskette) by the end of
January, and Spectrum (cassette £9.95) during February. Version

VERSION UPDATE
Martial arts
for martial
arts sake

MOEBIUS
MicroProse

Amiga, Atari ST £24.95

ORIGIN SYSTEMS INC,
publishers of fantasy role play
software such as the Ultima series
and Ogre, now release the 16-bit
Moebius for Atari ST and Amiga.
To retrieve the Celestial Orb Of
Harmony, stolen from Moebius.
courage, cunning, ingenuity (and
an almost ruthless devotion to the
Pope) and some knowledge of an

Lat’s lookK inteo mu Book

Moebius is abviously habbit forming

obstacles and vanables, need to

sufficient mastery of barehand and

The look and feel of Mosbius
on the Amiga and ST is very
similar. Although graphics,
animation and sound are

enhanced

sadly the gameplay is still the
same. The training

sequences are slow and
tedious, most adversaries
are dealt with using only one
or two repeated moves. The
game is large but, again,
lacks the grab factor which
should encourage the player
to enjoy Moebius and strive to
get somewhere within it
Nice to look at but naff to
play.

intricate magic system are | be completed before the final | sword fighting and mental self-
required to make any progress | confrontation is reached and the | control must be mastered. No
whatsoever in the game. Four | Orb successfully returmed to its | game advancement may be made AMIGA/ATARI ST
differing planes, (fire, wind, airand | rightful owner. Before the chosen | until the player is thoroughly OVERALL 53%
water) each with their own | one embarks on the quest, | competentin these skills.
TGM TX DATE:02-B867/116
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Summer Charleston
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REVIEWED in the first issue of
THE GAMES MACHINE, California
Games was rated at 92% on the
Commodore 64, and considered
as one of the most impressive
events games to date. We have no
news of the Amstrad version, and
those for Amiga and MSX owners,

S

slated for October 1987, still have
not materialised. The Spectrum
version, however, has. The game
consists of six events: Half Pipe
Skateboarding, Foot Bag, Surfing,
Roller Skating, BMX Bike Racing
and Frisbee.

VERSION UPDATE
Recycle

BMX SIMULATOR
Code Masters

Amiga £14.99

IT HAS taken its time arriving on
the Amiga, having first appeared
on the Commodore in November
1986 (ZZAP! 64 gave it B3%), and
in fact the Amiga game is really
only an upgraded version, as the
gameplay remains the same.
Selection of the options

available is made on the title
screen, consisting of keys (which
are displayed at left and right hand
of the screen), joystick and a
choice of competing against a
friend or computer rider. The view
is from overhead. At the beginning
of each track you are placed on

Code Masters first 16-bit product is pretty but essentially the same 8-bit game

the starting grid. The computer
then sounds three high-pitched
notes, displays: ‘Riders ready,
pedals ready, go!’ Then it is all up
to you to beat your opponent in
the frantic race against time.
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COIN-OP
CONFRONTATION

Setting out at dawn, fearless GAMES
MACHINE coin-op commandos ventured
deep into occupied Manchester on a do-or-
die mission to bring back vital data on the
latest arcade scene. Robin Hogg wielded
the joystick and Cameron Pound took the
pictures. Thanks to Avril at SunSpot for the

use of the machines.

Time Soldier: 8 Roman god, one
of the larger baddies, goes
up in smoke

TIME SOLDIERS

Producers: SNK

TRAVEL BACK and forth through
time wreaking havoc in the new
release Time Soldiers. The evil
being Glyned has trapped com-
rades of the Time Soldiers and
they need rescuing pronto; not the
easiest of tasks considering they
are scattered throughout different
time-zones, with each zone
guarded by an army of soldier-
Warriors.,

One or two players can take the
role of the Time Soldiers as they
battle their way through the land-
scape of each zone, fighting cave-
men in a prehistoric age, blasting
at centurions in the Roman era and
subduing many enemies through
time right up to the present day
with its tanks, helicopters and
flamethrowing infantry

Occasionally, a red warrior —
appropriate to the time period —
comes on screen, if you shoot him
extra weapons, such as lasers,
mega-iasers (double the width and
double the firepower!), ripple-fire
guns, rockets and more are
awarded. The weapons are only
effective for a limited time so
before they run out of poweritis a
good idea to destroy as many of
the enamy as possible.

Progress through a zone causes
further, larger foes to appear, that
require several hits before explod-

ing. These prove tough oppo-
nents, but they're chicken feed
compared with the Mega-Baddy
waiting at the end of each zone —
these can be anything from an
immense fire-spitting dinosaur to
a massive rocket-launching tank
literally taking up half of the
screen! Survive long enough to
destroy this and the captured
comrade is released, and entering
a futuristic time travel machine
takes you on to the next time-zone
and even greater hazards.

Time Soldiers bears morethan a
passing resemblance to lkari War-
riors in its style and general
gameplay, but that's where the
similarities end. The high guality
graphics are rich in detail, varied
and interesting, atmospheric and
suit each zone perfectly. In fact it's

Time Soldier: fighting through the Roman Age — note the beautifully detafled

floor graphics

A Time Soldier razes guard fowers with rockefs in the Modermn Age
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extremely difficult to find fault in
the graphics and general appear-
ance. Right from the start the
game is playable, with a progres-
sive difficulty which makes later
levels very tough going indeed
(thankfully a continue-play option
is included). Unlike kari Warriors,
it is not immensely difficult in one-
player mode and is a challenge for
novices and experts alike. Of all
the games in this genre (and to a
certain extent this includes
Gauntlef) this is the most playable
and enjoyable to date. lkar War-
riors fans will fall for this hook, line
and sinker!

XYBOTS

Producers: Atari

AN ALTERNATIVE title for Xybots
would be ‘A Vastly Reworked
Bezerk Mests Gauntlet In 3-D°
which is probably the best possi-
ble description for this new two-
player game

An alien race, the Xybots no
less, hawve invaded, and con-
structed an immense multi-level
fortress patrolled by deadly laser-
bolt-firing robots. Only Major Rock
Hardy and Captain Ace Gunn are
macho enough to enter the for-
tress, fight through to the lower
levels and exterminate the Master
Xybots themselves. The players
run down the 3-D corridors and

TGM TX DATE:02-8869/116




passageways, rotating the joys-
tick to face other directions and
using a hand-held laser to dispose
of attacking droids. Pressing the
stun button halts the robots
momentarily but costs ten percent
of the player's energy — energy
capsules, found lying around,
restore the ebbing life-force. To
reach the next level, a lift platform
is provided for transportation,
stopping off at a supply centre
where extra armour, speed,
strength and firepower can be
bought in readiness for the battle
to coma.

S|mply running down a comidor
towards a distant, shadowy junc-
tion brings out the incredible
atmosphere of the game. The
excellent shading and colours
used combined with the frantic
pace of the action, add enom-
ously to the game's superiative
play and high quality. Mystarious
passageways invite players to
explore further, not quite knowing
what lies in the darkness ahead.

The twin-player/partnership
facility of Xybots works so much
better than the four-player chaos
that often occurs in games like
Gauntlet. More emphasis s

LEVEL

placed on strategies and team-
work, which adds a new dimen-
sion, and two players working in
unison make for a deadly force.

The game's addictive qualities
are immediately obvious and the
temptation to play on and on is
mpossible to resist. Xybots is
immensely playable, highly addic-
tive, and most important of all, it is
thoroughly enjoyable

Entering the fortress of the Xybols
- too late to tum back now!
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4 CREDITS

LEVEL 1

O CREDITS

INSERT

O CREDITS

INSERT
COIN
Arriving at the ground floor supply

centre for extra Xybot-smashing
egquipment

4

A.P.B.

Producers: Atari

ENTER THE crazy and wacky
world of the American Police (the
world of Police Academy
perhaps?) in Atari's cop coin-op
A.P.B. (All Points Bulletin). Allman-
ner of criminals are out on the
streets and it takes an expert cop
to round tham up.

Tofill his quota, the player needs
to patrol the avenues and free-
ways chasing speedsters, litter-
bugs, road hogs and other ne'er
do wells in a vain attempt to
enforce the law — even the litter-
bugs can be pains in the butt!
Sirens will do for most of the offen-
ders but some downright stubborn
criminals require a rear-end shunt
before they give themselves up.
Crashing your car, or colliding with
another wvehicle, results in
demerits — too many of these and
it's resignation time.

A policeman's lot is a hungry
one so stopping off for doughnuts

L =]
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Stopping off for one of Don's
Donuts (sic), you wallop a vehicle,
and that's another demerit for ALP.B.

boosts the time allowed on each
level. Later levels mean more and
more to do in less time with some
real tricky characters to
apprehend. Fortunately goodies
like a turbo accelerator and a set
of nifty brakes can be bolted on to
give those big-time crooks a run
for their monay.

What with the plethora of ‘seri-
ous’ shoot-'em- and bash-'em-
ups around at the moment, A.P.B.
is like a breath of fresh air. Totally
original as an idea, it is a laugh-a-
minute coin-op with some excel-
lent touches which proves you
don't have to have fancy graphics
and non-stop violence to make for
an enjoyable game.

T0/116TGM TX DATE:02-88
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HURY EACH OTHER

AFTERBURNER

Producers: SEGA

HOTTEST SEGA release so far,
Afterburner, is an air combat coin-
op of awesome proportions. The
game cbjective is simple — take out
as many enemy targets as possi-
ble whilst flying through a mul-
titude of land- and seascapes. The
simplicity of the task is con-
founded, however, by the sheer
speed of it all - Afterbumer's
action is the fastest and most vio-
lent to date. Enemy aircraft, thair
incoming missiles and ground fea-
tures flash past at a horrific rate




Afterburner: stopping off at a friendly airfield for fuel, weapons and . . . what's
that ‘Hang On’ biker doing on the runway?

Use the afterburmer, and the
opposition become mere blurs.
Although the layered graphics are
extremely detailed and a joy to
behold, they're impossible to
appreciate at the speeds they
maove.

To provide an offensive capabil-
ity, the fighter is armed with all
manner of missiles and a devastat-
ing cannon. Landing on friendly
runways to rearm is vital if the
plane is to survive through the fol-

Goodness gracious! Great balls of
fire! Banking hard right in
Afterburner to avoid the inferno of
another exploding baddy

lowing stages. Refuelling tankers
regularly fly overhead to top up
thirsty tanks.

Controlling the plane isn't easy
at the best of times as it lurches
wildly (even performing complete
rolls) at the slightest moverment.
The game's pace makes it ook vir-
tually impossible to progress more
than 50 feet without losing a life,
but in play it all boils down to the
rather simplistic process of rapidly
banking left and right and firing the
guns an awful lot. Afterburner will

almost certainly repeat the suc-
cess of Out Rundue to its fantastic
graphics and extremely fast blast-
ing action, but the ridiculously high
cost of a game (up to £1 a go) will
put many people off.

WARDNER

Recipe: put in base ingredients of
cute graphics, mix in a good dose
of platforms-and-ladders action,
and with some fiendishly addictive
gameplay and you have Wardner.

Walking through a forest with his
girlfriend one day, the hero of the
game is most peeved when his
beloved is spirited away by a nasty
piece of work known as Wardner.
To rescue her, he has to enter
Wardner's. There's a small matter
of dark forests, swamps, lava pits
and other hazardous areas littered
with platforms and ledges to be

navigated first. Inhabitants of
these regions include bat
creatures, mutants, spinning

blades, tanks, witches, wywvems
and even stranger and wonderfully
detailed creatures intent on ending
our hero's rescue attempt once
and for all. Thoughtfully, a
flamethrower is provided for
protection, and it can be upgraded
to rapid fire by collecting crystals.
Gold chests and other currencies
lie around awaiting collection and
by an incredible coincidence
there's a shop at the end of each
level where extra weapons and
other goodies can be purchased
to aid in the quest. No money? —
Mo purchase!

Some pretty nifty footwork and
accurate timing is required to
avoid the wandering creatures,
shoot back at them and stay on
the high-up ledges at the same
time. It gets real tough on later
levels, with some screens being
very unfair, crammed full of nasties
and sheer drops requiring perfect
timing to cross, whilst others
prove deceptively simple.

Wardner is infuriatingly
addictive, highly playable and a
prime example of a just-one-
more-go game, It scores no points
for ariginality (very few games do
nowadays) but it has brought
together the best elements of
Ghosts And Goblins and other
games of the ilk and played on
them to great effect.

’AHCADES

A happy moment in flashback — the start of Wardner before evil enters the
happy couple’s life

Down in in Wardner’s deep dark woods lurk platforms, sheer drops and all
sovits of unpleasant things
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s = : sy Finedon Road Industrial Estate Wellingborough
CTIVISION. Northampton NN8 4SR Tel: (0933) 76768
American Express, Visa and Access Cards welcome
{61987 Twentieth Century Fox Film Comp. Al ights reserved
Trademarks owned by Twentieth Century Fox Film Comp. L,
and used by Activision Inc. Under Authorisation I ' ] American Express, E‘ Visa Access
Game concept, design and graphics by Systemn 3, = | m







Evesham Micros

All prices VAT/delivery inclusive
JN ATARI 10508+ ony 2366.00

520 STFM good availability, good price............... £269.00
520 STFM with 1m memory upgrade.. £338.00

1040 STF with SM125 mono monitor £499.00
Mega ST2 with mono monitor.......... . £889.00
Mega ST4 with mono monitor................... . E1169.00
Atari SLMBO4 laser printer, great value at . £1180.00

Atari SM125 mono monitor ..... £134.00

Atari SC1224 colour monitor, few at £209.00
Atari SH205 hard disk, new style .... £539.00
Cumana CS5A354 1meg drive .......... £128.95
Cumana CDA354 2meg (dual) drive ...... iies £229.00

Philips CMB833 colour monitor o/w ST lea £279.00
Philips CMBB52 as above, higher resclution £299.00
{Extra £10.00 discount on Phifips monitors il bought with an ST)

All ST prices include: mouse etc. PLUS 5 disks of s'ware

including graphics, wordpro, utility, game and demos.
We can quote you for any combination of hardware

3.5" disks

10..£11.95 in plastic case £13.95
25..£27.95 in 40 cap case £34.95
Fully guarantesd doubla sided media

Your ST specialist
ProCopy

Version 1.5

520 STFM 1 MEG
MEMORY UPGRADE
Requires soldering, full
instructions supplied.

£59.00

. ECT YOUR
- p"ggnw ARE
INVESTMENT

ProCopy ST

Atari ST models
For all con PeUO

ackup most :
Bm!al:lt,ld sofiwara! hnmr ;;rlla;g
for archival copy p
purposes only) Regular u ua':dl:n
owarful avallable to hal : L]
ot ) ] latest protaction
copler of it's type, oot

aven coples hsell!
Supporis one or

two single- or
doubla-sided drivas!

1 uses all avaliable
mamory!

PRINTERS

lL printers. They offer a combination
S c of features, print quality, reliability
and wvalue that is wunbeatable.
Don't make the wrong decision,
Eel it right with a Star printer at

B vesham Micros special prices.

State compuier type when ordering.
Tha Star LC-10 is the new printer from Star. It replaces
the highly popular NL-10, offering significant advantages
over that model. Our offer must be the best available. We

Prices include...
CABLE, VAT & DELIVERY

include VAT, delivery & printer cable PLUS 2 spare
ribbons (value £13.80) all for .........cccoeineiiiniine. £199.00
Star NX-15 wide carriage version of NL-10. £319.00
Star ND-10 180/45cps ... £299.00

£419.00
£379.00
£479.00
£ 58.00
£179.00
£349.00

Star ND-15 wide carriage version of ND-10 .
Star NR-10 240/60cps
Star NB24-10 brilliant 24 pin, 216/72cps ..
Star SF-10D cut sheet fead, 10 models ..
Panasonic KXP-1081 very popular ...........
Amstrad LO3500 new 24 pin at low price.....

How T oDrader

All prices VAT/delivery inclusive
Evesham Micros

Mexi day delivery £5.00 exira
Sand chequa, P.0. or ACCESS/VISA details
Phone with ACCESS/VISA numbear

Govi. of PLC official orders walcome

All goods submect to avalabiit
Open 1o calers 8 days, 9.30-5.30
Telax: 333294 Fax: 0388 765154
1756 Pershore Rd., Cotteridyg

Also al , Birmingham, B30 3BH Tel: 021 458 4564

COMPETITION WINNE

From Issue One of THE GAMES MACHINE

Mastertronic’s Sega
Competition

Jeremy Murphy, Avon BA3 1DW
wins the Sega Master System
with Light Phaser and the choice
of six games from those released
by mid-November, plus a TGM T-
Shirt. And the ten runners up, each
receiving a TGM T-Shirt are:

Chris Abboit, Beeston, Notts, NGO 2BD;
Marcus Turnar, Nottingham, NG2 100,
Stuart Fraser, Holyhead, Gwynedd, LLES
2HF; Andrew Davis, Beckenham, Kent, BR3
1TF; Mr Hon Cheng, Heriford, Hants, SGi4
3AY: Michael Cook, Enfield, Middx, EN1
JAQ; N Brown, New Malden, Surray, KT3
3HP; John Auddick, Northumberland, ME42
5.J5; 5 Singh, Handswarth, Birmingham,
B21 DAT; Neil Glass, London, NW2 3LL.

Mattel UK’s Nintendo
Competition

Robert Collier from Leominster,
Herefordshire wins the Nintendo
Deluxe Set and six cartridges, and
we're throwing in an ubiquitous
TGM T-Shirt as well, And then
there are a further ten runners up,
who each receive a TGM T-Shirt:

M Easton, Westerham, Kent, TN16 1UB;
Brian Dick, Bovington, Dorsat, BH20 8HY;
Mrs PE Robertson, Kingswinford, West
Midiands, DY6 BRX; T Patterson, Harborne,
Birmingham, B17 8JT; Stephen Lee
Ottewell, Chaddenden, Derby, DE2 6TE; K
E Rippon, Preston, Lancs, PR4 0YD; Jason
Brown, Maiton, N Yorks, YO17 ONG; Luke
Giatzen, Brenchiey Gardens, London, SE23
30M; Chria Matthews, St.Neots, Cambs,
gE!;;UJ; Tim Cutler, Sheffield, S Yorks,
7 18F.

Infocompetition

Courtesy of Activision UK, the full
range of superb Infocom
adventures was up for grabs, and
the winner is Miss J Hewett from
Upper Norwood, London SE19. A
Copy of Nord And Bert Could Not
Make Head Nor Tale Of itactsasa
fine consolation prize for ten
runners up, and they are:

Fiona Bissett, London, N14 5PT; JP Shall,
Tyne & Wear, NE26 JAS; Peter Chalcraft,
W Sussex, BN4 JLN; E Wilson,
Cambridgeshire, CBS 2TG; Alexander
Kells, Liverpool, L21 1AL Simon
Harrowing, Norfolk, PE31 85T; Jan Hein de
Vroae, Blaricum, The Netherands; Jason
Guest, Leicestershire, LE2 5TD; Robert
Pocock, Derbyshire, SK17 9BG; Mark
Topping, Bath, BA1 3AL.

Ocean's Athena
Competition

C.J Finnie from Solibull,

W Midlands wins the exciting
Ocean-made, custom-built
portable Athena arcade
machine, with leads, Tatung
Monitor and d Quickshot 1X
joystick. 50 runners up get a copy
of Athena (or Renegade If they are
Amstrad owners), and they are

Michael Nicholson, Wirral, L48 5HF;
Mahmood Sultan, Worcester, WR4 9P0;
Michael Mitchell, N Humberside, HUSOTH
Robin Cavill, W Yorks, WF12 TBE; John
Parchmeant, London, ES 0AD; Andrew
Holmes, 3 Humbs, DN32 90J; J Bramham,
8 Yorks, 531 OWG; J Simmonite, Sheffield,
511 8TD; J Tempie, Essex, CO3 4PE; 5
Gulamali, Wilts, S5P5 4AT, David
MacLauchlan, Somarsat, BA22 SLF
Anthony § Burke, Lancs, WNS 98W. John
Prentice, Suffolk, IP14 2HO; Howard
Thorpe, Southampion; Chris Taylor

Co Durham, DHZ 2JP; Daniel Crwen,
Swindon, Wilts; Philip Goodwin, Essex,
5511 TEL: Daniel Henderson, Dublin; C
Boyle, London, N22 4¥J; Diarmuid
McGowan, Derry, BT489JE; Chris Garbutt,
Essex, 5513 1AR; H Morthensen,

Co Durham; RM Thorpe, Co Durham, SAT
TJD; James Hendrie, London NW18AX; Tim
Patterson, Birmingham, B17 8JT; Damian
Lunny, Co Fermanagh, BT74 6HB; Greg
Shea, Kent: Nicholas Henstock, S Yorks,
581 2U; Jon Rose, W Sussex, PO21 3JZ;
Alan Miller, Carluke, MLB 50D; K
Wolstenholme, Manchester, M3 2NH;
Kevin McNamara, Lancs, OLB 487, M
Ashcroft, Aberdeen, AB2 BBZ; Lews
Cohan, Cambs, PET TNP; Jon Dawson,
Hoits, NG15 6HW,; Andrew Surises
Cleveland, TS2T 4EZ; Shane Hassan,

Co Derry, BT4T 4TR; Mat Brookfield, Essax,
5516 6LH; Richard J Hele, Devon, PLS TON;
Anthany Goddard, Oxlord, OX2 TTE, CM
Lee, London, E17 5LX; Clive Peedell,
Oxford, OX2 9HQ; Paul Morris, Herts, WD2
1HH; Martin O'Connor, Derbys, 541 9HA;
Stephen Flaod, Co Down, BT20 3HA; Max
Grattie, Chashire, WA16 20U, John McNeil,
Co Durham, DHI 350; Neil Deaville, Staifs,
S5T14 8OH; Russeall Bird, S Yorks, S65 10L;
Mark Thompson, Southampton, S01 8DN

Electronic Arts and
Chessmaster 2000

Ten winners each receive a copy
of the Chessmasier 2000
program:

5.J Cooper, Clwyd, LL12 BJF; D Orosun,
Staffs 5T1 IDD; John Watson, Perthshire,
PH15 2AT; Paul Bratian, Hull, HUS 8DL;
Thomas Kristiansen, 3520 Farum,
Denmark; Andrew Hirst, Manchester, M28
S55U; Alistar May, Moray, IV30 10T; Robart
Lines, Hants, PO12 20W,; Carl
Kuttelwascher, Surrey, GU15 1EG; Brian
Neilson, Lanarks, MLE BDW




‘ADVENTURE

ROB STEEL’S
GETTING

ADVENTUROUS

JACK THE RIPPER

CRL
COMMODORE 64/128 Cassette: £9.95 Diskette: £14.95
SPECTRUM 48/128 Cassette: £9.95

AMSTRAD CPC Cassette: £9.95 Diskette: £14.95

oint authors (you can decide among yourselves in
which context you wish to view the word joint!) of
Jack The Ripper, the latest adventure release from

CRL, are none other than the St Brides ladies — or
more specifically — Marianne Scarlett and Priscilla
Langridge. These writers’ previous claims to fameinclude
Bugsy, The Secret Of St Brides and The Very Big Cave
Adventure, none of which impressed me very much.
However, it seems that the ladies have matured somewhat
in their approach to the adventure world (even if they do
still behave strangely in public) and Jack The Ripper is the
first of their games which has actually held my interest for
more than 20 minutes.

Set in the year 1888, when olde
London Towne was in the grip of
the evil Ripper, the player is put in
the unenviable position of being
suspected by the Peelers as
having more than a passing
interest in the recent horrific

murders. They do in fact seem to
think the player is the Ripper and
are intent on both catching him
and putting an

gruesome vocation.

end to his

The adventure begins as you
discover the horribly mutilated
body of a young woman,
examination of which not only
produces one of the many
tasteless pictures to be found
within the game (as Mel Croucher
discovered in THE GAMES
MACHINE Issue 2, even the St
Brides ladies couldn't bear to look

at them) but also two scraps of
paper and a bloody knife. Taking
the weapon is a dumb move so
stick with the paper and don't
forget to pocket it before leaving
the scene of the crime.

the form of covering your tracks.
The general atmosphere created
within Jack The Ripper smacks of
Rod Pike (adventurous author of
Pilgrim, Dracula and Frankenstein)
although this is by no means a bad
thing and St Brides do it very well.
Putting aside the censorship
hype and the less than agreeable
topic of the adventure, Jack The
Ripper is professionally
implemented and guite exciting to

play, the three parts included also
add to the package by making it
value for money ... a must for
those of us over 18!
RS
ATMOSPHERE 82%
INTERACTION 73%
OVERALL 78%

Events at the start of the game
tend to lead the player through
without much interaction but the
prase is very readable and quite
descriptive. Once control of the
hero has been gained there are
many problems to solve, mastly in

JINXTER

Rainbird/Magnetic Scrolls

AMIGA Diskette: £24.95
ATARI ST Diskette: £24.95

ichael Bywater wrote

Jinxter. He's the

gentleman

responsible for
Punch magazine's ‘wild

invective’, so if you are a
reader of this mildly
amusing mag you will know
what style of humour to
expect from the game. The
award-winning team
Magnetic Scrolls also had
quite a lot to do with the
program, you remember
them, they're the bods
(except for Anita Sinclair

who is definitely un-bod-
like) who brought us The
Pawn - winner of twelve
international awards — and
Guild Of Thieves — winner
of the British
Microcomputing

Federation's Game Of The
Year award 1987.

The story opens with the player on
the local bus on his way home.
What could be more innocent?
The only worrying thoughts on the
player's mind at presant concern
the general level of good fortune
within his country which has been

TGM
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decreasing rapidly of late.

The reason for this is somewhat
abstruse to say the least. It
appears that a secret masonic
society of Green Magicians (here
we gol) has been working behind
the scenes subverting society and
changing the land’s fortunes and
that of its inhabitants. To counter
these nefarious dealings, a
Guardian from beyond the realms
of time has chosen the player to
undertake the great quest and
save civilisation as he knows it.
(Stop yawning!). However, this
particular Guardian is not what
one might expect, he wears a
herring-bone overcoat, tends to
forget words and his main aim in
life appears to be avoiding his wife
and kids (not as daft as he looks

perhaps).

Jinxter's cast of supporting
characters include a
megalomaniac  gardener, a

postmistress who thinks she's
Calamity Jane and a dim-witted
postman who goes by he name of
Poor Bloody Lebling (nothing to do
with Infocom's David | trust?).
Whilst being crushed at the last
PCW show, Anita Sinclair took me
on whirlwind tour of an unfinished
Jinxter she demonstrated the
pretty graphics and the general

feel of the game. She also told me
that the player cannot actually die
within Jinxter. This was music to
my ears as it meant | could be as
careless in the game as | am in real
life and no harm would come to
me. |t appears to be true, as on-
coming buses, rampaging bulls
and the like do their very best to
end your enjoyment without
success. This approach may at
first seem a trifle wimpish, but
within the game’s context it works
very well and allows the player to
get full enjoyment from playing

without fear of death. And what are
you doing in this deathless
existence? The basic aimis to find
a number of charms and a bracelet
{that needs reassembling) with
which the evil wizards/witches can
be defeated, and peace and
harmony restored be to the land.
Jinxter has everything that its
predecessors had and more. The
system used to create Magnetic
Scrolls adventures has obviously
been tightened up, and works
extremely well in this game.
Graphics on both ST and Amiga

A bridge not far enough - don't dally, staring at the beautiful landscape, there's much to be done. (All three picturas are
from the Amiga)

versions are very attractive and
seem to get better as the game
progresses. The prose is

Like a red rag to a bull - lake
nothing at face value bacause this
is the first Magnetic Scrolis
adventure where objects

in the pictures that don't appear
i the text may be EXAMINEd

In pale, suniit hues, the
conservalory where may
a table-cloth be found

exquisite, full of ambience and
often very amusing. | particularly

OTHER FORMATS

prices)

No clear indication yet as to release dates, but other machines
to be covered are Macintosh £34.95, Apple Il £19.95, Amstrad
PCW £24.95 and CPC 6128 £19.95, Atari B0O £19.95, Spectrum +3
£15.95, Commodore 64/128 £19.95 and PC £24.95 (all diskette

76/116 TGM TX DATE:02-88



ADVENTURE

enjoyed the path joke but won't
ruin potential players' enjoyment
by revealing it. What else can |
say? It is Magnetic Scrolls’s best

adventure to date and with a
record like theirs, how can you
resist . . . go and buy it.

ATMOSPHERE 93%
INTERACTION 91%
OVERALL 92%

Marlin Games
SPECTRUM Cassette: £2.95

review.

TextThe Jade Stone — a PAW
adventure — tells the story of a
Princess and her attempts to
rescue her lover (Amanton) and at
the same time (probably during
lunch breaks) save her father's
kingdom of Nulom. It transpires
that the evil sorcerer, Mallumo of
Kradoom, is about to declare war
on Nulom and, wishing to impress
the princess's father, Amanton
sets off in an attempt to thwart his
dastardly plans. Unfortunately it is
not long before news of
Amanton's progress ceases, and
indeed all knowledge of his
whereabouts is lost. The reason
soon becomes clear; Mallumo
sends a ransom note to the king
demanding an exchange: either
give up Nulom or the princess in
return for Amanton’s freedom.

The king is enraged. He
immediately orders his army to
venture forth and put an end to the
evil sorcerer's insolence.
However, the princess does not
quite share her father's confidence
in the army and decides to lend a
helping hand. She leams of the
existence of the Jade Stone, a
magic gem which may have the
power to stop Mallumo . . . if only
she can find it.

The first element in The Jade

THE
JADE
STONE

very so often an adventure comes my way which,
although having been written using a utility such as
GAC or the PAW, stands head and shoulders above
the rest of the normally non-inspirational efforts | get
to peruse. One such game is The Jade Stone by Linda
Wright of Marlin Games, if this lady's name sounds familiar
it is probably because her previous adventures include
Black Fountain and Sharpe's Deed, both of which were
written with GAC and both achieved some success for
Incentive Software. Linda has decided to market this
particular game herself and so far it is only available direct
from her company — the address is at the end of this

Stone to impress me was the
obvious thought that has gone into
its creation. Most inputs have
been anticipated and the player
usually gets some sort of coherent
answer to valid commands. The
parser on the PAW is fairly
versatile, and Linda appears to
have used it extensively so that
quite complex sentences may be
input and understood. There is
also a speech-mode which allows
you to talk to most of the other
characters —and there are many —
you may meet during the guest,
and a reply is often forthcoming
for most commands.

Location descriptions are a little
sparse but are well written, and
obviously memary, or the lack of
it, must be a factor to be taken into
consideration. It's no good having
dripping prose if there is nothing
to actually do in the game, while
on the other hand plenty of puzzles
and no atmosphere (which seems
to be the norm with adventures
created on this type of utility) can
make a game very dull to play. The
Jade Stone has the balance about
right, although from a personal
point of view | think the graphics
within the game are wasted space,
they add nothing to the game, but
from the marketing angle

adventures with graphics tend to
sell better than those without, Why
this should be is, and probably will,
remain a mystery to me.

A FOUL

While in winge-mode I'l just
mention+the swearing syndrome;
if you input a four-letter word into
The Jade Stone, the game replies
by quitting and restarting. I've
never understood why people do
this — by making the game react to
a foul input surely the author is
recognising, even hoping, that
players will try out these words
when playing, after all authors
obviously go through the effort to
input the words into the
vacabulary in the first place and
then program the game 1o react
appropriately. Why not just ignore
the fact that these unnecessary
words exist at least in the
world of adventuring. Before any
clever dick writes to ask why |
don't ignore such words myself
and not input them, every game
has to be thoroughly playtested,

and all avenues must be
atternpted to get a fair idea of how
they work.

The Jade Stone comes in two
parts and consists of some clever
puzzles and some obscure ones,
sufficient ambience and lots of
user-friendliness. For the meagre
sum of under three pounds this
game is a must for adventurers
who fancy being a princess for a
while, and are fed up with being
ripped off by over-priced, utility
written games.

The Jade Stonemay be purchased
from Marlin Games, 19 Briar
Close, Nailsea, Bristol BS19
1QG.

R |
ATMOSPHERE 71%

INTERACTION 72%
OVERALL 76%
SRET S A A A

.
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J. File

Special
[Exanine |

L

DEJA VU

Mindscape/Mirrorsoft

AMIGA Diskette: £29.95

ATARI ST Diskette: £24.95
COMMODORE 64 Diskette only: £14.95
PC release is imminent

'm sure I've played this adventure before but | can't

remember when.

From behind a grey empty mist, reality shimmers into

focus as consciousness slowly returns. The bump on
your head and the blood stain on your clothes indicate that
perhaps the events leading to this predicament were
somewhat nefarious. If only you could remember. ..
everything around you is vaguely familiar and yet you
cannot actually recall where you are or, perhaps more

worrying, who you are.

The mystery begins in the john of
Joe's Bar, A coat and gun are
hanging on a peg here, they will
probably be of some use later
especially as there is money in the
coat pocket and bullets in the gun.
An examination of the mirror
above the sink results in a face,
which you feel you should know,
staring back at you with a vacant
gaze. Is this you? Exploring the
immediate surroundings reveals a
number of small clues including,
on the landing wall, a poster of a
once famous boxer whose face is
the same as that of the guy in the
mirrar, so you now know what you
look like and even what you are or
were. Now all you need to do is
discover why you have a bump on
the head, blood on your clothes
and no memary.

After finding the secret elevator
and various odd objects (including
one dead body) lying around it is
time to leave the bar and venture
forth onto the streets of Chicago.
Buying a newspaper loosens the
vendor's tongue and he informs

you that the police are currently

investigating a murder and the
man they are looking for fits your
description exactly. It looks like
your task is obvious; find out who
and what you are and clear
yourself of murder in the process.
Maothing to it.

IN A HURRY

Déja Vu (French for ‘seen before’)
is an icon-driven adventure, a
genre which seems to work much
better on the 16-bit than B-bit
machines, although the
Commodore 64 version tries very
hard to disprove this theory and
indead is at least as playable as
the ST game if a little slower and
with less impressive graphics. The
screen (s dominated by a
representation of the player's
surroundings, with windows to
one side depicting the inventory
and any items which may lurk
inside opened objects. Below is a
text window filled with location
descriptions, messages and
results of actions taken by the

The face staring back from the ST at you looks familiar . . .

OFEH -:ﬂ'm‘-MI‘I.'IG
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The Commodore 64 graphics are no match for the 18-bit machines but the the

gameplay is all there

player. All graphics are very nicely
done and are enhanced here and
there with suitable sound effects.

At the top of the screen is a
command box. This includes all
the actions available to the player
at any particular time, such as
EXAMINE, OPEN, OPERATE and
SPEAK. The idea is to click the
cursor on, for example, OPEN in
the command box and then click

Jh File

Special

t's
something;
bull

emMo

ry. the

a man who appears
et holes 1n
feel as though

on the desk within the location
graphic and wvoila, if there is
anything in the desk, a window
opens with the contents of the
desk pictorially displayed. If you
want any item then you can click
on its pictographic and then drag
it into the inventory window.
Without going into all the game's
little idiosyncrasies | will just
mention that by moving the cursor
onto closed doors and double-
clicking the button (mouse on 16-
bit, joystick on 8-bit) the program
understands you want the door
opened and will do it. The same
double-click technique goes for
examining items and going places,
very useful for those of us in a
hurry.

Deja Vu includes a few oddities
{such as having to open the corpse
to find out what it is carrying!) and
can be a mite slow where
movement from one location to
another is concerned, but overall it
is a well-implemented, polished,
graphical adventure. It succeeds
in involving the player from the
very start and slowly dragging him

) deeper into the world
ma s = of...er...oh, whatis that word
i . used to describe loss of
i memory ... 7
Y
PR v————
JNTITLED 5 ATMOSPHERE 84%
to be lacking INTERACTION 78%
nanelﬁ . There are OVERALL 81%
1“ H‘-" suggests a I e res—
face rings a sour bell.
ou should be able
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FROM GRAND SLAM ENTERTAINMENT
EGSENTIAL INGREDIENTS TO BE WON, PLUS
THE GAME TERRAMEX!

ROM DEEP within the cold
emptiness of space a spinning
ball of death hurtles on an
unknowing path of destruction.
Its place of origin may be
unknown, but its destination is clear:
Earth. Only one man has the the
power to stop its destructive course,
a mad professor who resides deep
within a mountain complex. His plan
to deflect the asteroid by constructing
a massive bat, which will hopefully
knock the rock ball safely away, relies
on finding several vital items with
which to build the crazy construction.
This is where you come in. Whilst
viewing the title screen of Terramex
you may choose to be either a Ger-
man, English, French, Japanese or
American explorer — and your choice
affects which objects you need to
complete the game (for more details
see the review elsewhere in THE
GAMES MACHINE).
Grand Slam Entertainment and
THE GAMES MACHINE have put their

Terramex is
available
for: SPEC-

TRUM, COM-

MO-

DORE 64,
AMSTRAD

CPC, AMIGA,
ATARI ST
and MSX.

heads together (not a pretty sight) and
come up with a crazy clutch of
goodies for the lucky winner of this
Terramex competition. First prize is a
list of the items which may or may nat
be found in Grand Slam's Terramex.
These every-home-should-have-one
iterns consist of: a cricket ball, a mini
vaccuum cleaner, an umbrella, a cup
of tea (mug and teabags), a flash gun,
a six-pack of beer, a uni-cycle and a
silvery coin. For 12 runners up we shall
be awarding a copy of the game Ter-
ramex, so don't forget to include the
particular make of computer you own
(the Terramex formats are listed here).

All you have to do is correctly ans-
wer the five questions below and write
them down on a postcard, or the back
of a sealed envelope, together with
your name, age, address and com-
puter, and send your entry to TER-
RAMEX COMPETITION, THE
GAMES MACHINE, PO BOX 10,
LUDLOW, SHROPSHIRE SY& 1DB.

The first correct entry pulled out of the
hat will win. Entries must reach us by
February 18. Please note that as one
one of the prizes is an alcoholic liquid,
entrants under eighteen years of age
cannot be considered for the first
prize, otherwise our standard com-
petition rules apply — see the masth-
ead for details.

R e T
TERRAQUESTIONS

1) What are cricket balls tradition-
ally made from?

2) Whatdosuction carpetcleanars
and the FBI have in comman?

3) Whichfamous nanny (the one we
see every Christmas) can fly with
an umbrella?

4) Which American seaport is
famous for its tea party?

5) Who invented the camera?

L T B
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proofreading.

in their very different ways.

PARANOIA 2nd
EDITION

Role-Playing Rules

Games Workshop/West End
Games Inc

Hardback 160pp, £12.95

Paranoia

GLAWES
WwORFKSHOFR

wo Games Workshop products feature this month — hardly
surprising since the prolific Nottingham-based company are the
only sizeable British games manufacturer outside the “family’
market. There's been some debate as to whether this is good for
the industry, and | for one would be glad to see a little more
competition. Whilst Games Workshop have had deserved successes
with British printings of American games, some recent home-grown
releases have been less thrilling. In particular, | feft Warhammer Fantasy
Ruola-Piay (featured last issue) and the boardgame Blood Royale - full of
good ideas — were let down by patchy overall design and irritatingly bad

This month's two offerings are a refreshing contrast — both excellent

'SERVE THE COMPUTER
THE COMPUTER IS YOUR
FRIEND!

The Computer wants you to be
happy. If you are not happy, you
may be used as reactor
shielding.’

Madness in a post-holocaust city Is provided in the updeted second edition of

PARANOID
PSYCHOTICS

Stay Alert! Trust no one! Keep your laser
handy! John Woods reviews two RPGs —
one a rules system, the other a boardgame
- likely to keep the winter cold at bay but as
likely to chill the spine.

West End Games describe
Paranoia as "A lighthearted game
of terror, death, bureaucracies,
and scientists, mutants,
dangerous weapons and insane
robots’, which just about says it
all! Set in an underground, post-
holocaust city — Alpha Complex,
players take the role of
Troubleshooters chosen by the
insane ruling Computer to carry
out special missions for it; such as
terminating a group of heavily-
armed Traitors  within  the
Complex, making safe a melt-
down reactor, or even travelling
out of Alpha Complex to the
mysterious Outside.

No other RPG offers
gamesmasters a better chance to
indulge in sadistic and
megalomaniac leanings, as they
bacome the all-powerful
Computer and its vast
bureaucracy of faithful minions,
sending unfortunate players into
ludicrously dangerous situations
with hopelessly unsuitable
equipment (experimental Plasma
Generator anyone?) and
misleading or impossible

instructions. And if by some
chance the players survive the
dangers the GM has in store for
them, they still have each other to
reckon with; in this paranoid world,
where a single ill-considered word
or deed is proof of traason, player
characters are liable to be instantly
executed by  quick-thinking
‘comrades’ if they give so much
as a hint of disloyalty to the
Computer.

Characters drop like flies, with
the rules recommending a typical
casualty rate of 50-100% per
adventure. Fortunately, each PC
has several clones ready to
replace him or her in the common
event of an early demise.

The Second Edition of the
rulebook is attractively set out,
with heaps of cartoon illustrations
adding nicely to the game's darkly
humorous atmosphere. A few
changes have been made, most
noticeably the streamlining of the
PC skill system. There is a section
on converting characters from old
rules to new, but few PCs are likely
to be around long enough to be
worth the effort! The rulebook’s
layout and organisation has
improved greatly, with tables and
charts — that cluttered the first
edition — moved to a pull-out
reference section. Most welcome
are the new introductory sections
for beginning players and GMs -
Paranoia is a more difficult game
than most to GM well, so the new
hints and tips make a real
difference. The book also includes
a complete 25-page adventure 1o
get you started.

Paranoia is a lighthearted RPG,
ideal for a group fed up with over-
complex rules and players who
take their characters too
seriously . .. and for GMs who
want to get their own back! The
new edition is far more suitable for
those with little or no RPG
experience, and is excellent value
for a complete system (just add a
20-sided die). First Edition players
should consider moving up oo —
the rule changes aren't drastic, but
improved book  organisation
makes the GM's life easier,

‘Remember: Stay Alert! Trust no
one! Keep your laser handy!’

THE FURY OF

DRACULA
Board Game, 2-4 players
Games Workshop £12.99

The atmosphere of gothic horror
that pervades this boardgame
began to have a strange effect on
me as soon as | opened the box.
As | thumbed through the arcane
lore in the sinister black rulebook,
gingerly assembled the four-part
parchment-coloured map and,
with shaking hands, examined the
dozens of event cards with their
marble-lock backs and playing
counters covered with strange and
horrible designs, | knew it could
not be long before | was
transformed . . . into a vampira!
It is 1898. Count Dracula is
terrorising Europe. Only Lord
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ROLEPLAY

—

Godalming, Doctor Seward and | world forever of this terrible fiend. | Count’s trail. They have the | Count’s trail and has to deal with
Professor Van Helsing dare stand | But the Count is devilish | advantage of superior numbers | whatever nastiness has been left
against him. They must battle | cunning... and occasional assistance | lying in wait. If the Hunters survive
against Dracula's evil henchmen, One player takes the role of | provided by the results of Event | encounters and finally trap and
destroy vampires he has created, | Dracula, who moves around | Cards, but they must be sure to | confront the Count, the gameis by
and finally confront the dread | Europein secretonachart hidden | obtain suitable weapons or they | no means over! Dracula is more
Count himself. The action ranges | from the view of the others, leaving | will be no match for Dracula in | than a match for an ill-prepared
over the whole of Europe as the | traps, hoaxes, henchmen and combat. Hunter, and combat may result in
fearless hunters use every means | vampires in the cities he passes Tension builds early as the | the Count escaping, leaving the
at their disposal to find the trail of | through. The other player(s) | Hunters pass through city after | Hunter bitten. Another bite and the
the Prince of the Undead, track | control the three Hunters who | city with no trace of Dracula. | unfortunate victim himself
him and finally, with luck, rid the | must move around the map on the | Suddenly, one stumbles upon the | becomes a vampire! Hunters win
as a group if they destroy Dracula,
Excellent quality components add to the gothic horror of the Fury Of Dracula with the individual Humter who
. gained the most Valour Points
(awarded for courageous deeds)
being overall winner. Darkness
(and the Dracula player) triumphs
if the Count infests Europe with his
vampire minions. A typical game

might last up to three hours.

The game's physical
components are of excellent
quality, even including metal
miniatures to represent the four
protagonists. The rules take a
couple of careful readings to
digest, but after that the pull-out
reference section and the tables
on the Strategy and Movement
screen that hides Dracula's
actions from the other players,
make the rulebook Ilargely
unnacessary during play.

Great fun and good value at the
price. The gradual build-up of
tension and the sudden and
dramatic confrontations make the

| game a real, er, scream to play
Just the thing to while away the
| long, dark, sinister winter
evenings . . . Heh heh heh!
-
N
iTUurnyour Spectrumint
3 Y P uminto i
DE.R « Professional full-size keyboaro +E150p+p %
0 - includes 17 extra keys
5 * Responsive typewriter-style action i
Accepts all current Spectrum Truewdeo  wden  Graphes Fot  Capslack
software and peripherals I
- Inverted oormima Cursow condroky Comima
o The official Spectrum Upgrade. Naturaily your upgraded
computer wil accept all the penpnerals in your Sinclair system-
Intertace 1, Microdrives and so on - as well as ail Spectrum software
Just as impaortant. new Spectrum software and peripherals will be designed
| with the Spectrum + in mind. 50 the Sinclair upgrade adds stylish looks, new
capabilities _ and new patential for the future
Here's some exciting news for Spectrum owners ... HOW TO ORDER BY MAIL I
the official Spectrum Upgrade Kit. The Upgrade has everything you 1.1 you require us to do the upgrade for you please send E31.90+ £1 50p + p. Total£33.40.
need to EUPR YOUT Spectrum into the stylish new Spectrum +. You don't even 2 Should you require the do-it-yourself kit just send £24.95+ £1.50p + p. Total E36.48.
need an understanding of electronics, just the ability to solder a few wires together! The 3 If you require your Spectrum to be repaired and upgraded to a Spectrum Pius we have a
leafiet inthe kit gives clear, step by step instructions. ifyou're not sure about doing it special offer price of just £50.00 complete
: yourself. don't worry. SImply return your 48K Spectrum to us and for £31.80 + £1.50  Oroers can be placed by using your Access Card on the numbers Delow
I p + p we'll upgrade it for you
] The bigger, better Spectrum keyboard I
The Spectrum + measures 12%=" = 6" It has a large typewriter-style keyboarg
| with hard, moulded keys. You'll find the new keyboard Ras a smooth, positive
t action - igeal for touch-typing, word processing, simulation programs, and
| extended programming sessions, Two retractabile legs give 2 perfect typing position.
Thiere are 58 keys in all, including 17 new keys Programmers will be pleased
| to see dedicated punctuation keys, a space bar, and separate shift keys far graphics
and extended modes. And a reset button aliows you to clear 3 program from your
COMPURErs memory without disconnecting the power supply
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BOAWDGAMES‘

OVERBOARD

The success of Trivial Pursuittwo years ago
made board games trendy again and has
returned them from the loft to the coffee
table. THE GAMES MACHINE reports on —
and evaluates — four recent releases for
kids aged eight to eighty, plus the new

office toy.

GAMES
NEWS

hile  Legoland

Transformers still  rank

number one and two

respectively in the Toy

charts, the highest entry for
an adult board game is at number
11 (in December) for Trivial Pursuit.
And that's the only adult game in
the top 25.

San Serif have new range of
games they hope will reach the
heights of their Trivial Pursuit. The
boards open up on an adaptation
of Central TV's quiz show Sporting
Triangles. Later in Spring comes
the relaunch of Ubi by Home-
Abbot, creators of Trivial Pursuit,
And that will be followed by
Seaside Frolics, Backwords, |-
Quest, Verbositi and The Antigues
Roadshow game. Licensing in the
board game market is as big a
business as it is with software.

Milton Bradley Ltd, better
known as MB Games, have
squandered further moral
considerations for a sequel to the
best-selling Scruples, due early
this year. Scruples Ilisn't really any
different from the original but
provides the players with a new set
of  moral dilemmas and
embarrassing situations.,

Also from MB Games is a rather
amusing offering called Game Of
Games, incorporating a standard
board which the players move
around, each square having a
different sporting event on it such
as golf, skittles, ring toss and many
others, all made in miniatures.
Having landed on a square, the
player plays one of the 14 game
and then moves on. Good family
fun.

A favourite which came in too
late to be fully played was Kenner
Parker's Spitting /mage game.
Playing the world leaders, Maggie,
Gorby and Ronnie, the objective is

and

to uncover secrets about the other
leaders whilst keeping yours
hidden. And their other newie is a
great party-play. It is called Dare
and, like Trivial Pursuit, the object
is to move around a board
answering general knowledge
questions —but should you get one
wrong a forfeit must be paid in the
form of a dare. All the dares are
silly and can cause an awiful lot of
embarrassment — not for the shy
games players by any means.

from your guests as possible.

The game plays like an
elaborate version of Monopoly,
and the more players the better,
Moaving around the board, players
landing on unoccupied squares
may buy and thereafter build
hotels. Buying involves stumping
up cash for the plot of land from
the reserves given at the start or
from profits made during the
course of the game. Building
requires planning permission —
granted by the roll of a die, which
let you build free of charge, at the
double the cost, or not build at all.
The bigger the hotel, the more
value it has.

Entrances, placed around the
board force other players who land
on them to stay in the hotel. The
size of the bill depends on the
number of nights stayed — chosen
from the roll of a die — and how

Slick packaging and Dallas-style
hatels add up to a game aimed to

improve skills in greed and meanness

HOTEL

MB Games, £17.99,
2-4 players

Although Hotel itself has been
around for some time MB have
done an excellent rerelease for it,
giving a stylish new look to the
packaging and adding a beautiful
collection of 30 model hotels
which you build from cardboard
kits.

The objective is to join the ranks
of the stinking rich by building
hotels and taking as much money

large the hotel is.

Playing Hotel can lead to
making enemies because as soon
as one player begins to make a lot
of money and gains control of the
board it is very difficult to hit back.
Like Manopoly, the game can last
for several hours if played until
completion.

THE VERDICT

Hotel, although aimed at eight-
years-old and up, can become
involved and time consuming. It
proves immense fun to play, and
the board and accessories are
such an attractive sightit isquitea
disappointment when the whole
thing gets packed up in its box
again. Concentration is a must,
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although actual brainpower is not
over-used. A worthwhile game to
play with friends and a good
supply of food ‘n "drink.

THE

GAME

OF
QUOTATIONS

MB Games, £20.00,
2 players and more

After an extensive advertising
campaign, MB Games have finally
released Quotations — and to our
surprise, it is very good and highly
entertaining.

Quotations is played with
nothing but the actual question
cards themselves, saveral
hundred in all, each containing
four questions. The cards are
divided up into five categories -
Who Said That? (straightforward,
a guotation is read and the
author's name has to be given),
Quote Vote (like Who Said That?
but with multiple choice answers
given), Buzz Words (which makes
you guess what quotation is




DINGBATS

Waddingtons, £10.99
2-4 players

The Dingbats series of puzzles
began in the Daily Mail years ago
and now creator Paul Sellers has
devised a board game around
them which draws its origins from
the age-old classic Snakes And
Ladders. The object is to get from
one end of the board to the other
by rolling dice. As in Snakes And
Ladders, you can fall down the
board or move up — or sideways
by landing on a directional arrow.
The Dingbats are encountered
when a player lands on a Dingbat
or Diabolical Dingbat square, and
if you haven't seen a Dingbat
before, they can be tricky. | mean,

what does a card with STEP PETS
PETS mean to you? One step
forward, two steps back — that is
what it should mean anyway. And
s0 it goes on.

DINGBATS

THE VERDICT
We didn't really think a awful lot of
the game, it has a tendency to get

annoying because of
inconsistency in the difficulty of

DINGBATS

Snakes And Ladders for

the atymologist

the puzzles — but good marks for
effort and decent packaging.

hidden in a story), True or False
{Did Princess Anne really say
‘Paople expect me to neigh, grind
my teeth, paw the ground and
swish my tail’ — yes she did!) and
Missing Words (guess the word
missing from a given quotation).
Each player is given seven cards
and has to get rid all of them by
answering the questions correctly.
Quotations is not very difficult to
play — even if you don't think you
know any guotations it is amazing
how many suddenly come to mind

when playing the game.
THE VERDICT
Without a board Quotations

appears to lack a competing
slement, but stil manages to
provide plenty of enjoyment.
Although you probably won't be
playing it day-in, day-out, it is the
sort of game to return to often
when you have friends around.
And it has a rather nice designer-
type box to boot!

Who said what, if anything?
QUOTATIONS

GARY LINEKER’S
FOOTBALLER OF THE

YEAR

Gremlin Board Games, £14.99, 2-4 players

Gremlin Graphics have spread
their proverbial wings with their
first board game release -
unfortunately it's a bit of a half-
hearted effort. Playing Mr Lineker
(a rather wobbly bit of white
plastic), the object is to move from
the Fourth Division up to the First
and become Footballer Of The
Year.

Players automatically move a
square per go, throwing a
combination of five dice (one for
skill and two each for home and
away scores) to determine the
outcome of the square's matches,
thus gaining or losing status
points. Status points are also
affected by the outcome of
random incidents, picked from a
pile of Incident Cards when on an
appropriate square. Additionally
there are squares for League Cup,
UEFA, Winners Cup and World
Cup matches involving up to a
further six dice, and doing well

here raises the player’s status
considerably. The game ends
players

simultaneously for all

EGGZILLA

MB Games, £5.99 or less

Eggzilla is really just a small toy,
but one that has entertained us
GAMES MECHANICS and guests
for many an hour. You press the
baby Godzilla down onto a
secured spring released by a
timer, and attempt to reconstruct
the shell from several fragmented
pieces which only fit together in
one way. The object is to complete
the shell before Godzilla pops up.
Simple and highly amusing, it
makes a rather nice shelf
omament waiting for some
unsuspecting guest to play with.

The very latast in egg-timers

when they reach the last square
on the board.

THE VERDICT

Very young football fanatics may
enjoy it, but it is too repétitive and
too slow moving to hold any
serious interest. This is entirely a
game of luck with no skill elements
involved, and with 11 dice there is
hardly any need for thought.

All dice rells and incidents: a game
more for the younger football fan




CALL IT A SEQUEL. .. '
AND YOU'LL LAND UP FLAT ON YOUR BACK.

Commaodore Screens o

They called International Karate the best beat-em-up so far. And who are we to argue?
But Archer Maclean has come up with a stunner: A Third Fighter.
Amazing animated background. New moves. Re-mixed music.
And Balls!

Commodore 64/128 Cassette (£9.99) and Disk (£12 99). Coming soon for Spectrum and Amstrad home computers.

Mail Order: Activision (UK) Ltd, Units 3 & 4 Lioyds Close, Finedon Road Industrial Estate, Wellingborough, Northampion NN8 4FR. Tel: (0933) 76768
Access, Visa and American Express Cards welcome







should be judged.

eluxe Paint Il is an updated and

very improved version two of

the highly successful Amiga

Deluxe Paint. Written by Dan

Silva and marketed in the UK by
Electronic Arts, Deluxe Paint Il makes
creating sophisticated, high guality
graphics on the Amiga simple. The
program operates in a full WIMP
enviranment, negating the need for
screens full of text.

The first requirement is to select a
working resolution; Deluxe Paint If
caters for four: low, medium, interlace
and high. The number of on-screen
colours available at any one time is
dependent on the resolution selected
and the Amiga's memory size. Low-
res accommodates up to 32 colours;
medium-res 16 and high-res 16 with
the pixels occupying a quarter of the
space taken up by low-res pixels.
Interlace represents the middie
ground between medium- and high-
res while still allowing a maximum of
32 colours. A drawback to interlace
and high-res is that the screen is
subject to flicker because it updates
at a slower rate (every 30th of a
second as opposed to every 60th in
low- and medium-res).

TEN LITTLE ICONS

The basic drawing functions are all
available on the main screen. This
consists of a work area with the
drawing functions down the right of
the screen and another bar across the
top from which further functions can
be accessed. Both bars can be
switched off to reveal the entire work

area.

Every utility has its own jargon and
preferred working style; with Deluxe
Paint Il the brushes are the whole
program — everything form a single

Explaining the facilities of acomplex art program such as Deluxe
Paint llis a bit like being a tour-guide on a seven-centre package
holiday lasting a few minutes — it can leave you breathless and
bewildered! And yet there is so much to this utility that it is
probably inevitable reading this that you will end up feeling like
a guest who has eaten too much at a vast banquet. Meanwhile,
| should sit back comfortably and study the menu.

pixel to the whole work area can be
designated as a 'brush’. Situated at
the screen's top right-hand side are
ten preset brushes varying in size and
shape, two consisting of dot patterns
which are useful when airbrushing.
Below them are ten functions which
can be used in conjunction with the
currently selected brush. Selections

exciting fea-
tures in Deluxe
Paint Il is the
Brush Grab
function.

The Colour Palette
Requesfer, showing both
the RGE and H5V mixing
panals, animation cycle
range below and cycle
speed controller

THE DYNAMIC
BRUSH
GRABBER

in the second of our reviews on state-of-the-art One of the most
graphics utilities, Robin Candy reckons Deluxe
Paint Il is the program by which other art utilities

are made by pressing the left mouse
button, and each function is
represented by an icon which is
highlighted when in use. While this
cuts out the need for text, the icons
are not always indicative of the tool's
function, which can be very confusing
at first. In most cases, clicking the
right mouse button on an icon
produces a window with modifiers for
the current tool. Here's a brief look at
the tools.
The Dotted and Continuous
Freehand tools have obvious
functions, but Dotted is fast and
keeps up with the cursor — useful for
roughing in shapes. They both follow
the cursor's path, Continuous
drawing a solid line behind it.
Straight Line draws straight lines
from one specified point to another
with the click, drag, release method.
Curve operates similarly; having
specified the curve's start point and
dragged to its end point, the arc
between the two points is created by
moving the mouse. The potential
curve is shown, and once the desired
arc is achieved, clicking the left button
fixes it on screen. With both Straight
Line and Curve, the right button puil-
down sub-menu -
Requester — allows you to create
Spaces, giving a broken line effect.
The spaces can be absolute -
specified pixels — or relative — a
specified number of spaces along the
length of the line.

GRADED GRAINS
Deluxe Paint Il starts to come into its

86/116TGM TX DATE:02-88



| omaprios |

awn with the Fill tool. At the basic level
you can fill any enclosed shapes with
gither the selected foreground (left
button) or background (right button)
colour, Over the icon the right button
pull-down sub-menu s the Fill
Requester, with which fills can be
customised. Under this menu Pattern
provides for the creation of user-
defined pixel pattems, and is used in
conjunction with the Brush Grabber
{more of that later).

Gradient is one of the most
powerful fill options | have ever seen
It is used in conjunction with the
Colour Palette Requester (and more
of that later) to fill areas with arange of
colours that gradually fade from one
to the next. First the desired range of
colours is specified from the palette.
Then, returning to the Fill Requester,

A picture taken from the Pet

Shop Bo Rant,
rapidly hand-drawn by
Robin Cand

y. The icon bars

top and right have been

cleared to show the entiré

work area

HSV, provid

es

a flexible,
alternative col-
our-mixing

system .

Deluxa Paint Il has ver

I magnific

ry

ation

the graduation between colours 1S
defined by using the Dither slider; the
further it is to the right, the greater the
mixing of colours, when set to the far
left colours do not mix at all but appear
in bands. The next stage is to select
one of the three possible fills. These
are Vertical, Horizontal and
Horizontal Line. Vertical and
Horizontal fill with the colour gradient
going up/down or left/right
respectively. Horizontal Line
calculates the distance between the
left and right borders of the area to be
filled and fills each horizontal line
individually so that each line receives
the full complement of colours in the
colour gradient; so if something is
drawn in perspective, the fill will follow
the edges of the shape so that it is
filed-in realistically. An excellent
function! Effectively realistic spheres
become easy — draw a circle then use
a graduated Horizontal Line fill. The
end result is pleasing and has taken
virtually no time at all.

SPRAYING AND SHAPING

The Airbrush tool in Deluxe Paint Il is
equally excellent, reproducing a
random effect with the current brush
shape. The longer the left button is
depressed the denser the effect
becomes. The right button sub-menu
over the spray can icon allows for
alteration of the distance from the
cursor that the airbrush effects,
catering for a range from very coarse
to extremely fine airbrushing in small

areas — a function which many ar
utilities neglect to include

Shapes are not skimped either
there are four icons dealing with
drawing shapes and each can be used
in conjunction with the Fill Reques
to give either filled areas or outlines.
Options available are Rectangles,
Circles, Elipses and Polygons
(multi-sided irregular shapes). They al
work in a similar manner to the Cu
and Line functions by clicking the
shape's start point, dragging to the
termination point and reieasing
Polygons are not complete until the
final line meets the start point

GRABBING

One of the most exciting features in
Deluxe Paint Il is the Brush Grab
function, which lets you pick up any
section of the screen and paint with i
This can be used to create a pattern
for the Pattern Fill command. Brush
grabhmq|s'.i'.t.-tr,]lllu-'ﬂ'c-r'.T‘.tmtrn'_' block
commands found on many other art
utilities, but in Deluxe Paint lithe brush
manipulation commands nave been
developed to a high level so that
complex effects can be gasily
achieved. Taking an already ‘painted’
bit of the screen, grabbing it and then
smearing it rapidly over the work area
in swirls, creates a dazzling effect in
seconds! Brushes can rotated
through any angle, flipped stretched
to any size, recoloured and bemt
through either horizontal or vertical
planes to give a distorted image Any

be
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brushes which may have a use at a
later date can be saved out to disk.

Further dazzling effects can be
rapidly created through the
Symmetry tool; with this in operation
the brush is made up of a number of
mirror images of itself. As it moves the
mirror images move, producing
effects similar to those seen in a
kaleidoscope. The right button sub-
menu is the Symmetry Requester
through which the default values may
be altered, including the number of
mirrcr images that appear and the
central point of the symmetrical
pattern. Mirror gives each brush a
reversed-twin which mirrors its
actions. Cyclic draws around a point
but without the mirror images - the
end result is not necessarily
symmetrical. Tile lets you draw with a
number of brushes at the same time
but without mirroring them around a
central point, creating a definable
number of identical images on a
selected grid. The distance between
tile points can be specified in pixels so
that the size of the pattern can be
alterad.

SETTING THE PALETTE

Picture is a pull-down sub-menu with
a host of options including loading
and saving routines, screen
resolution, page size and quit. It is
here that you find colour control
options, through a further sub-menu
which accesses the Colour Palette
Requester,

You mix your own palette of up to
32 colours from a possible 4096.
There are two methods to colour
mixing. The first uses the RGB method
= that is mixing red, green and blue in
different proportions. This popular
method is used on other art utilities
such as Degas Elite (reviewed last
month). The second, HSY, provides a
flexible, alternative colour-mixing

The Fill Requestar, which
demonsirates the way
Deluxe Paint Il tumns
anything into a 'brush’.
Spheres, using Horizontal
Line fili, are simple to create
with the gradient and dither
slider satting the
paramaters. Then part of
the picture can be grabbed
{cantre insat panel) and
used just like a brush to
creata the smearing effect
seen on the screen’s lower-
left side

Stencil is an
innovative tool
which soon
becomes
essential with
use.

system that has identical end results.
HSV breaks down each colour into its
hue, saturation and value. Hue refers
to the colour's position in the colour
spectrum; saturation refers to the
hue’s strength — whether it is relatively
pure or contains some proportion of
white; value refers to the amount of
black in a hue and how much light it
would reflect.

Deluxe Paint Il can produce a tight
palette spread between two colours.
The first colour is specified, Spread is
selected and the last colour defined.
The program then works out the
intermediate shades between the
two. It is in the Colour Palette
Requester menu that the colour
ranges for the gradient fills are
defined, and different speed ripple
animation effects created by cycling
through a colour range.

MESSING ABOUT

Mode covers various brush effects.
They are Shade, Blend, Smear and
Smooth. Shade and Blend depend on
colour ranges being defined within the
Colour Palette Requester. Blend
creates a blending effect between the
two colours beneath the brush, if they
are in the colour range, by adding
intermediate shades from the same
colour range. Shade is similar but
paints with the next higher or next
lower colour in the range depending
on which of the mouse buttons is
pressed. Smooth and Smear do not
depend on colour ranges being
defined. Smooth uses the entire
palette as its range to derive an
average of the colours under the
brush. Smear takes the colour under
the brush and smears it into the
adjoining colour to get rid of harsh
boundary lines. All of these effects
work well producing airbrush effects
in a fraction of the time.

The Effects menu lets you make

stencils, fix the background and
define planes for the purpose of
perspective drawing — all massively
powerful features. Stencil is an
innovative tool which soon becomes
essential with use; it creates masks to
pratect areas defined either by their
colour or for defined areas - so the
foreground of a picture can be drawn
followed by the background without
the latter erasing the former. A simple
example: if you have taken care over
painting ragged mountain peaks and
now want to airbrush a sky
background (or use a gradient fill right
up to the broken-line edge of the
peaks), making a stencil of the
mountain shapes means you can
airbrush or fill to your heart's content
without damaging the already painted
mountains. Useful stencils can be
saved to disk.

When Fix Background is selected
the current picture is 'locked’, so you
can draw other elements over it but
when CLR is selected the 'locked’
picture is not erased — very useful
when you want to modify a picture but
would rather see the effect that has,
without the risk of losing the original
drawing, before committing yourself
to adding the new element.

Perspective only operates when
using a custom brush, The brush’s XY
and Z coordinates can be altered so
that it occupies a new plane. A brief
description imdeed of what is an
extremely powerful command which
makes the creation of pictures in
perspective as simple as pito master!

AND THE REST ...

Deiuxe Paint Il also offers all the
standard art utility functions you
expect, Undo last command, erase
screen (CLR), addition of Text (with
several fonts, styles and sizes, all
brush-grabbable for rescaling and
manipulation) and xy-definable
invisible Grids through the Gridding
Requester menu.

Magnify allows examination of any
section of the screen in greater detail,
which is used in conjunction with
Zoom - and it is a real zoom,
continually enfarging the
magnification up to an amazing 400
times original size. When magnified,
the unenlarged area is shown on the
left, duplicating the changes made in
the enlarged area, and tools can be
used in both areas.

JUDGING OTHERS

Deluxe Paint Il is an art utility which
others should be judged by. The
options  available speak for
themselves. Nat only can
complicated effects be achieved
easily but the program produces them
at breath-taking speed. My only
niggle is that the utility is not instantly
usable; the icons aren't always clear
and it is all too easy for the beginner to
get bogged down in the detailed
manual, though the ‘tutorials’
provided do give a good guided tour
of the program’s capabilities. Deluxe
Paint Il is a marvellous utility with
features which were previously only
available on computers costing much
more than an Amiga. In fact it's almost
worth buying an Amiga just to use this
graphics package.
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TGIM ON-LINE

Compunet, a thriving comms industry, has been

up and running for the Commodore 64/128 for
three years. Now it is ready for ST and Amiga
users. First timer Richard Eddy (I-D TGM)
previews the Amiga and ST sections and gives
a tour of the existing Commodore 64/128 netin
the first of an occasional series.

Compunet is a modem network offering communication with
thousands of other micro users down the phoneline. Its ever-
growing facilities include private mail, free programs, graphics,
demos, music and scores of bulletin boards all controlled
through one large mainframe computer.

t began in 1984 as an alternative
to Prestel and Micronet — which
" § were then merely on-line
' magazines — the GCompunet
. % organisers wanted to offer
entertainment and a high level of
interaction with its subscribers. The
mainframe system and Compunet
software took two years of
development — originally using a Deck
10 (very large and now obsolete)
mainframe borrowed in the evenings
from the Business Bureau.

As the system grew, Compunet’s
organisers found it a necessity to have
their own, and more advanced,
mainframe — a VME System, which
they now use. Almost everything
accessible on Compunet is under the
general heading of Jungle. It was first

i for small advertisements,
educational features and a bulletin
board system. However, as the user
base expanded so did the use to
which the net was put by its
subscribers, who proved to be no

of Compunet's originally
modest early intentions. Graphics
began popping up, just done for the
sake of it, and suddenly the
Compunet crew discovered a file
called Toony Poonz, created by The
Mighty Bogg (GM3) — it was the first
music program, something they had
never anticipated would be available
on the net.

Today the net flourishes -
sometimes almost drowns — in music,
graphics and combined demos all
created by its 7,000-plus subscribers.
The beauty of using the net is the
power of creation. Anyone can form
another branch to the Compunet tree
by adding new directories.

COMPUCENSORSHIP

Compunet is capable of constant
expansion and alteration as people's
tastes shift; it may appear extremely
busy on the surface, but behind what
is already there, the net is still an
empty wilderness waiting to be
cultivated by your uploads (UPLDS).
You can actually put anything up, type
anything you want.

With such freadom for
imesponsibility, does Compunet have
to censor subscribers’ UPLDs? ‘Not

really,’ comments Jane Firbank,
Compunet's Editor, 'although when
things get out of hand we put people
in ‘solitary’ whereby they can still view
the net but are unable to UPLD or

download (DNLD)."
However, in three years of
operation, Compunet has only

expelled two people for crimes of
vulgarity, racism and general
stupidity. It is a testament to the
regard in which subscribers hold the
net, and netters tend not to abuse a
system that was created for them.

COMPUCOSTS

After paying the quarterly Compunet
subscription rate of £15, all you have
to worry about is your phone bill. In
maost areas you can use the local call
rate to log-on to the net through one
of 66 pick-up points around the
country. British Telecom's unit charge
is subject to alteration of course, but
currently, the local rate is about 60p
per hour off-peak (after 6.00pm) and
around £4 per hour during the day -
one of the reasons why you'll find

paying Compunet an
.00 (exc VAT) quarterly
for continuous off-peak
a prepaid

COMPUSIXTEEN-BIT
Having eamed their spurs among

previewed services for the Atari ST
and Amiga at last year's Personal
Computer World Show. Both services
- GO AMIGA and GO ST (more detail
in the Compuguide section) — should
be available for use by the time you
read this. And soon, PC users' will be
able to log-on to their own Compunet

section too.

The Amiga looks most
promising — by using the Amiga's 80-
column display
routines the Amiga net can handle two

windows

i . One window displays
the directory while the other shows
text frames — making it possible to
UPLD or DNLD while editing.

The ST system remains in 40-
column mode like the Commodaore
64/128. The Compunet ST software
was written by John Marshall and is
full GEM operated. The system has
taken three months to write and has
over the

when using Compunet with an ST
there's a free ultility allowing the ST
and Amiga to exchange full colour hi-
res pictures — something never done
before.

To get started and log-on from home,
you will need more than just a
computer — although that is definitely
an essential: a Commodore 64/128,
Atari ST, Amiga or a PC (when that
starts). You also require a suitable
modem, a Commodore Modam or a
Hayes compatible modem such as
Pace, Miracle WS4000 or Astrocom,
Compunet hopes to offer modems at
cheaper prices, around the £125
mark. At the moment the net uses a
1200/75 baud rate, but Compunet is
looking to offer a 1200/12 rate, which
should UPLD and DNLD files 16 times
faster.

Then of course you need a standard
modem British Telecom phone wall
socket in which to stick your Modem
plug - you can use the same one as
your phone uses. If that sounds rather
obvious, remember the chap who
wondered why his Compunet system
wasn't working correctly  until
someone told him he was supposed
to plug the modem into a phone
socket! If your phone goes through an
internal exchange, such as you find in
many offices, you will need a splitter,
which costs around £2. That's
because with an intermnal exchange,
the modem can't autodial, so you
need to dial out first with the phone,
then the Modem can log-on whan the
connection is made.

Finally, of course, there's the all-
important Compunet Subscription.

TALK TO US!
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INDEX

Like a contents page, the Index is the
complete guide to the net, and to all
telesoftware — which is anything you
can DNLD (GOTO INDEX).

NEWS

Compunet Editor Jane Firbank's own
section informs netters about the
latest happenings on the net — how
the continual debates are raging,
whether any regional connection
points are not working, and generally
anything which is new. Updated two
or three times a week, News is a good
saction to GOTO as soon as you log
on.

MAIL

Direct and personal communication is
achieved on Compunet by sending
other subscribers electronic letters in
the form of Mailboxes (MBX). After
selecting GOTO MAIL from the main
options you are asked who you want
to send to. You enter their I-D and a
reference to inform them what the
communication's about. That refer-
ence then appears when they check
thair mail directory.

From there you can do what you
want using a text frame which can also
incorporate low-res graphics. MNext
time the person logs on, the MBX will
be waiting. And if you are using Par-
tyline (see below) a message pops up
informing you that mail has arrived at
your MBX.

TALENT

The main heading for seven sections
which cover the majority of subscrib-
ers’ creative input into Compunet
HALL OF FAME represents a selec-
tion of the best of art on the net for
three years —a sort of permament gal-
lery. You can't UPLD or DNLD, it's
only there for viewing. Hall Of Fame
actually incorporates three of the Tal-
ent sections within three sub-divi-
sions: (GOTO ATRH) — graphics, (GOTO
MUSICH) — music, and demos (GOTO
DEMOH). The ‘exhibits’ are changed by
Compunet officials, who take con-
tributions from the next three direc-
tones:

ART is a free netting space for sub-
scribers who enjoy an artistic bent.
MUSIC is similarly a free area for
funky bop made up by contributions
from netters.

DEMOS acts as a combination of
music and art — usually with a scrolly
message — based around games or
derived from pure inspiration. Sub-
scribers are free to UPLD or DNLD any
items from these last threa sections.
ART AID speaks for itself, offering

help with creating pictures for the Art
Diractory.

BiZ

A free-wheeling, newsy round up of
Demo highlights compiled by Jason
Firbank, Jane Firbank's brother.

HOTBED

Compunet’s alternative comedy sec-
tion hosted by the infinitely peculiar Dr
Fogg of Whoooosh Laxatives Lid.
Offerings such as Breast Mounted
Joysticks for the bored housewife
illustrate the good Doctor’'s sense of
humour. One of the oldest sections on
the net.

PEOPLE

Fanatics cormer with text input spec-
ially designed for clubs catering to
interests such as lce Hockey, Photo-
graphy and Radio — at a random
selection!. If you think the directory
could do with another which appeals
to you, you can always create your
own.

COSMOS

A directory containing specialised
interest subjects such as astronomy,

_UIDCOM Fi GRAPHIC ADVENT
RT HELP F3 GREAT ART F4

(GOTO ART) - as displayed
on the Amiga, while & slightly
compressed low-res Pooh
Baar looks on. The ONLINE
pull-down menu gives
access lo options which

normally scroll along the
bottom line on the
Commodore 84/128

_
T 7 BT T
T

ON F5

A whistle-stop tour around the net. ..

science fiction, comics and the like
Very popular at the moment.

CHATLINE

Chatline provides an example of
Compunet democracy at work; net-
ters vote with their fingers. Once a
highly popular section in which text
frames could be UPLDed so that other
subscribers could respond, Chatline
has lost many of its attractions as
people have turned more to Partyline.

MULTI-USER GAMES

MUGs operate in a similar way to Par-
tyline in that several people can use
the system at the same time — this is
intaraction for real.

As | write, MUD, the famous Muliti-
User Dungeon game, is off the net for
a while, but it should be fully function-
ing again by the time you read this.

A new MUG is also joining the ranks
- called Federation. Written Alan
Langton, Compunet's Manager, it's a
‘economic’ adventure which takes
players around the universe explor-
ing, hunting treasure and trading —
and it will be on free-play for one week
just to entice you. Currently being
developed on Atari's Mega ST, THE
GAMES MACHINE's Rob Steel
should be bringing you a Compunet
column full review soon.

90/116TGM TX DATE:02-88



[

AR iret tery

W
VT
TINC D+
T wes T+
b+
I
I+

W lm ||+
il-lﬂ‘; ROVEL ©
28R580 TARGEN
I

JUST UNVEILED!

Two new sections for the specific
machines. This really is your section
to fill - and without your input Go
Amiga (GOTO AMIGA) and Go ST (GOTO

wryane | S
——

Y —————————

Ls]
KICESTART GUIBE--NOM | T e -
ELLETL AL [ ——
=% ¥ de ARENA --UF 0 t

GOTO AMIGAL FOR SPECIAL CNET DISCOL
§ TEREST. BROUPS FRIC
IHEEi l.llilil EWEI HAIL

5T) could degenerate into an empty
wilderness. However, to get things
moving the Compunet crew have
dlready put up some directories.
There's an Amiga user group, prog-
ramming hints, programs to DNLD
and help with modems

Partyline, (GOTO PARTY) installed on
Compunet in sarly 1986, is an easy
and enjoyable way to talk directly with
other Compunet subscribers. The
screen displays two windows, the
lower used for typing in your mes-
sages while the larger one at the top
acts as the main display area whers
the actual conversation appears.

When Partyline was first launched it
was slow and lacked atmosphere. But
over the years its response speed has
improved, now there's no waiting time
at all. But Partyline is more than a
keyboard multi-user telephone, a
fictional element has been added by
the means of setting the action in a
house. Yes, it's a real party in an imag-
inary home.

The party begins in the lobby of the
house and from there extensions can
be built in the form of rooms suchasa
toilet, bar or anything which takes
your fancy — simply achieved by typ-
ing *ENTER followed by the name of the
room you want to create. Eight rooms
can be created with a maximum of
eight users in each room: giving a
theoretical total of 64 people all on line
at the same time. It can get noisyl

PARTY POOPERS

Like any party you have to be careful
with whom you mix. There can be a
very varied selection of people party-
Ing at any one time, and, as in real life,
there’s a fair number of troublemakers
who just come on and begin abusing
people. Their favourite targets are
programmers — especially the well-
known ones, a lot of whom use the
system - and people like myself.
Sometimes they can combine their
daggers: ‘Youl Your last game was
RUBBISH and as for the TGM review,
well . . . * That kind of thing. And so it
goes on until everyone ignores them.
Luckily this doesn't take long.

it's not difficult to find people in the
party house — typing *"WHERE followed
by their name reveals which room they
are currently in. Or if you can't be
bothered to go tramping after some-

one, you can use the command *CALL  processor first.

to give them a shout. Keeping track of a conversation can
be difficult depending on how many
PARTY PRINTOUT users are in the same room. By using

the up cursor a third window appears
If you want to keep records of who  at the top of the screen displaying
you've been chatting with (or insult- roughly an hour's-worth of conversa-
ing), a printout may come in quite tion,
handy. Approximately one hour's Partyline costs £1 per hour to use,
worth of partying can be stored upin  andina strange way it is has the same
the buffer and then dumped out to a disgracefully addictive powersasaTV
printer using the PRINT command on soap opera. Just as you think it is
the selection reel. If you can’t wait for  about to log-off, in comes a new I-D
averything to be printed, it is possible and starts nattering away. And
T ke e e g 1o save a conversation out to disk in  because the best parties don't start
: evhsenbuaniey the form of an ASCIl file. However, to  until late in the evening, there's a ten-
do a printout from that afterwards you dency to finally log-off by falling
will need to run the file through a word asleep at the keyboard.

TGM TX DATE:02-8891/116




What if you could buy all these hit games in a special pack for the price of one...
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OPINION

THE

Jack The Ripper is the first computer game with
an 18-certificate. in Germany and Ausfralia

many computer games, freely published in the
United Kingdom, are banned for their violence.

Are we going to have to go the same way? John
Gilbert talks to cuit horror novelist Shaun
Hutson, among others, about the future

of violent games.

Mark Keaton's intestines gushed between the torn strands of his stomach.
His body jerked and bucked against the hard floor. His mind roiled like
white paper looping continuously against the black barrel of a typewriter’'s
roller. In and out, black and white. The killer stood above him, a shuddering
black outiine, while the outstretched clever flashed a sharp picture of
frozen steel through Keaton's dying eyes . . .

The body lies broken on the ground, its head bent back, the gash in its
stomach red, a pool of blood on the dark floor beside it. The knife, eerie
white in the blackness, juts towards the horribly scarred man who's widely
distorted eyes seem to register the moment of his potential death . . .

efore you rush off in disgust and

start to compose a long letter

about the evils of such gore as

contained in the two

descriptions, stay your hand a
while, They're included because they
illustrate. some points  about
censorship better than any diatribe
could do, and they also pose some
qguestions which | will endeavour to
answer later.

Take the first scene. It is a slightly
censored extract from one of the
Friday The 13th movies. It is from two
camera angles — the victim’s and the
killer's — and, more importantly, it
shows detail and movement.

The second sequence is a
description from a so-called horror
computer game — of graphics, not
text. It is static, so once the initial
impression is over there's nothing else
to come — no more shocks — and the
graphics are distorted because of the
comparatively low resolution.

The horror in this type of sequence
is more implied than that of a film, but
nevertheless it is still there. Movement
on the parts of killer and victim are
replaced by a greater degree of
participation for the viewer/player
who may be cast in the role of Victor
Frankenstein or a thug killer in Death
Wish 3.

Censors of computer software are,
therefore, dealing with a different,
cruder, medium than films or videos
but they have a greater responsibility
to the public because of the places in

which the products may be bought —
WH Smith, Boots, Woolworths — and
the buying habits of the public. You
may make an impulse buy of a
computer game but going to see a film
or taking out a video is a more
regulated business. Cinema and
video shop managers are more like
publicans in their attitudes towards
under-18s, but shop assistants have
so far had no experience in dealing
with X-rated products - cigarettes
and pomo magazines excluded.

Jack The Ripper, from CRL, caused
such a furore last year because it was
the first game to carry an 18 certificate
from The British Board Of Film
Censors. The dealers didn't know
how to handle it, retailers were
worried about the effects on
customers while  MPs, Mary
Whitehouse and the ‘if it's not Andy
Pandy censor it' brigade had
something new about which to
complain.

BIRTH OF CENSORSHIP

To see how Jack The Ripper has
started a new trend in computer
software which could lead to the
classification of all computer games,
let's take a look at how the film, video
and book media are controlled.

Jack was certified by The British
Board Of Film Censorship because
there is no general government
censoring body - yet. The BBFC has

CHAINSTOR
MASSAC

“Friday The
13th was like
any other
game, player
against the
machine, and
in most arcade
games you've
got to shoot
something.”’
- Mark
Strachan,
Domark

no legal powers but was set up by the
film industry, and any films which are
not registered with a certificate do not
go on release through the big
distributors like Cannon EMI and
ABC. As those companies have a
virtual monopoly on cinemas in this
country a film must be certified if it's
to go out for big — or small-screen —
showing.

The same is not true in the United
States. Movies over there are
submitted to The Hays Office, named
after its first president, Will Hays. The
US's cinema industry is a much loaser
body than in Britain. There are more
independent mowvie theatres, and, if
you're offered nothing but an X-rating
for your film, you can try to sell it to
individual cinemas for general
showing without fear of legal action.
The audiences will, however, be small,
and if you want to put a film out to
general release you will have to cut,
cut, cut, because the US censorship
lobby at the Hays Office is stronger in
its views than our liberal BBFC.

During the British censorship
process a film is taken as a whola
product with soundtrack, music and
image linked. We also have the notion
of artistic expression which the Hays
Office doesn't.

The Hays Office takes a film apart,
counts the number of swear words,
the number of sex scenes and violent
episodes and awards points against
these black spots. For instance, you
will score different points for different
swear words, win more points for
bondage rather than normal sex, and
a note to cut an ir'hpnling whereas a
stabbing may only get you an X-
certificate.

The US censorship process seems
so logical and statistical but your
certificate can also depend on your
prestige as a film maker. Certain
sequences in Steven Spielberg’s
Gremlins should have made it an 18-
equivalent in the US, but it was given
a 15-equivalent. Similarly, Luke
Skywalker's hand amputation in The
Empire Strikes Back should have
picked up an 18-aquivalent. But, the
people involved, Spielberg and Lucas
— and the types of film these features
were meant to be — made sure of the
15-equivalent.

MNeither censorship body deals with
books, plays or even computer
software, but they will look at and
classify any material which is thought
to include violence against women or
animals.

In late 1985 Clement Chambers,
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managing director of CAL, decided to
have his first so-called hormor
computer game, Dracula, classified.
It received a 15-certificate, as did the
Frankenstein follow-up, but when the
Board saw the script and screen shots
for the Jack The Ripper game, it
thought CRL had an 1B-certificate
product.

WITHIN THE LAW

Many members of the press dub
Chambers efforts to get an 18-
certificate as a cheap publicity stunt
to drum up business and draw
youngsters who will even break the
law to see what's inside the gory
packaging.

Clement, however, sees the deal
differently: ‘| only want to obey the law
of the land. The British Board Of Film

Censors is interested in all matters of
censorship. Any game which shows
mutilation, private parts, or private
functions should be censored.
Dracula and Frankenstein got 15-
certificates while Jack The Ripper got
an 18. If it had been in high resolution
we might have had to cut it.

‘We're only following statute and |
think the real criminals are the people
who wouldn't submit if they thought
their product had mutilation in it and
who think we're only doing it for cheap

publicity.’
Chambers also believes there are
some software products which

should have been submitted for
classification to the BBFC. ‘The
controversy started in the early
Eighties with some sex games from a
company called Silver Fox,' he says.
“Then Artic came along with Ship Of
Doom, (a text adventure), where you
could type in RAPE ANDROID and the
game would respond. You had to
know about that response before you
could use it, but it was still there.

‘There are hundreds of games on
the market which could be classified.
Take Outrun (the Christmas arcade
smash from Ocean), there's a woman
thrown out of the car init.’

| asked Clement whether he'd had
any trouble with retailers, particularly
WH Smith, with the Ripper game.
‘We've had no trouble with the shops.
WH Smith are pleased that a piece of
software has been taken so seriously.”

Now, that's odd, because shortly
after my conversation with Clement it
was time for the retailers to have their
say. WH Smith, for instance, decided
not to stock the game because of
some of the screen shots = gory inthe

“Any game
which shows
mutilation, pri-
vate parts, or
private func-
tions should be
censored.”

- Clement
Chambers, CRL

Gruesome images in CAL's
Jack The Ripper resulted in
its baing given an 18-
cartificate

“What | do
object to is
pornographic
software, such
as these strip-
per games.”’
- lan Stewart,
Gremlin
Graphics

extreme — and certain passages inthe
text.

WH Smith's buyers have always
been careful with games they feel are
on the fringes of good taste, and
rightly so. Their customer audience is
wider than any of the other retail
chains and independent retailers.
Anything that is controversial is not
allowed into the stores.

Boots has a similar moral policy and
an even tougher line on technical
excellence. The company also takes
very few adventure games, favouring
arcade and strategy simulations
instead, so the Ripper censorship
issue is not as hot for the company as
it is for WH Smith.

Woolworths has not made a
decision about Jack The Ripper
because its stores stock only the top
20 chart hits and Jack, as an
adventure game, is unlikely to make it
to those heights.

independent dealers, supplied by
distributor Electronic Arts, have the
most to worry about. During initial
release Electronic Arts thought it was
a game in line with Dracula and
Frankenstein and sold it as such. The
packaging looks harmless enough,
but there is that 18-certificate
displayed on the front — which is all
that's required —and any independent
retailer selling it to an under-18 could
face a fine of £2,000.

CHAL's next ‘horror’ release is
Wolfman, which Chambers says is in
line with the old film series. Jack The
Ripper was never a monster in the old
Universal horror film series. Maybe
that's why the game stands out like a
slit throat.

ARCADE VIOLENCE

Adventuras are not the only games 1o
have caused controversy during the
past five years. Arcade games, and
the packaging used to promote them,
have had morally-outraged running
for the Obscene Publications Bill -
which has yet to be fully ratified by
Parliament.

Veterans of the home computer
world will no doubt remember
Domark’s Friday The 13th saga, while
newer citizens may still be surprised
at Death W.sh 3, from Gremlin
Graphics, but the first horror arcade
games were produced in the United
States three years ago.

A company called Wizard Video
Games, from Los Angeles, bought the
rights to Halloween and The Texas
Chainsaw Massacre. The games,
which were little more than stalk and
slash in mazes, had very low
resolution and were only available on
cartridge for the Atari VCS games
console and Sears Video Arcade. That
did not stop angry parents berating
the company for selling uncertified
games to their children which
contained links with two of the most
notorious movies in US film history.

The packaging caused the most
concern about the Wizard video
games and the same held true when,
a year after the US horror launch,
Domark announced Friday The 13th.
The arcade game, in which you have
to stop mass killer Jason from hacking
your high school buddies to bits,
involved no on-screen gore. The
computer graphics were lousy, but
the packaging — which showed a

bloody hockey mask with a knife
through one eyehole — had computer
magazines refusing to carmry the ads or
put the pic on their front covers
{except CRASH). It also had the
retail  stores looking to their
laurels.

Eventually WH Smith and Boots
took the package without afteration
but John Menzies was not so
accommodating. Mark Strachan of
Domark explained: "We had to do a
specially redesigned package for
Menzies before they would take it.

‘Friday The 13th was a reasonably
non-violent game, after all you play
the hero, nat the killer. It was like any
other game, player against the
machine, and in most other arcade
games you've got to shoot
something.’

Domark is unlikely to do anything
like Friday The 13th again, although
Mark thinks the package, with its two
blood capsules, was exciting. You
can take a look for yourself as it is
being rereleased as a budget package
from Prism Leisure — minus the blood.

ARCADE SEX
Mark's also quick to give his views
on computer censorship: 'l think

shops shouldn't stock anything with
an 18-certificate rather than having a
separate shelf for it. But, | also think
general censorship would be bad for
the computer industry. It would be
bad if 75 percent of the games
released were banned.’

lan Stewart of Gremlin Graphics
holds a similar view, aithough he
thinks that it should be up to the
individual software house to draw its
own boundaries of good taste. | think
Clement's 18-certificate is just a
cheap form of promotion. | mean, it
has got everyone talking and writing
about the game, and the magazines
that give it editorial are giving it more
exposure and playing straight into his
hands. There's nothing wrong with
that, though, it's all to do with
marketing.”

Asked about Death Wish 3, which
WH Smith and Boots are stocking, he
replied: ‘Yes, it is a bit gory, isn't it.’
lan is obviously referring to the little
old ladies who you can bazooka into
mounds of blood and the white-
coated ambulance men who cart the
lumps from the street and off the
screen. But, he has no qualms about
the game's UK or export sales. "What
| do object to is pomographic
software, such as these siripper
games.’

However, lan also points out that
sex is being used to sell products:
‘With Barbarian, Palace is selling
Maria Whittacker not the game, but
that's what marketing's all about, and
1 only wish I'd thought of the idea first.'

The big companies, mastheaded by
Ocean, have all used sex to sell duning
the past year — though, | must stress,
not in the pomographic sense, so No
lawsuits please. Ocean's Game Over,
with its picture of the villainess and
her nipple had artists at Newsfield
running for their airbrushes and other
magazines refusing to publish until
thingies were covered up.

Gremlin is also using a covert
sexual angle in its Masters Of The
Universe — The Movie, with Dolph
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Lundgren’s pecs in prime position, as
well as selling the macho image. But,
as lan Stewart sorightly says, it's allin
a day's marketing.

OBSCENE
PUBLICATIONS

When the latest Obscene Publications
Act passes through Parliament such
normal advertising practice as using
nubile young women on ads, book
and in magazines will be
called into gquestion.

The act’s aim is simple. To outlaw
anything which is thought to be
distasteful by a ‘reasonable’ person.
The act will most surely affect
computer games, such as Jack The
Ripper, and Sam Fox's Strip Poker,
but it could also be taken by the likes
of Mary Whitehouse to remove all
manner of products from shops. You
may, for instance, never see another
Stephen King book in WH Smith, not
be able to by Beverly Hills Cop Il aver
the counter because of the strip show
and swearing scenes in it. The same
goes for any other similar products
which involve sex, death, or fighting.
We could end up with a media like that
of Australia a few years ago where
even murder scenes were banned on
TV, and you had to guess when a
person disappeared from a film
whether he had died or had just

A puritan really, novelist
Shaun Hutson doesn't

think computer
games should be
censored

The tasty cover of Shaun
Hutson's Victims — a novel
about a film special effects
make-up man who finds a
psycopath can better his
creations using
siaughtered human

flesh . .

“...iflhad a
kid of 15 'm
not sure I'd
want him to

see some of the

things around.

’'m fairly puri-

tancial really.”

= Shaun Hutson,
novelist

vanished.

The censorship campaigners have
had a wide platform on the media but,
very often, those in the business of
fantasy or horror production, in films,
books, or computer games don't have
thair say. Maybe the attitude — as
shown by the press towards Clement
Chambers and Jack The Ripper — is
that someone who creates fantastic
horrors cannot be in favour of sensible
censorship.

To test the case | went to meet
Shaun Hutson, a horror writer whao's
been labelled The Grand Master Of
Gore and The Emperor Of Excess, in
London.

He's the archetypal lron Maiden
fan, with an incredible sense of
humour —to rival Stephen King's — but
a very logical outlook on life. His views
on censorship are surprising for a 29
year-old who deals in mutilation
during his work day: ‘| do think there
should be censorship in some form
maybe in films, but notin books. To be
quite honest with you, if | had a kid of
15 I'm not sure I'd want him to see
some of the things around. | mean,
have you seen The Untouchables. |
reckon that could have-been an 18
without any problem. I'm fairly
puritancial really.’

He is not, however, in favour of
censoring computer games. ‘With
something like that you need a certain
amount of intelligence to appreciate
it, whereas with TV and film that
interpretation is there whether you like
it or not. So, | certainly wouldn't
censor anything like that.’

AFTER THE MASSACRE

We passed on to the Hungerford and
Bristal massacres and  their
rammifications on the Rambo-type
films and their computer game
conterparts. ‘| feel very, very sorry. It
was terrible what happened, but | just
don't know how they can say it was
because he watched Rambo or it was
because he watched horror films. I'll
tell you one of the maost glaring
examples about Hungerford. Three of
the reasons given for the way that he
(Ryan) was were that as a kid he read
Mein Kampf, went to see Judgement
At Nuremburg and liked horror films. |
mean | did all those things as well.

‘Hungerford was terrible but many
people are just looking for excuses. |
mean the first thing on the front page
of The Daily Mirror today was 'There
was a startling similarity between this
(the Bristol killings) and Hungerford
he liked Rambo films'.’

Wea then talked about the definitions
of horror and thriller fiction where
there seems to be a case that the
moral brigade are looking in the wrong
direction as to what they should
censor. Horror media seek to unsettle,
scare and often repulse. Where's the
killing impulse there? = unless a player
already has an attraction towards
mutilated corpses and goes to the
seamier side of horror to try and fulfill
his baser instincts.

Psychologically, the thrill-a-minute
gun-toting games where the only
mission is to kill, kill, kill are the most
likely to prove harmful, and look at
some of the titles that are included in
that category. Rambo, Miami Vice,
Gunboat, and Renegade.

As Shaun Hutson
fascination with horror
computer games is bass

LT it the

nad fantasy in

1 on a need

for the unknown and for new,
unnatural experiences far as the
‘ordinary’ ple concemed. We

should, rather, be concerned with the

potential mure ws who seek out
such games becaus a need to be
satiated. "Some people may find
something disgust while

people may laugh. A classic exarr
is somebody who falls down
stairs. Now, you know people who
going to laugh, while s
think ‘poor sod’ and go o
they're alright.’

THE FUTURE
PROPOSES

So, it's all a matter of
reaction rather than some |
within a computer game. M would
agree, many not care, wh others
would start to argue against all forms
of violence in entertainment and the
media. But, what's worse, a dead
body in athriller or the blood spattered
bodies wea'r onstantly shown on the
news but no one complains about
because they're real? |
The questions will ga on fc
will the permutations of answe
someonag  will  hay i
eventually on some form of action as
computer games become more
realstic.
Three workable
censorship were put
members of the software indust
while | was preparing this article
first suggestion is in line with the top
shelves of newsagents and video
shaps: put all the contentious games
-~ not necessarily the 18-rated ones
on a separate shell behind the
counter. That puts the onus on the
shop assistant
Alternatively, yo
computer games througt
review body, but that's
none of the people | tal.ed to want
Finally, you
pornographic, homor or gore
games from shops, or
relegate them to place
hire shops w the counter

U could « -,\'.‘11'-,-' all

s0m

could ban all

related
perhaps
such as videc
aff

ire
usually — expert at dealing with
under-agers
From the views exprassed from "the

ban', ‘don't ban’ and ‘don’t care
camps', the answer may lie
somewhere between the suggested
solutions, with some form of
censorship — reliant on producer and
retailer. The system appears to be
forming well enough, with the careful
watchdog eyes of WHSmith and
Boots on the lookout for anything
distasteful — though, no doubt the
censorists will want more

Let me leave you with two pieces of
information, both of which | hope will
encourage a considered and
constructive response from you. In
Germany computer game violence is
banned, as are other forms of fictional
media violence. The same is true of
Australia and the British government
wants a similar form of legislation in
the UK

Since the placement of those acts
the wvioclent crime rates of both
countries have shown no significant
decline.
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MUSIC

WEENY
MEANIE MIDI
MODE

(multi-track home recording)

Man of many parts

second-hand), Mel Crou

(most of them purchased
cher complements the

efforts of Jon Bates by sampling some budget

recording machines

any years ago, in a galaxy far
away, after he had shed his
rocker's leather but before he

had grown his hippy
innocence, a young Mel
Croucher first blundered into the

recording studios; whether it was by
good judgement or unbelievable
ignorance, Mel got involved with the
likes of PAUL SIMON: ‘| paid him
fifteen quid for a two-hour session in
1964, he was crap,’ PINK FLOYD:
we were all student architects,
when Syd Barratt did his pastoral
bit, the Teds began chucking beer
glasses, ' |AN DURY: ‘he used fo go
for physiotherapy with my friend’s
Mum. During ‘Deus’ he couldn't even
light his own fag he was that ill." T

REX: ‘Mark Bolan just sat there, cross
legged, with snot pouring out of his
nase, trying to read a poem about his
dick,' AND THE LEGENDARY ALEXIS
KORNER: 'he knew all there was to
know about music, that's why | lasted
about an hour and a half as a bass
pilayer.'

After 25 years in the music business
you would have thought that a sane
man would have given up, but while
he's still fending off senility (just), we
decided to tap his recording
experience. the only condition is that
he sticks to home cassette recording,
and gets the whole lot down on the
one side of a C-30! take it away
Mel

Mel Croucher taking no
nonsense from a
Vocoder

ifteen minutes? No problem!

Are we on? Right then, ‘The

Definitive Guide Ta Multi-track

Home Recording’, what's the

price limit? €500, are you
kidding? — you don't have to spend
halfthat. Do you know that MICHELLE
SHOCKED laid her first album down
on a Walkman! Do you know that
DAVE STEWART recorded the whole
of the first Eurythmics on a three
hundred quid Teac Portastudio?
What I'm saying is that anyone can
produce an acceptable demo
cassette in the piracy of their own
bedroom. Is this for THE GAMES
MACHINE, yes? Well that's a good
start, the reader is going to be
intelligent, articulate and have access
to some sort of micro, so the chances
are that anyohe who reads this will
know how to link up their computer to
a MIDI or a Casio keyboard or a Sooty
Xylophone, some might even be able
to sing a bit, or play guitar

First write your thrash metal
anthem, or your radio jingle, or
symphony, or answearphone

message, whatever it is you're into
then choose the correct father
someone with the surname Wilde or
Lennon should do. Finally cut your
music down to the bare minimum, you
can always ponce it up afterwards
When you're testing your recorder for
sound level please don't say 'One,

TGM TX DATE:02-8897/116




Two that's what the roadies do
just to make sure they've plugged the
amps in. A test recommended by the

BBC is the phrase, 'Papa had
cornflakes for breakfast’. This lets you
hear if your Ps are popping, Fs are
effing and so on. (Actually, Barry
Norman taught me that, but one s0
hates to be a name dropper, doesn’t
one
Start me at the cheapest end of the
market ar o your price limit;
above that would do well to read
ecialist magazines like Home
io Recording and comb the
ds in the music press and
2 & Mart - they're full of more
i gear at knock-down prices
le that are upgrading to
open-reel machines and digitals. OK,
what's the first ona?
STUDIOMAN (£39)
This is a poxy little machine by
Turmkey; about the size of a small
packet of tampons, with about the
same dynamic range. Lay your riythm
and melodic tracks down on your

computer, or into your keyboard
memory, or record it on your
Walkman, and feed it intoc the
Studioman, which mixes the input

with a ‘live’ track of you singing in the
feeding the budgie your
The bath tub bit can be faked up
h Studioman, as it has a very
reverb unit built into it. | don't
mmend that you use it for
thetic inputs, but it enhances a flat
voice very nicely. When you're happy
h the mix, lay your master tape
ywn on your cassette recorder
PERSUH&L STUDIO (E40)
Walkman-sized answer
tudioman, with a very similar
spec, except the reverb/echo sounds
more realistic to my waxy ears. All
these cheapo machines do is to
provide the sort of ping-pong effect
that certain tape recorders have built-
in. You build up tracks by bouncing a

mix and adding to the result time after
time. Trouble is every time you
bounce, your earlier tracks will

degrade and the tape hiss will build
up. That's what | mean about keeping
your ideas to a minimum,

POCKET STUDIO

(Arbiter £99)

| don't n:dll‘,f see the purpose of this
machine. It's simply a Studioman with

cassette recorder glued to it. If
you're going to spend a hundred quid
you may as well buy a half-decent
mixer/fader and a cheap Walkman
and plug them into your existing
cassette player. That would give you

much more flexibility. You can get
some excellent echo effects and
phasing just by rerecording your

music alongside itself, with a slight
delay between the two tracks. The
pocket studio I8 a compromise
machine. | don't like compromises.
VESTAFIRE MR-30 (£225)
Aaah! Take it away! Pass me the
garlic! This is the cheapest 4-track on
the market as far as | know, and it's
about as useful as a chocolate kettle.
There's some sort of a fixed routing
system which ... nah, don't bother
get it out of here!

FOSTEX X-15 (£299)

Great! The ZX Spectrum of 4-track
recording, make that the ZX-81, you
can play football with it and it will work,

(the last sentence is not applicable
under the Trades Description Act). An
inspired piece of kit, see, about the
size of a paperback book, battery
powered and a doddle to use.
Remember those Grafpads you used
to get for jotting down pixel graphics?
It's like that, an instant musical
notepad. You can only use two of the
mixer inputs at a time, but the quality
is superb, not bad for a Dolby-B.
Definitely my best buy for under three
hundred quid, and because they're so
robust, second-hand cheapos are not
to be missed
VESTAFIRE MR-10 (£320)
Hmm. This one does everything that
the X-15 can do, and it has stereo
ar, or record deck,
mean, that might
ncourage people to sample
copyright materiall | suppose it's
useful if you've got these prerecorded
backing tracks, and you want to add
YO stuff over the top, but | don't
saa the fun in that, and besides, you
may as well use a far cheaper system
No, I'll stick with the Fostex X-15.
TEAC PORTA 05
(Tascam, £329)

| used to have a mobile toilet called a
Porta-05, when | lived in a caravan,
but don't let that put you off. Tascam
machines are bioody marvellous!
They invented the portable studio as
far as I'm concerned. The main thing
about this 4-track model is that it can
play standard cassettes, | mean at

inputs for a CD play
ot

golly, |

normal speed and with a traditional
stereo format. With most other
portables of this standard you get

one-side-only recording, that is to say
all ir tracks banged down in the
same direction, and the cassetie
flashing through at double speed. If
you're inta MIDI, this has got to be the
one, the synchronisation is as near as
J can get to error-free, and they've
uded a DBX noise reduction unit.
Some people will tell you that DBX
mucksupy mputer's sync code,

but I've never found that a problem a
long as you record your MIDI s
completely flat, Leave all your
and effects controls set to zero
this machine they've

tone

On
solved the
problem by including a special syng

socket, and all the
frequencies that normally confuse
your computer get filtered out. What's
more, each of the four channels |
got its own effects control, 50 you ¢
start up each track at any stage
recording, and not just when W
ready to master. The dinky little LED
console is practically proof
Yeah, if | had to choose a hine for
my desert island, this would be it
POSTEX X-30 (£340)
I've got a Fostex B-track system at
for my demos, and | love it,
| have to admit that | was disappointea
with the sound quality of this 4-track
especially as it weighs in as more
expensive than the Tascam. | have an
idea that the designers went in for
9-‘.'5.'|{-! over content with this one,. Just
look at it! Horrible! Control knobs like
some sort of an ant deco suspender
belt, rlrm:‘l Thnwfly tr r\pnnmr g controls
O LJr]lH[] with the
works
immedch

garbage

Also
stan (Iarr'l speed, 50 \-uL
e a lot of quality th

you're pl wing :.llll yourself b i
ocked doors, but if you are part of a
string quartet, two of you are going to
have to fake it up. In other words,
useless for live recordings. On ]
plus side, banging in FSK time dduu
zan be done via a Sync input, |

the backside. The manual is
terrible about this, but | think it r
that you lose everything on track Fu Ir
for the priviege of communica
with your computer. Finally, noba
option, only a mains adaptor, which is
stupid for anyone whao's ever tried to
record in a garage without a
point, or in the street t
sound effects. In a word,

shove it'

“ . .. chances

are that anyone

who reads this

will know how

to link up their

computer to a
MIDI .

MASTER
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“ . .. dont
expect to be
able to afford

to go digital for

a long time
,?.i?f"'_i

TECZO

have to I it the !
TEAC PORTA-ONE
(Tascam, £499)
The only advantage that about interfacing w
1 THE i ANE £ i
" ¢ computer as a MIDI cont
a the TASCAM PORTA- ¥ P
Eq for each channel. This means that cls filter @ives V' error ‘I---- charts. All you have to do
Jou can record your MID (or FSK or synchronisation, aven when you use p s o
[ ]
MACHINE MANUFACTURER PRICE SOUND EASE OF VALUE FOR
R QUALITIES USE MONEY
udioman . Turnkey £39 * * *
Personal Studio Voice Over £40 * % * * &
Pocket Studio Arbiter £99 * * o *
|
MR-30 VestaFire £225 * * &
X-15 Fostex £299 * ok ok ok * ok ok ok * ok ok ok
‘H;!Fl-‘l'l:l Vestafire £320 * ko * ok ok * * ok
x?;a-os Tascam £329 ok ok ok ok ok ok ok ok ok
Fostex £340 * ok ok * & * kW
:14 Teczon £439 ok ok ok - * %
'orta-One Tascam £449 oo A L * *

N 4X4 (£438)
a machine, Horrible to loo
tracks are perm

MULTITRACKER

pitch control to

X30
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Introducing four pages of great mail order

shopping for your home entertainment. Allthe

software you could want, plus joysticks, con-

soles and clothing make this a selection worth

browsing through! Check out our special

offers for those extra savings and remen!ber,
all prices include VAT and postage & packing.

LED LIGHTS FOR
ELECTRONIC TUNING

PERMANENT ADJUSTING KNOB

ACHIEVES 100% LOADING SUCCESS EVEN ON THE MOST
OBSTINATE TAPES

LOAD IT GIVES YOU:

= 100% LOADING SUCCESS

u PERMANENT HEAD ALIGNMENT ADJUSTMENT

= LED LIGHTS FOR EASY TUNING TO OPTIMUM SIGNAL

= GUARANTEED FOR ONE YEAR

APPROVED BY COMMODORE AND LEADING SOFTWARE HOUSES

YOURS EXCLUSIVELY FROM TQMFOR ONLY

£39.99

INGP+P

8 Please send me a LOAD IT cassette deck as fast as you can! | have §
a HMMMWQWMMMI
1 made payable to Lid.

4

Postcode

) BT s,
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TGM COVERS  [icscelvoeu
One day they'll ban dust, but in 500 £6.00

the meantime it's one of the Atari 520 ST £6.00
blggongt gnﬂa ketybuwd_:ﬂﬂars Mﬂrg PC 8256 Set
around. But don't worry! We've Keyboard and
had some super quality covers %i‘ﬂﬂ R

ERR PN

SHOPPING

Fulf colour i
available in twa :F ab;f"m e
and tre, Large. 509
Cotton and 509 Polyester

1

JOYSTICKS GALORE

Don't let those aliens get at you - tool up with a brand
new joystick from our selection to suit all needs

KONIX
SPEEDKING

The joystick that actually
fits your hand, with a fire
butfon angied for your
trigger finger to ensure
accurate high-speed
action. Sold steel break-
proof shaft with neat
clicking sound for every
precision move yL'JU
make.

Normal price £11.99 - OUR PRICE £10.99

TERMINATOR

Built like a hand grenade
and just as lethal in action,
this totafly new Danish
design packs top quality
micro switches for top-
notch control and kool
high-scores.

Normally £19.95 - TGM PRICE £14.95!

Two winners from Euromax . . .

EUROMAX
PROFESSIONAL
STANDARD

High durability, rapid
response and ultra sensi-
tive movement accuracy
from this advanced
ergonomic design.ldeal
for left or right hand play.
1.5m cord

£15.95

EUROMAX
PROFESSIONAL
AUTOFIRE

All the guality of the stan-
dard, with the added
bonus of the Auto Fire
Option for when the going
ets tough!
18.95

For Amstrad owners

EUROMAX JOYSTICK
AUTOFIRE INTERFACE

Specially made for the
Amstrad 464, 664 and
6128, this interface pre-
vents continuous use of
Autofire Joysticks caus-
ing equipment malkfunc-
tion.

£5.95

Score like a pro with Dynamics!

COMPETITION
PRO 5000 (Normal)

Features arcade quality
microswitches, dual fire
buttons, robust steel
shaft and rubber return
for smooth control and
longer life. Extra long
1.5m cord.

Normally £14.95 - TGM
Price £13.50

COMPETITION
PRO 5000 (Clear)

The designer joystick has
arrived! All the features of
the Normal PRO 5000 but
with the added thrill of its
unigue see-through cas-
ing which offers a tantalis-
ing peek at the hi-tech
innards.

MNormal price £15.85 -
Our price £14.00

Ultimate cursor control wiz zee
EUROMAX
WIZ CARD

This neat little box of
tricks offers two fire but-
tons and left or right hand
B8-way directional control
through hypersensitive
graphite contacts with
minimised moving parts
for added durability.
£4.95

PLEASE NOTE: JOYSTICKS AND DISKS ONLY AVAILA-
BLE IN UK AND EIRE!




Interactive Video Entertainment with

THE SEGA MASTERSYSTEM

Put an arcade machine in your living room with this great new
extra to your exsisting computer. It's the ideal gift for yourself
or a friend, and the collection of games cartridges is growing
steadily!

Sega Master System: The complete and ready to use system. All
you need is a TV. Package includes games console (to run card or
cartridge, a free copy of the hit arcade %ms Hang On, 2 control
pads, a TV aerial fixture tolet you watch TV even when the console's
still connected and a 3-pin plug already fitted. Plus a built-in mystery
me!
89.95

SegalLight Phaser: Take aim and fire at your target with ease and

accuracy. Comes with free game, Marksman Shooting/Trap Shoot-
ing.
£44.95

3-D VISOR GLASSES :
Glasses plug into the card port — and you get extra realism when
playlngathe special 3-D games!

World Grand Prix

AND THE GAMES 2.0

@ Ninja
CARTRIDGES!  [reNna
Mega Cartridges - all at Pro Wrestling
£19 Wonder Boy

: Quartet

Choplifter Fantasy Zone

Enduro Racer

Alex Kidd in Miracle World
Zillion
Secret Command

Sega Cards - all at £14.95

Super Tennis
F-16 Fighter
Ghost House
TransBot

My Hero

Two-Mega Cartridges with
twice the power - all at
£24.95

Space Harrier

Rocky
Qutrun

Mega Cartridges for the
Light Phaser at £19.95 each

Shooting Gallery
Gangster Town

3-D Games (only for use with
glasses) - £24.95 each

Missile Defense 3-D

Zaxxon 3-D
"lﬂ”ﬁﬂ MHE Duck H ?ﬁam S SROp
(V] 5
'E“mmalnﬂl:‘om SYSTEM Wild Gun ';"'“” £28.50 R.0.B. only Games
Enjoy the amazing 52 colour graphics and arcade Iityno;ﬂ Hogans Alley £28.50 Stack Up £31.50
n-op arc

of this great new system from the top makers of
machines!

Nintendo brings you the control deck, mains transformer, two hand
controls, and one free SuparManoBrosGamePnk-onlylnn.nl

Super Nintendo Delux also gives you the amazing Zapper Gun,
whnchbtsymshoatmowngtamstsm screen from up to 16ft, and
your very own Robotic Operating uddyfRO B] plus two free

gasmes, Gyromite and Duck Hunl All for E18

Or choose to complete your set in stages:
ZagperG n at £19.99
R.O.B tE:MQQ

And now for a selection of games
Wrecking Crew £28.50

Excite Bike £28.50

Mach Rider £28.50

Kung Fu £19.99

Urban Champion £19.99
Super Mario Bros £19.99
Donkey Kong £19.50

Popeye £19

Please note that Games Consoles and Cartridges are only avail-
able for the UK. Also Cartridges and Hardware are NOT
included in our Special Software Discount Offer elsewhere on
these pages!
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UMS (Rainbird)

Platoon [Ocean) Jinxter (Rainbird)|

Terramex (Grand Slam| ~ Match Day Hl (Ocean)

Hunter’s Moon [Thalamus| Gryzor (Imagine)

Flying Shark (Firebird) Eco (Ocean|

Dan Dare ll |Virgin) Test Drive [Electronic Arts)

Bone Cruncher (Superior] Action Fighter (Sega)

Garfield (The Edge) Secret Command (Sega)

Crazy Cars (Entertainment International)
THE_ ‘Eﬁ CHOICE:
?gmrmmmﬁ
m COMMODORE C54/C1.28,

ANSTRAD CPC. MK L ATARIST, AMIGA 18M PC/

9.95 ‘,‘95 2.00 Write required game(s) on order list
999 7.99 2,00 Check in review or ad for correct recommended
1292 104V & 0 | Lok up special offer price and write on order form
1495 1195 30U | poottorget to fil in boxes indicating computer
1995 1595 4.00 | format and media type!
2300 1540 4.60 mmmra;!andencfwemuearpﬁmwﬁ
2495 1995 500 ﬁﬂmﬁﬁgmﬁaﬁfﬁemﬁgﬁ
2895 2315 580 | REMEMBER: incomplete order forms il be
2995 7395 .00 mr?gcm?{ammammmmm
3495 9795 700 | Ol ing 0584) 5520 b doutt
RAN PRICES VALID FOR
BUDGETRANGE...| mestunlt,,,

5 FOR OVERSEAS ORDERS
wﬁw;%gnm PLEASE ADD £2.00
Am”r’n?-n Mvmarf?:'.m PER ITEM FOR AIR MAIL
JUST FILL IN THE NAME AND PUBLISHER OF THE |  DIELIVERY
FOUR GAMES REQUIRED AND THE PAYMENT
TOTAL OF £5 97/E8.97 (DON'T USE THE OFFER
PRICE TABLE] Wﬂ

| pmdlﬁ
Not all
(Goods
Customer®

The Special Software Discount Offer Prices do not apply to
mmWhhmMmm
they include Cartridges, blank disks or any hardware

PLEASE DEBIT MY VISA/ACCESS ACCOUNT £ ! ]

I wish to pay by Visa/Access (delete as applicabls)

Expiry Date

rl::.harm My Account No:
TS 58 150 O
SEND THIS FORM TO

TGM SHOPPING, PO BOX 20, LUDLOW,
SHROPSHIRE SY8 1DB

: Please note that Hardware, Consoles and
1 Cartridges are available in the UK only

listed.

= e o e "
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in the last of their articles starring computer
technology in film, Martyn Lester and Martin
Coxhead don sterile gloves for some gory bio-

micro-chip surgery.

This month we look at both cyborgs and androids in movies and
on video, and again some definitions have to be established.
For our purposes an android is a purely robotic creation which
is meant to pass as a human, while a cyborg is part-organic and
part-mechanical. The Oxford English Dictionary might not
agree, but we're writing this — so there!

he cyborg idea forms the basis

of the current international box-

office hit, Paul Verhoven's

Robocop — a violent, thrilling

and often blackly funny look at
law enforcement in the future.
Directed with an eye for violent action
and stylish design, the plot is set at
the turn of the century, where the
Detroit police force is about to come
under private owenership. The first
plan is to have hulking robots,
codenamed ED-209, as the police on
the streets, but the idea gets put on a
back bumer after a prototype blasts
one of the multi-national’s executives
to death while malfunctioning.

The altermative plan is used: to
encase what is left of a wounded
officer in an armoured mechanical
suit, computers interfacing with what
is left of his pared-down brain. When
a young cop called Murphy (Peter
Wellar — also seen in the excellent and
off-beat The Adventures OFf Buckaroo
Banzai) is blown to bits by a gang of
cop-killers, it is the perfect
opportunity to try out the Robocop
project.

The movie is truly entertaining,
while offering some witty asides about
the perceived society of the future.
Two ex-Presidents are killed when an
orbiting peace platform goes berserk
and strafes Santa Barbara with lasers,
and the TV commercials of the future
offer the latest in  mechanical
replacement hearts, including a
Yamaha sports model.

On a technical level the film is
exemplary, from the Rob Bottin-
designed Robocop armour to Phil
Tippett's stop-motion animation of
the ED-209 robots. Director Verhoven
throws in advanced technology
subtly, rather than making it too
upfront. CD Video is used to deliver a
death threat via an assassin, who
happens to tote a hand grenade with
an inset LCD timer.

The performances also work,
including Nancy Allen as Murphy's ex-
partner, who realises just who it is
under the metallic helmeat, and Weller
himself, slowly regaining his memory
and trying to re-astablish his own
humanity. In all, and understandably a

smash, although the violence
sometimes truly upsetting.

TERMINATE FOR THE
FUTURE

Ever mindful to spot a trend, Italian
producer Fabrizio De Angelis, maker
of the Bronx Warriors movies, is
currently preparing Cy-Warriors
Special Combat Force, which he
admits to be a Robocop imitation

Rather less humane than Weller's
Murphy was Armold Schwartzenagger
in another cyborg hit of a couple of
years back — The Terminator (Rank
Video), a clever and breakneck SF
tale directed by James Cameron, who
went on to direct Alens (CBS/Fox
Videao).

Cameron’s plot broke the accepted
rules of time-travel by having a cyborg
travel from a future time where robots
rule in order to kill the woman whose
son, should he be born, would lead
the uprising against the robotic
dictators. If you think about it long
enough there's a definite flaw in there
somewhere

A soldier from the future in the form
of Michael Biehn follows Big Armie
back to 1986 in order to save the
woman = played by Linda Hamilton -
but the battle against the seemingly
indestructable future warrior is a
tough ona

Again pace and action carried the
film through the gaps in the logic of
the script, and running jokes with the
Terminator's computerised, data-
filled point-of-view (ie written VYDU-
style options superimposed over his
own visual images of bhis
surroundings} and his running repairs
to himseif added the levity the movie
neaded.

Interestingly Stan Winston's
running repair special effects were
repeated almost shot for shot by
ltalian technician Sergio Stivaletti in
Fists Of Steel/ (Vestron Video). a
surprisingly intelligent little tale known
in some countries as Atomic Cyborg

Here Daniel Green played the
cyborg, Paco Quertak, created for a
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VIDEO

political assassination, but who goes
haywire. Director Martin Dolman
(Sergio De Martino) raised some
interesting ideas about a cyborg's
dentity (would it remember its human
origins ?) before settling for afinal laser
shoot-'em-up

De Martino, again under his Dolman
disguise, all offered us the odd cyborg
or two in his extravagantly named
2019 — After The Fall Of New York
(VTC Video) a post-apocalypse
thriller with a lone fighter called
Parsifal (Michael Sopkir) fighting a
cyborg regime in order to find the last
fertiie woman on Earth. Still, it was
fun

VILLAINS AND HEROES

Cyborgs in the movies usually turn out
to be untrustworthy. Take your eyes
off them for a moment and they'll
defect

Action star Robert Ginty finds this
to his cost when terrorist Sandhal
Bergman is reconstructed with robot
parts in Retaliator (Imperial). Saved
from the dead in order to work for the
power of good, she soon turns out to
be even meaner than ever

Occasionally they see the light, as
n The Humanoid (RCA/Columbia)
where Bond moaovie star Richard Keil is
a space pilot, robotised by the
baddies, who switches to the aid of a
little lad and his dog.

Wes Craven, director of the
excellent Nightmare On Elm Strest
(CBS/Fox Video), rather blotted his
copybook with Deadly Friend
(Warner Home Videa), a limp tale of
a boy genius reviving his dead
girlfriend with a robatic brain implant
in order that she can get revenge on
the father who abused her.

Apart from the fact that she looks
like an extra from Night Of The Living
Dead, nobody seems to notice
anything different about her.
Occasionally hilariously inept, the film
proves that Craven should stick to the
Elm Street vicinity and not dabble in
semi-necrophilic teen-love stories.

Michaei Ironside made a
memorable villain in Spacehunter
{(RCA/Columbia), playing Overdog
McNab, a cyborg pitched against the
heroic Peter Strauss. McNab was
virtually a prisoner in a large metalic
web of hoses and pipes, but
Ironside’s snarling presence was
memorable as was David Warner as
The Evil One in Time Bandits (Thorn
EMI Video), the Devil in disguise, and
having such handy qualities as
whirling blades which emerged from
his head

Other cyborg oddities have
included Ming The Merciless's
minions in the Dino De Laurentiis
version of Flash Gordon (Thorn EMI),
Michael Rennie in the very low-budget
Cyborg 2069, Katherine Ross and the
secret of Ira Levin's The Stepford
Wives (VCL Video) and the lead
character in the hit D.A.R.Y.L. (RCAS
Columbia), the acronym standing for
Data Analysing Robotic Youth
Lifeform. Here a young boy with
amnesia astounds his foster parents
and friends with his strange abilities —
he tumns out to have a computer for a
brain. Scientists are looking for their
ost creation to dissect him, but Dary!
has developed into a virtual human.

TERMINATOR

. the Ter-
minator’s com-
puterised,
data-filled
point-of-view
added the lev-
ity the movie

Possibly the
most imagina-
tive idea of
organic/
mechanical
mayhem came
in the Dutch
thriller The

Even Darth Vader of the Star Wars
series (CBS/Fox Video) was a
cyborg, being hooked into that
curious breathing apparatus.

CHEAPOBORGS

Low-budget king Roger Corman
introduced a few man/machine
combinations into his enjoyable Battle
Beyond The Stars (Warner Home
Video) while the heir apparent to his
thrane, Charles Band, has had a few
brushes with the subject in several of
his Empire and Wizard productions.
The best was the very entertaining
Eliminators  (Entertainment In
Videao), in which Patrick Reynolds
gave a very good performance as the
Mandroid, a man/machine, heavily
armed and complete with a tank track
base should the going get rough.

He escapes from mad scientist Roy
Dotrice and with three companions -
a scientist (Denise Crosby from Star
Trek — The Next Generation), an
adventurer (Andrew Prine coming
over like a low-life Indiana Jones) and
a Ninja (Conan Lee . . . honest)—and
they set out to stop Dot[ice's mad

scheme. Very much live-action comic
book, it's a delight — highly
recommended.

A villainous cyborg also featured in
Metalstorm — The Destruction Of
Jared Syn (Entertainment In Video),
a space opera directed by Band
himself, which was bearable in
cinema 3-D but just mundane in 2-D
video, Although called mutants,
cyborgs were the villain in Mufant
Hunt (Entertainment In Video) from
Band's subsidiary Wizard
Productions. Some good Ed French
‘melting' effects aside, it was dross.

Sounding interesting is Robojox,
believed to be Band's Dbiggest-
budgeted production yet (which may
not be saying much), which shows a
time when wars are fought by having
each nation's supreme champions
hattle each other in massive
Transformer-style robots, controlled
from within.

Although it has been completed for
soma time now, Robojox has yet to be
released anywhere in the world, but
the direction presence of Stuart
Gordon (maker of Re-animator, From
Beyond and Dolfs) is reassuring.

Possibly the most imaginative idea
of organic/mechanical mayhem came
in the Dutch thriller The Lift (Warner
Home Video), where the menace was

an office block lift that seemingly had
a mind of its own, trapping and
suffocating passengers and luring
blind men down the shaft. Director
Dick Maas resolved the tale by having
the fiend exposed as organic memory
chips in the lift's control system which
had developed a form of intelligence
and turned against man
Intriguing

DISGUSTING DALEKS

TV cyborgs have been relatively
plentiful ¥ not always obviously
apparent. Dr Who's Daleks were reatly
cyborgs, their rather disgusting forms
- resembling animated spaghetti
Bolognaise — inside the cybernetic
shell. We still remember the outcry in
the early Sixties when all taste was
thrown to the wind in The Ewil Of The
Daleks series, where the finale was an
epic of the Daleks bursting and
showering everywhere. The BBC
switchboard was jammed with
calls .

The series also gave us the Autons,
sinister looking cyborgs disguised as
tailor's dummies. If we remember
rightly they also had, in the same
series, plastic daffodils which sprayed
your face with poison

One of the most memorable, and
recurrent, foes of The Avengers were
the Cybernauts, who appeared in at
least three episodes, including the
revived New Avengers, while on the
side of the good guys were Lee Majors
and Lindsay Wagner as The Six Million
Dollar Man and The Bionic Woman.
Available on video are the original TV
pilot for The Six Million Dollar Man and
The Return Of The Six Million Dollar
Man And The Bionic Woman (CIC
Video), the title of which says it all.
The end of this sees Steve Austin's
son in his dad's heroic mould after
being mangled in a car crash and
bionically patched up. So far the
series has not been taken up in the
us.

Even the martial arts genre has
given us an offering with Bionic Ninja

(VPD).

ANDROID TOO

Androids have generally had a lower
profile in the cinema, although
theoratically they are much simpler to
portray. No complicated make ups -
just say in the script that the guy is an
android and the audience will believe
yOu.

A naive switch of character came in
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VIDEO

the Allen/Aliens pairing (CBS/Fox
Video). In the original, lan Holm was
Ash, the member of the spaceship
crew who was a little different from
the others. When Riplay (Sigourney
Weaver) discovers that Ash's purpose
ure that the Nostromo picks
Alien of the title, she's nearly
her pains. Yaphet Kotto
by beaning Ash with a
sher taking his head off
ng him as a droid

e return bout, 57
perturb
ance Hendriksen) is
aithough he prefers
salf an ‘artificial human'. By
finale, Bish s the hero
Hendriksen gives a very
mance, in a very subtle
like make-up, anc
nse of near innocence. A
cate performance in a

zars later

d to find

situation in which acting was
gsecondary 1o the frights and tension
Another Interesting

came from Don
yr as Max 404, the title character

Aaron Lipstadt's Android (AFE

Video) a fascinatingly clever
independent production featunng
in most

of his
: a robotic
g afemale

arformances as

WOTKING ON Cres

android. Max 404 is fascinated with
the details of life on Earth, having
| never left Kinski's space station, and
the chance to escape comes when
three interstellar freighter robbers
arrive on the station while on the run
Lipstadt's film is fast-spaced, good-
looking and actually quite charming
with Opper's performance being
meamorable. Interestingly Opper, who
co-wrote the movie, isn't credited on

1]

the cast list. Max 404 is designated as
being played by 'Himself’

MAKING A MAN

Androids were the potential source of
amusement in Michael Crichton's
Westw (MGM/UA) where
androids took over from Redcoats as
the entertainers at the Theme Park of
the future. Choose from Roman
World, Medieval World or Western

World. Everything seems fine to
itioneers James Brolin and
ard Benjamin, but when a

tion sets the robots against

the humans —especially in the form of
android Wild West gunman Yul
Brynner, slyly sending up his

Magnificent Seven role — the action
starts.

A sequel, Future World (Video
Collection), with Peter Fonda and
Blythe Danner, was also interesting
putting forward the androids in a
political takeover conspiracy headed
by Arthur Hill.

Inthe classic SF movie, Fritz Lang's
Metropolis, the mad scientist
Rotwang makes an android who will
lead the masses against their
masters, Interestingly the movie is
available in two versions — the original
1926 print  on Thomm EMI

INNERSPACE

accompanied by a piano score, or on
Vestron disco composer Georgio
Moroder's adaptation, incorporating
a lot of footage previously believed
lost and with a new soundtrack
ncluding songs from Bonnie Tyler,
Freddie Mercury and Jon Anderson
To be released later in the year is
Making Mr Right, directed by Susan
Siedlemann (Smithereens,
Desperately Susan), a

Seeking

romantic comedy in which scientist
Anne Mri(_lnli.‘_%(_ll'l creates an android
for a space flight. Inevitably she falls
far him, and ends up with an awkward
choice. Complete the and
send him into space, or make him a
permanent lover?

The Mr Right of the titie is played by
John Malkovich, the quirky actor from
Eleni, The Killing Fiefds and Empire Of
The Sun, and whose performance has
garnered a lot of praise. We
see it around June

HIU'!?‘y Scott's Bilaok Runner
(Warner Home Video) brings u
whole new sub-division — Replican
These are seemingly organic psua
humans whose exis CE can only be
detected by intricate psychologica
tests. Shedding the clean nage
Harrison Ford played Rick Deckard, a
Chandieresque private eye on the trail
of some escaped Replicants
including Daryl Hannah anc
Cassidy and led by Rutger
(from Ladyhawke and Wanted
Or Alive). The style and vis
of the film was superb, a
strong Vangehs score,
imerferance including

MISSE0n

Joanna
mauear
Dead
11 Impact

a by a

but  studio

majonr

recutting and the addition of a limg
voiCe-over, undermmnad the affect of
the mowvie.

Androids are few on the c:
tube, the only notable example
the android butler in the Kid's

Luna, whose eccentric speeact
patterns were amusing
Totally forgettable was the

mercifully short-lived US ernes
Holmes And Yoyo, taking the basic
concept of Isaac Asimov's The Caves
Of Steel by having a human cop paired
with an android

It was meant to be a comedy

It was grim

PROSTHETICS

here seems to be one indespensible prosthetic used
when the scriptwriters on a production either run out of
ideas or want to make their baddie even badder — the
multi-purpose and very deadly false hand,

Joseph Wiseman as Dr No (Warner Home Video)
merely had two solid black ones, handy for hitting people, but
James Bond's adversary eight years later in Live And Let Die
{(Warner Home Video) had a large, stabbing mechanical claw,
Tee Hee, played by Julius Harris, was a baddie played with
manic glee and a terrible taste in suits,

Roman Geer in the aforementioned 2019 also had a claw,
useful for putting out eyes, while Chuck Conners in 99 And
44/100% Dead (CBS/Fox Video) — unsurprisingly also known
under the less cumbersome title Call Harry Crown — was Claw
Zuckerman, with an appendage onto which many attachments
could fit, including a corkscrew, a cleaver and, for those
intimate evenings at home, a cat o'nine tails.

Director John Landis took this idea to its zany conclusion
with his Oriental megalomaniac in Kentucky Fried Movie
(Replay Video). Based on the similarly-sequipped Han in Bruce
Lee's Enter The (Wamer Home Video), Landis's
despot has a vibrator nad electric toothbrush attachment for
his false hand, a joke ripped-off for Jog Dante's current
Innerspace

A bionic arm was one kid's weaponry in Joe D'Amato’s Mad
Max rip-off Exterminators Of The Year 3000 (Medusa), very
handy for lobbing rocks at the speed of sound.

But the last word belongs to Charles Band, whose Infinity
Pictures arm makes even lower budget movies than either
Empire or Wizard. In Maximum Thrust (unseen in this country
and unlikely to be so either), the hero is a spy who has weapons
built directly into him — gun barrels and rockets built into his
fingers, toes, elbows, etc. Conseguently, when he is
ambushed by a horde of bad guys in the gents, we suddenly
find out where they put the machine gun . . .
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\ COMPETITION

ANY PORSCHE IN
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WIN!

Fancy yourself behind the wheel of a
Porsche? Who doesn't?

Suitably inspired by Electronic
Arts's posh car driving simulator Test
Drive (the review's on page 42), we
are offering as a purring first prize in
this cruising competition a Porsche
911 Turbo. Sadly neither Electronic
Arts nor THE GAMES MACHINE (even
combined!) could actually afford areal
Porsche to give away, S0 we got the
very next best thing... well, not
quite; the VERY next best thing would
probably be a Lotus Esprit or an Aston
Martin DB6. But, though it is a little
smaller and not perhaps quite as fast
as the real thing, it is nevertheless a
Porsche — a radio-controlled model
which lets you do nearly everything
the real car will except sitinit, Oh, and
it isn't a German Porsche, this one's
from Japan.

From the neat radio remote unit you
can control the car in two forward
speeds and one reverse. The
headlamps operate, and in turbo-

TEST DRIVE is
available for
AMIGA
CBM 64/128
Cassette
and Disk)
ATARI ST
PC

Plus 25 copies of TEST DRIVE from Electronic Arts

mode the roof fips up to reveal
flashing red lights and a police siren
sounds.

And it doesn't end there. For a
second prize there's another radio-
controlled, silver replica of a Porsche
959 with working headlamps. We
couldn’'t photograph it because
before the session, it turned left at the
junction and hasn't been seen since.
We will get it back in time though!

To each of the 25 runners up
Electronic Arts are giving away a
copy Test Drive. Check out the list of
formats Test Drive is available for and
let us know the make of your
computer. To have a chance of
winning these great prizes you must
correctly answer the seven motoring
questions set out below. Send your
entry complete with your name,
address and computer (state disk or
cassefte where applicable) on a

ostcard or sealed down envelope to:
PORSCHE COMPETITION, THE
GAMES MACHINE, PO Box 10,

TWO RADIO-CONTROLLED PORSCHES TO

Ludiow SY8 1DB to arrive no later
than February 18. First correct
answers drawn win, and our standard
competition rules apply — if you are in
any doubt, check out the details in the
masthead.

1) In what make of car was Mrs
James Bond killed?

2) What was the name of the
famous vintage car which
successfully finished the London
to Brighton run thanks to
Kenneth Moore and Co?

3) Inwhat make of car was the gold
stolen via the sewage system in
the film ltalian Job?

4) Who won the 1987 RAC rally?

5) What was the name of the very
special car that Mike Mercury
used to pilot?

6) On acar, what do the letters GT
stand for?

7) On some makes of car, what
does the name Ghia come from?

L
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THE GAMES MACHINE SUBSCRIPTION FORM

[
[ ]
| |
| would like to subscribe to 12 issues of THE GAMES MACHINE '
commencing with Issue Three (on sale 21 January 1988) at the price
of £18 (post included — UK only), or £25 (Continental Europe and '
|
|
Ll
[ ]
1

Overseas post included), and receive my FREE Euromax Wizcard
controller.

POBICOOB ... ovnsisbairmain s e LR R P b B e TR 1
Payment must be by cheque or postal order made payable to Newsfield
Limited, or by credit card as below. Please tick the appropriate box . .

llenclose £18.00  []lenclose £25.00
| | would like to pay by credit card.

PLEASE DEBIT MY VISA/ACCESS ACCOUNT £ ' ]

| wish to pay by Visa/Access (delete as applicable)

Signature
Please Charge My Account No:

51110 57 4 O M 0 N D O O O

Wizcards will be despatched as soon after receipt of your order as possible, but
please allow up 1o 28 days. Enquiries: either write to the address below or phone
{0584) 5852. Offer closas on 28 February 1988.

[ ]
THE GAMES MACHINE SUBSCRIPTIONS, PO ,

naw an 1 1IININMA cUDNDCUHIRE SYAR 1NAR 1

Expiry Date
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SUBSCRIBE FOR 12 ISSUES
“““ NOW, AND GET

THIS EUROMAX
CONTROLLER
ABSOLUTELY FREE!

A normal subscription to THE GAMES
MACHINE costs £18 for 12 issues
(post included) in the UK and £25 for
abroad (Continental post and
Overseas sea mail included). But
using the form below, you can receive
a Euromax Wizcard (worth £4.95)
free as part of the full subscription
price. The main advantage, apart from
the free gift, is that you will never miss
an issue of THE GAMES MACHINE,
and as each subscriber gets sent their
copy direct from the printers, you
should receive yours each month
ahead of its appearance in the shops
{subject to normal postal conditions).

Euromax are internationally
renowned for their large range of

joysticks and controllers, and the
Wizcard is one of the neatest
Measuring a mere twelve centimetres
by six, and only 15 millimetres deep, it
is an unobtrusive and easily hand-
held controller suitable for any
rmachine. Wizcard has a unige B-way
rocker cursor control for left- or right-
handed users. There are two trigger
buttons, and the hyper sensitive
graphite contacts ensure positive
connections. It is ergonomically
designed for comfortable use, and
with a minimum of moving parts is
sure to have good durability. It's also
guaranteed for up to six months.
Normally £4.95, the Wizcard is free
with all subscriptions to THE GAMES
MACHINE using the form




MUSIC

HOW TAPELESS
CAN YOU GET?
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If you're semi-serious about setting up a studio at home or an
area where you can mess around with music if you like, it would
be to your advantage to know where to start. This is not a Best
Buy guide but a plethora of hopefully useful advice, much of it
gained by having gone through the hoop of acquiring equipment
and software to set up two such places, one at home and the
other at a local college. The last issue considered the multo
expensivo Fairlight. Not as a buyers’ guide but as an example
of state-of-the-art. But as we are not about to shell out for one,

One of the boons of MIDI is that you
can update equipment without having
to trade in. Imagine a world where all
micros had the same common
language and you will see why it is so
useful. You retain your original
instrument and purchase another to
go with it. Or more to the point, you
purchase a port with another set of
voices, as you won't need two

unless you are really
greedy. MIDI can receive and send on
up to 16 separate channels. In theory
this means you can hook up 16
individual instruments and control
them from some sort of central
service. In practice this is a lot of
expense! In terms of our tapeless,
cost-conscious studio we would do
better shopping around for a tone

on with the business of the humble home studio.

ou don't have to have a degree

in acoustic physics to know that

if you copy tapes the sound

degenerates just a little bit. It

can be likened to recopying
photocopies. The more you do it, the
worse the gquality becomes, until the
result is a rather splintered and faded
image of the original. And until the
introduction of sensibly priced digital
home recording (RDat or whatever),
that is where things must sadly
remain.

So where does that leave us?
Follow the sound chain backwards
from sound that has ended up on an
ordinary stereo cassette: before that
it may have been on a four-track
cassette machine, maybe a reel-to-
reel two-track machine or even the
luxury of a greater number of multi-
tracks; but where was it before that?
The most likely option, if you are using
a four-track machine, is that you
bounced tracks together on the
machine to give you more room . . .
and inevitably suffered a lack of final
control over each instrument and a
drop in the quality. There are several
options left open for us. Each involves
alittle bit of investment but there again
you don't get anything for nowt.

FLAVOUR OF THE
DECADE

First a praface about the actual bits
that create the sound, then onto how
we can control and record it.

The basic dilemma is the recording
machine itself. Any copying process
degenerates the quality so long as it is
made in analog - electrical/magnetic
impulses. Enter MIDI, very quickly.
MIDI is a universal standard that
allows music information to be

module that will work on two or more
channels simultanecusly with a

different sound for each.

transmitted digitally between different
inStnl"JhEymﬂJ s and processors so long
as t | are equipped with a MIDI
port. Thus keyboard A can hook up to _ LOW 70 MIDI COST
keyboard B and not only access e Ol e From the correspondence I've had it
sounds but also sustain, volume and ooOns i 111! seems that many of you have spotted
other peripherals, and change the that the humble Casio CZ101 is a
voice programs in parallel with the first > - ollborten device worth investigating. A rather
keyboard. New additions to the very dat 7 weedy looking synth with only mini-
open areas of the language appear on . - keys and a lousy set of factory voices,
a regular basis, and consequently it is g R T it has been around for nearly three
the thing — flavour of the musical 1aving to trade vyears. But It will receive on four
decade. There are articles galore on separate channels at once, although
MIDI in other specialist magazines ik only sonophonically — one note at a
and so | don't propose to go into it in time — and it has a Iot of sonic
great depth here. If you knew all that capabilities. From this you can
before, please carry on reading now. generate four separate music lines,
Okay, Good. each with a different tone. Shop
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the next four tracks of the sequencer,

Desk File tdit Filters CUlock Uptions Sustem R U ol S e
Sequences Lounters ~| change numbers, you can fiip

; - bet first o d set of
nces recorded  Seq. B4:5EN 04 B0.0 7% Nenary Renaining] four lines and compare. By careful

manipulation of the relative volumes,
either by MIDI control or by altering

Y = R i P the actual voices used on the synth,
= S Le R you can achieve an astonishing level
] ey of smooth sound. One set of four is

recorded on one track. Then you set
the sequencer to work to an external
clock, and let the tape sync track
govern the speed so that the second

M B N B || omuna

v ' set of four voices is perfectly

Tratks : L L synchronised and recorded on a

- separate track. Depending on the

ON! - Press Space Bar To STOP 1 sequencer, you could either have a

e E ey completely separate drum track or set

§ 7 i H g : | . ; the drum machine to chain its own (or
MW BH WG Bk WE TE TF AR - i

m : 4 Three separate recorded tracks so

g B ! i far, and eight lines of music plus

H- e E= drums all individually controlled. As a

TEE YR OTWE 1% TRE 44 TEL.AG Wi e final touch you can wipe the sync

——— N — - ——— ] 7ok track and add some chords as fillers,

! I i i i i or maybe an acoustic instrument. Mix

T T W ow e nh ot down on to stereo cassette, and you

s 1 T e o L have a final recording that has had

— EES R e ar control over every line played, and the

= == 57 o == - facility to alter each one. More to the

point, only one tape copy has been

around, they are available second-
hand.

The next stage up is the £300 to
£500 bracket, which includes Yamaha
tone modules and one from Roland.
Eight simultaneous channels,
performance set-ups and lots more
sounds. The Roland, by the way, has
on it percussion voices which may
savée you purchasing a drum machine.
And while we are talking about things
like this, it is worth bearing in mind
that several of the upmarket single
keyboards can be persuaded to act
as multi-channel tone-modules -
drums and all — with variable control
over the woices and channels
individually. Technics have always
been good at this, and the Yamaha
PSR 70 is a very good example of an
instrument that will do far more than
its appearance would suggest. If you
get one of the latter, write away for the
special MIDI guide to the PSR from
Yamaha - they neglected to pack one
into the original documentation and it
is quite an eye-opener. Whatever you
choose, the more channels it will
respond to the merrier.

KEEP THE SPECTRUM

Even if you have only taken a passing
interest in the music side of
computing it cannot have escaped
your notice that there have been a fair
few programs and associated
hardware with the MIDI acronym to
the fore. From the humble Spectrum
through to the more powerful 16-bit
machines, there are programs that will
record and playback MIDI data, edit it,
and generally sequence blocks of
musical data to form song patterns.
The input is usually from a MIDI
keyboard, although there are some
that will input data from the QWERTY
keys.

If you own a Spectrum and are
thinking of upgrading to a 16-bit, don't
throw the Spectrum away, because
there are several sequence and edit

programs that can be MIDI'd up with
a more powerful big brother program
to give you even greater power. By
combining your existing set-up with
the new, thanks to a common
language, you can expand and
update, not only with sound
capabilities but also with controlling
possibilities, at a far lower cost than
totally upgrading the system by
throwing it away and starting all over
again. The more information you can
confine to MIDI the more tapeless
your home studio will be.

It will probably be the case that you
will be able to record and sequence
on more MIDI channels than you have
available on modules. This means
more expense in buying anocther
module, or pooling resources with
friend, or you can go for the third
option which is to have a four-track
that can take a sync track. A sync
track lets you put a synchronisation
pulse onto one track whilst you record
some of your sequences. You then
recard the other sequences on
another track, but driven by the code
pulled off the sync track — most
decent sequencers respond to an
axternal clock (MIDI also transmits its
own clock pulses). However to do this
you will need a device that converts
MIDI pulses to tape sync pulse — there
are various ones about marketed by
Yamaha and XRI systems, to name
but two. Using a sync track does
reduce you down to three tracks of
sound but there are advantages.

THREE TRACKS AND
SYNG

Let's take an example to see how this
could work. The equipment is a
CZ101, a computer sequencer, a
sync-to-tape box, drum machine and
a four-track tape machine. First, you
can record four separate linas on the
saquencer and check these. Next, set
up an additional four lines (remember
they can all have different sounds) on

involved so there is going to be very
little loss of quality.

ATARI ST SOFTWARE

A decent sequencer gives you lots of
control over MIDI peripherals, and
should let you chain phrases together,
edit out bum notes, and should be
generally easy to use. It doesn’t take
a lot to work out that the Atari 520/
1040 ST has more music software
available for it than any other 16-bit,
due mainly to its built-in MIDI ports.
Inevitably there will be more programs
reviewed for this machine than any
other at present. The following three
are representative of real-time
sequencers available, two from the
lower price range and one from the
mid- to upper-price range.

SuperConductor from Microdeal is
a £49.95 package that lets you record
sequences, name them and assembile
them visually into song type formats -
assembling them on 16 tracks running
horizontally across the screen. Blocks
can be copied and ordered anywhere.
Individual tracks can be turned off or
on and the MIDI channel it puts out on
specified. To edit notes (as is often the
case with real-time sequencers) is a
laborious process whereby the screen
flips to a list of the MIDI data stream
and you have to do some head
scratching to work out which note is
which, as well as which code does
what,

SuperConductor can also control
the woefully inadequate internal chip.
(Why bother! — unless you haven't got
a MIDI keyboard and want to play the
Demo tunes, in which case why buy
the program, as you can't enter notes
other than via MIDI?). Recording is
very simple: choose your tempo, click
on record and it gives you a four-beat
count-in. Having finished, you name
the block/sequence and place it
anywhere on any track. Blocks can be
copied, split, mixed and merged — this
is very useful for putting a control
track on separately, say for pitch bend
and program change, and then, when

112116TGM TX DATE:02-88



perfected, merging it with the note
track. Blocks can also be transposed,
codes referring to aftertouch filtered
out, and quantized, rounding up your
rotten arhythmic playing to something
that sounds in time.

There are a few reservations
though. It asks you to define the block
length before you start, which is
sometimes rather difficult, especially
as it demands that you tell it by the
number of beats. It automatically
strips off the channel code, so that in
effact it records in what is known as
Omni mode. Okay for single-channel
instruments, but not so good for
transfarring from other sequencers
and multi-channel instruments: ie the
single keyboards referred to
previously. Moreover it will not
respond to an external clock pulse, so
any slave options are well and truly
scuppered. But it does use the
sophisticated Song Position Pointer,
so that if you want to start recording
half way through a song, some drum
machines can work out how far you
are through the song and jump ahead
accordingly to the correct point — very
clever, but not found on the low-
budget products that you might
associate with the market for a low-
budget sequencer.

The MIDI send commands are quite
good and let you kill notes that hang
on —why they should have included a
gystem reset and MIDI tuning function
I'm not sure —they are very rarely used
except on the most upmarket of
packages that control myriads of
synths at once. Perhaps these would
have been worth sacrificing, along
with the internal voice and song
position option, in favour of a little
more practical flexibility for the home
user — a bit like equipping a 2CV with
anti-lock brakes but at the expense of
a heater!

What | was very impressed with was
the Systems Exclusive code writing
part. This is really useful for talking to
your synth in its own language and
getting it to stand on its end. You will
have to pillage the owner's manual, or
pester the manufacturers for info, but
it does give access to functions that
are usually unavailable to the average
user, There are very few packages
that have this function — one not as
hard as that to include — and it
certainly makes up for some of the
package's oddities. It s well
documented and comes with the full
spec of MIDI protocol.

SINGING ALONG

Add an extra tenner to your

MUSIC

purchasing power and you can have
the EZ-Track sequencer from Hybrid
Arts. This will play back up to 20
tracks, each track being a song. Like
many seguencers it emulates the
controls of a tape recorder. All
operations take place on the one
screen which is split down the centre:
track display and control to the left,
recording and playback control to the
right. All other facilities are pulled
down. Looking at the traek control on
the left you have track number, name,
arrow, on/off, end of track maker,
defined MIDI channel and whether or
not it is write/record protected and
how much memory it has used up.
When a track s playing a set of
symbols flash, showing you how
many notes are playing at any one
time, and a protect marker. All very
straightforward.

The right-half of the screen shows
the record/play, stop and pause
buttons, tempo can be altered and the
song transposed. There is also a
metronome 1o keep timing
reasonable. MIDI in can be routed
Thru to the out port if you are using
sounds from another module.
Quantizing is pulled down and
displayed in notes rather than
numbers. To correct tracks like this
you copy from one to another and thus
retain the original. It will work on either
internal or external clock pulses and
recording is a very easy process.
There is step-time option but it is very
slow. Editing is where this program
falls down as there isn't any, but there
is the promise of an editing update.
Certainly it is a very painless and easy
introduction to sequencing.

QUANTIZING POWER

Masterpiece from Sonus is a much
bigger and more comprehensive
program, dongle protected; without
the dongle it runs in demo mode only.
It records and plays back on 32 MIDI
tracks. Up to 24 sequences can be
recorded and chained together.
Where it scores over the previous
two programs is that you have
complete manipulation and control
over every feature that you record.
You can jump to cue point in the
sequence and record by punching in
at predetermined points. All tracks
and sequencers can be named. The
clock facilities are much more
thoughtful — you can choose internal
or external, whether or not it will start
from your first note or not, wait for the
start byte from a drum maching,

specify intro count etc, etc.

Tracks can be copied by dragging
the track icon to the track you wish to
copy to. Tracks can also be appended
to others, transposed, and quantized
As you might expect, the latter two
options are very comprahansive. You
can transpose just a single note, a
defined set of notes, or the whole
track. Quantize will also allow a
tolerance range so that a degree of
‘feel” is possible. There is an offset for
time values so that you can offset for,
say, the slow attack of a synth
perhaps, or if you want a specific drum
to ‘lean’ on or off the beat. You can
alter volumes gradually or suddenly
and edit the velocity sensitivity. A
whole track can be shifted backwards
or forwards in time. Any track can be
sent on up to four MIDI channels and
you can run two sets of 16 channels
(hence a 32-track recorder) if you
purchase the optional hardware that
splits between MIDI A and MIDI B
outputs (it uses the modem port).
These are all playback features that
don't alter the original recording
unless a ‘harder’ option is selected.
There is full MIDI filtering and control,
and the reset features are definable
so that certain parameters can be
reset at any given point. There is also
a Mapping contral that will turn any
control parameter into another, so
that pitch bend could become a pan
control (if you have stereo module that
is).

Step-time is not well catered for
though, but really this is more of an
afterthought than a main feature.
Editing is a bit of a pain as you haveto
store your file and boot up another edit
disk; this is no doubt because of the
large area that the main program uses.
Editing itself is reasonable: you can
gearch for specific events, playback
the displayed section and edit any of
the displayed notes and parameters
by clicking on them.

| haven't covered Masterpiece in
mega-depth as it is a very
comprehensive program and one
which could take an awful lot of space
to describe in full. Personally | give ita
fairly large thumbs-up as a real-time
recorder and manipulator of data. Itis
designed on professional standards
and as such, at a mere touch under
£200, the price reflects this. The extra
MIDI port is another £50. It will also
import and export data to Sonus's
SuperScore score writer which is due
for review in a later issue.

For all three programs | used the
same test: interfacing it with a Casio
CZ, and also a Yamaha CX5 Music
Computer with a large and complex

rogam on it which | wanted to edit in
uH.gl'he Sonus Masterpiece would fit
the bil for the latter, but
SuperConductor gives  systems
axclusive control, and the EZ2-track is
a very fast and watertight storage and
playback program.

Next month Jon continues on the
sequencing front plus a look at
other music utilities, and offers help
and info. if you have any ideas or
queries send them to Jon Bates,
THE GAMES MACHINE, PO Box 10,
Ludiow, Shropshire SY8 10B8. Jon
cannot guarantee a personal reply
but the most useful and usual
queries will get answered in these
pages.
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END

1) Where would you find an
| AZERTY keyboard?

2) Which of the following fruits is
not a computer: Apricot, Apple,
Acorn, Peach, Prune?

3) In the classic science-fiction film
The Day The Earth Stood Stillwhat
were the only words that could
stop the robot from destroying the
world?

4) Which software houses can be
found in the following insults
DIRER FIB, SLUG DO,

TOSSER C DAME, RICE TRAM
SNOT?

5) In 1702 a 3-D clockwork
computer was invented to predict
planetary movements. What was
it called?

6) Inthe movie Demon Seed, what
| did the computer do to Julie
Christia?

7) Amstrad wordy process
advertymold geriatric sillisodde's
namey?

8) Edgar Varese invented the
sound sampler in 1916. True or
falsa?

stereotypical

Knowledge . . .

Fresh from tramping the streets in search of

computer industry figures desperate
for press coverage in his famous TGM columns, Mel
Croucher has some more tricky questions for you. If
you can get more than 17 questions out of 20 right,
consider yourself a Person Renowned in Computer

9) In 1980 the theme from The
Invaders, called Computer Game
was a Top 20 hit. Name the band.

10) What have the following got in
common: Rin Tin Tin, Lassie, the
Spectrum+37

11) What was the name of the
Paranoid Android in The Hitch-
Hiker's Guide To The Galaxy?

12) Fill in the missing words:
fe=w--- BIKE'
‘Yoal ----'

: - POINT'

‘FREDDY - ------'

13) The word ‘computer’ comes
from the Latin ‘computo’. What
does it mean?

14) If it takes seven men two years
to program Star Trek, how long
does it take me to review it?

15) What company manufactures
the intelligance chips for both the
Speak'n'Spell machine and the
Tomahawk Cruise Missile?

16) Which of the following is a real
software house: Thalamus, The
Ram Jam Corporation, Andrex?

S 7/

17) Who is this madwoman?{a)
Marianne Scarlet of St.Brides, (b)
David Ward at the Ocean
Christmas panto, {c) Nanny

Barnes about to take Prince
William ‘in hand’,

18) What do you get when you
Cross a giant piano with Mel
Croucher's trousers?

19) Which computer named after
a zodiac sign failed to herald the
dawning of a New Age?

20) Which cities are associated
withthe fﬂ”DW-Hg Tau Ceti, Judge
Death, Batman, Bartarian
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NEXT MONTH

A GAMES MACHINE EXCLUSIVE!

A Ravairea f IC

Now you can read the startling true inside Ultimate story
innext month's packed issue of THE GAMES MACHINE, and
find out just what it is they are doing.

n the Bull

o the chainstores.

tin 1000 trail, and talk to the people who help sell

ucher talks to well-known programmers about how the

npped them off — a

mplete change he looks at home video

Jon Bates gets to grips with the

1 of software Child Abuse. And as
cording on a budget.

finer points of MIDI.
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PLAM THE GRMVE

- ; L5 T
For aimost four years the name of Ultimate (Play The Game)
stood for the very best of home computer games. The company
had an unbroken string of 14 hit Spectrum games and several for
the Commodore 64. Sales topped the quarter million on some
titles, and with Knight Lore, Ultimate virtually invented the forced
perspective 3-D arcade adventure.

Despite Ultimate’s renown, very little was ever known about
the company. They rebuffed reporters and shunned publicity. No
proper interview was ever conducted.

And then Ultimate simply faded from the scene and so did the
people behind it. But they are about to emerge once again as a
new and powerful force in British software, and they chose to talk
exclusively to THE GAMES MACHINE about their past and their
resurrection.

e of THE GAMES MACHINE goes on

sale from February 18 at od ne gents atc.

Action Soft 24,25
Activision 12,13,72,73, 84

B5, 104, 105
Compumart 55, 57
Creative Devices 43
Evesham Micro 63
Grand Slam 38
Gremlin Graphics 23
Harwoods 26
Imagine 44, 45, B/C
Infogrammaes 115
Johnson Scanitron 74
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: nd. dragon slayers, lie in his shadow — —
n 3 g sword, the axe he weilds as swiftas (
State ofthe art programming makes a true simulation of the e

':‘ oy home micro. enjoy superb graphics and realistic action as e S
ion aworld of dangers — magical wizards. fire breathing lions. bats, T — fiptin
ms and finally the living dead. ety ST 1 LT AALTS |

Is it more than you can handle?

pectrum 7.95Cass SPECTRUM + 3 DISK 14.95 :'
N Commodore 8.95Cass. 12.93 Disk ’
Amstrad B.95Cass. 14,95 Disk

=

S Imagine Software Limited - 6 Central Street - Manchester M2 S5NS - Tel: 061 834 3939 - Telex: 669977




