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Special Keserve

st GAMES,

ATARI LYNX

ast SERVICE

Just £5.00 Annual Membership Fee

+ Bi-monthly Buyer's Guides, each with reviews of 40 games and more.
+ Release Schedules, issued bi-monthly, with advance release information.
« 7-day hotline, to 8pm weekdays, 10 to 5.30 Saturdays, 11 to 5 Sundays.
« Fast despatch of stock items. Most lines in stock.
+ Catalogue, Membership Card & Folder for the Buyer's Guides.

AMIGA and ATARI ST Software

(In stock at fime of publicatian)

Atari Lynx colour handheld
games system with mains
powerpack and California

Games cartridge.

Blue Lightning
Electro Cop

Joysticks

154.99

21.89 Chips Challenge ;
21.99 Gates of Zendecon 21.99

Euromax Racemaker Joystick (Yoke)

1687
S&E ATTACK SUB
ADIDAS CHAM® FOOTEALL
MOG [GAMES CREATOR)
SPRITES 1000
0| DKUTISER

E SE¥MOLR
BACK TO THE FUTURE 2
BACHEAMMON FRO
BALANCE OF POWER 1930
BATMAN THE MOVIE
BATTLE OF BRITABR
BATTLECHESS
BATTLEHAWKS 1042
BEYOMD Z""RK v‘iFO\.,DM'
BLADE WARI e
ELOCD'I‘\'\"CH l'll- A THSK
BOMBER

BOMEER MISSHON DISK
ERIDGE F'L.l‘-\’- A 2150
BUDOKAN

CABA|

]
GHADS. S'HuHE: BAGK EDITOR

CHASE H.O i
CHESS CHAMPION 2175
GODENAME |CEMA
COLONEL'S BEQUEST
GOLORADD
COLOSEUS CHESS X
CONQUERDR
{‘DN(“I_,:‘-F[ OF CAMELDT
M

ESCAPE SiNGE ‘.1 C-l‘_-:l' E
ESCAPE FROM THE PLANET
OF THE ROBOT MOMETERS
ELBOPEAN s-.-hn LEAGLE
F18 COMBAT P

F18 STEALTH r\,.nza

F29 RETALIATOR

FERRARI FOHML,_pl 1

FINAL BATT

FIRE .I.hl:l BR MSTOME
FIRST WORD PLUS

FLAIR PARNT 2

Flxon

FROTHALL DIRECTOR 2

FULL METAL PLANETE
HOOL 3 =

s D T

Euromax Ultimate Rapid Fire Joystick (Wide Base) 16.99
Dynamics Competition Pro Extra (Clear Base) ...13.99
Naksha Mouse, Bracket & Mat (Amiga, ST, IBM) 34.99

-4.99

BEAST + SHIAT10.99

AMIGA Mega-Savers

ALTERED BEAST |
ARCHIPELAGOS

BLACK CALLDRON
BLACK LAMP .

LAND

pj E FLFWTE,\U
CHESS AST R
CHROMOOUE!

EL B0 KMEIOMS
COMFLICT EURORE .
CONTINENTAL CIRCUS

;.nnp r A il o
EhsgszbzhebabisbEeEERECEe

F16 FALCON .....,
F1& FALCON MISSION
FAST BREAK |V\Q|LF'\"EJ|1.|.|

OLLS) ... s5sssnics

SEE

85 ..
IMDIANA JONES ACTION
INTERNATIONAL BARATE +
IT CAME FHD\\ITHE DESEKTH MEG

EEBssERBERE2E

wa
33

e
KING aF I:HIEAE-B HEO LK

LEITHEH GODDESSES
LEATHERMECK
LOMBARD FIAC RALLY .

LORDS OF THE RISING
MENACE

MICROPRD!

MILLENIUM 22

HEVER MIND

HEW ZEALAND STORY

NIGEL MANSELL'S DRAND FRIX ..
HORTH AND SOUTH ............
PACLAND . !
PACMANIA 5
PASEING SHOT (TEMNIS)
PAWM [MSCROLLS)

PHOTOM PAINT ..

SUPER WONDERBOY ..

SWORD OF SODAN ...

TEENAGE QUEEN (STRIP POKER
THE PRESIDEMT 15 MISSIRNG .
THREE STOOGES [CINEMAWARE

LN
TIME & MAGE LEVE i
TRIAD WOL2 [MENACE, B
TRIVIAL PURSUIT
TURBO CUP...
T¥ SPOATS BA:
T¥ SPOATS FODTEALL (U.S.A,
UMS - UMIVERSAL MILITARY S8 .,
R i

¥
WHO FRAMED HOGER RABBIT,
XENDN 2, MEGABLAST ...

Amiga 512k Ram upﬂrade to 1 meg 99 99

(genuine item wi

clock)

-1

GHOULS ‘W GHOGTS

GRAVITY

GRIGEACN (U 5 FODTEALL)
GLMSHIP

HAMMERFIST

HAFLEY DAVIDSON

HERD'S QUEST i

HITCH HIERS GUIDE ......... .28 99
HOME DFFICE KIT [KIND WORDS
MAX PLAMN, INFO FILE. PAGESL’T"EH
ARTISTS CHOICE, FONTS B6.49
HOMNDA RVF 750 15.48
I'CFL.l“'ID{JF SHADTW 1H9

MPERILM 16 989
IhDIAh! JOMES AC
INDIANA JONES lll'-l\'FNTl.lHF 'l': a8
INFESTATION L2}
INFIDEL (INFOCOM| ‘51-5
INTERMATIONAL 30 TENNIS 1848
RN LORD . 1840
IT CAME FROM T
DESEAT DATA :llsﬁ I MEG)H ... 1048
ITALY 1980 |LIS GO L1 16.98
MAGK NICKLAUS Lr:lLF woae TEAR
JACHK NICKLAUS GOLF DATA1
JUMPING JACKSON
KEEF THE THIEF
KICK OFF
KICHK OFF 2
KICK OFF EXPANSION DISK
KIND WORDS 2,0 (WP}
KINGS QUEST 1,24 2
r(ww; GUEST 4 (SIERRAA)

KN GHTFI’JHU’

KNIGHTS OF CHYSTALLION

KAEETAL ;

LASER SOUAD ..

LEADERBOARD BIRDIE
ATHER QOODES

LEISUAE SUIT LARAY 3
LINERPOO

LUIAKING HORROA
MANCHESTER UNITED
MAMIALC MANSION

MAVES BEAGON THPING
MIDWINTER ... ..,

MIGHT AND SAGIC 2

MINI OFFICE PR COMME
MiNi OFFICE PROY GRAFHICS
MiNI OFF PRO SPREADSHEET
MUSIC X

MEW ZEALAND STORY
SIS SERRIT

NiMLA WARRIORS
DMM-PLAY HORSE RACING
OPEAATION THUMDERBOLT
PaPERBOY

PERSOMAL NIGHTMARE
PHANTASIE 3 {350,
PHOTOM PAINT 2.0 (1 MEG)
PIPEMANIA

PIRATES

PLAYER MANAGER

POLICE GRIEST 1 |SHE
POLICE QUEST 2

ks Eid

=~ B0 P
i 50w D
BEE S

16 BT MGA

POPLLOUS a8
‘-'UPL; JuS PWMIQEO LN\IBS W

49
F’ﬁU TENMIS TCIL'l'I 113 49
PROTEXT WPROCESSOR 54.99
PUBLISHERS CHOICE DTP
[KIND WORDS 2. PAGESETTER 1.2
ARTISTS CHONCE, CAL FONTS,
LASER SCRSPT) (1 MEG)
RAINBOW I5LAND
AAMAOD
RESOLUTION 101

R
HCEL.«’.‘QP

‘%_"JHHE 5 DRIFT
SCAARBLE DE LUXE
SEASTALKER {IIFOCOM)
SECRET AGENT SLY 57
SHADOW OF THE BEAST
SHADOW WARRICAS

SHOOT EM-LS CONSTR KIT
5IM GITY TERRAAIN EDITOR
SPACE ACE
SPACE QUEST 1 (SIEARA)
SPJ\Cf QUEST 2 [SSERRA)
E QUEST 3 |SIERRA)
SP!\C AOGUE
SPELLEREAKER |INFOICOM)
STARGLADE
a1 ARCROSS (INFOCOM
STARFLIGHT
STARTER KIT (KING WORDE 2.8
10N PAINT, SUPER SKI, CHAZY
5, MBMIATURE GOLF) 43148
STEVE DAVIS SNOOKER
STHYX
STUNT GAR RACER
TANK ATTACK
TEAM YANKEE |
THE LOST PATAOL
THEME FARK MYSTERY
THIRD COURIER
THUNDERSTRIKE
TIE BREAK
TIMES OF LORE
TIMEWORKS DTP
TOAWER OF BABEL
TREASLURE TRAP
TURRICAN
ULTIMA 4
ULTIMA 5
UNTOUCH:
VENLIS
VETTE [CORVETTE}
VIKING CHILD
WARHEAD
WAYNE GAETZKY HOCKEY
WINGES (CINEMAWARE|
WORLD BOXING MANAGE
WOALD CUP SOCCER. ITALIA 9@}; l=
4

Z0AK 1 (INFOCOM)
20AK TRILOGY (INFOROM)

Atari ST Mega-Savers

AFTERBURNER .
ALTERED BEAST
ARCHIPELAGOS

CARRIER cnuumn

CHADS STRIKES BAC

CHAMP (USA) GFL mo'l!uu.
CHESSMAS 2000
CHROMOUUE!

CLOUD

CONFLICT EUROFE.,

CORAUPTION (M SCROL LS}

DEJA VU,

DRAKKHEN .

DUNGEDH M,

EDDIE EDW!FIDS SUPEH BKi
IMEHATOR

GOLD AUSH! | &)
GUILD OF THIEM'ES{KS{HDLLE'\
HARD DRIVIN'

HIT DESKS NOLUME 2

HOLLYWOOD HIJIMX \,INFOCO"I i

HOSTAGES. !
INGRID'S BACK ILE'\fEL 'il
JEWELS OF DHHHNEES [LEVEL 3}
JINKTER (MSCROLLS)
KID GLOVES .
EMIOGHT ORC ILE\'EL 5}

ULT

KUl

LANCELOT (LEVEL 5 ..
LEGEND OF THE SWORD
LEESURE SLAT LARRAY 2 mennn.
LOMBARD RAC RALLY ..

LURKING HORROR (INFOCOM]
MACE ...

L MAMNSE]
HOATH AND 50UTH

PaT 'I'HLPID‘EREIUL"
PACLAND ...
PRCMANIA .

PANDORA |

PASSING SHOT [TENHIS)
MNH-:M SCHOLLS'I

POWER
PURPLE S.I.TUFN Dy

SPELI.EHEN‘

ST AEI\'EHTLIH‘E H-EQTDH

STAR

STAH:HDSS{M

STARGLIDER .

STARGLIDER 2 .

STATIONFALL INFOCOM,) .
SUPER HANG ON ..

TEE_::E'GE O‘UEERGEIHIF PUKEF"’J

TE
THUMDERBIADS
TIME & MAGH |LE\'EL e

TV SPORTS FOOTBALL (U.5.
UMS - LNIVERSAL I'ILIT.ﬂﬂ’\'

I‘{M’EHLOG
FLIGHE
HEHUMZ MEGABLAST

ZORK 1 cIHF‘OC
ZORK -.vcmro-couﬂ.
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Can you afford not to join?

@mes sent individually wrapped by first class post.
We send written confirmation of order {receipt).

. In the event of delay, refunds on request.

+ No commitment, no obligation to buy

* The best games at the best prices

PC & Compatible Software

&% 15 DISKSEZE i5 i =, secrets of RPG's, FRP's, MUG's, PBM's, Leisure Suit Larry,
FL SCHOOL 2 (6-8) CGAEGA 12.00 i i
a 1om FNSSEO: Bl g The Russians, Elvira..... and more.
45 GALDREGDNS, N EGA 1558 . 1500 i
i AL DREQOE DA o 1 1550 * Myth. Written by Magnetic Scrolls, authors of The Pawn,
15.00 80 PLAYER PAOFESSIONAL exclusively for members of Official Secrets. Myth is a small
148 . 2148 (DRIENTAL GHESS) e 1asg
00 198 GUHBONT 4 SR0C. 1650 : adventure set
A e Egnglﬂqﬂaurrfem 1am e in Ancient Greece. In
1348 CEAEG 5 7 g t ¥
2340 2148 HARD DRIVIN GGAEGAVGA, . 1848 18 48 it you'll meet The
4118 MrooNCONEGE 2448 204 Ferryman, cheat Death
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] M > 18 ra.
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34 O noroles DISK SIZE 55 15 Magnetic Scrolls parser
1900 _ 1959 INDIAMA JONES ACTION | . 1648 16,45 sc.pt—qmﬂ, LEVEL 9] and graphics and is
OLANA JONES AOVENTLIRE AT 2040 \rGAT 1259 1200 included in the price of
2189 21.89 INDIANAPDLIS Sf:'l'JGG'\EG.I\r\"hA 16880 . 1699 SLHABBLED‘ELLXE CrEA 15\45 b s
B i 1 o A SR 1858 SN S 15 44 Jll Teerrt
! 17, L Vi |A.‘\JI.'|A 3
B0F KRN COAEDA 1999 , 1956 KICK OFF i 15 40 ?utﬁv?s?ﬁifﬂ% e 2549 .25 :lm.'g.l Format said: s .
BN L WS nae e S g s [l An excelentaduenture. I 1 you fiked Fish! youl proba
e i e ! AN M E a7 . i
B oy msmsmucmmwm o ggmus”mc‘ﬁ&vm i T witty, cunning and just plain good fun! If you i Figh! you'll probably
ELNGE [INFOCCHM)| 1948 10 1598 1500 SPACE OUEST 2 WCGAEGANGA 1945 | 1949 like this, becausa they're very similar in style: you may even prefer
e 70 .27 "E‘E&E;ﬁﬁ%‘i'&“"““* 843104 coace ouest auoowEaANas 2248 2240 B \vth, its that good!”
2 5 FACE . AT88 AT ;
2190 2799 LEISURE SN ARy 110 1890 STAR TREK'S MNDSCAPE) Myth Ratings. Crash 91%, CU 90%, Amiga Format 87%, TGM 85%
a7 i El EGAVGA i 1748 1745
:Zg 48 ﬂfs'?ﬁgastn LMH” 2240 2245 ?T:E?JOETECGA‘EG Hu].;g o * 5im City or Drakkhen rrp 29.99. Choose one free with membership,
i L ANVGA 18
MCGAE 2798 2200 STUNT CAR RCen SRt incl 1640 1648 Of Drakkhen, ST Action sald: “Drakkhen really impressed me. For
6.45 LW ATTACK ChGMPER 2598 2580 SUSPECT (HFO0OND 1548 me, the game was a subtle cross between my all-
6.49 _ 1649 LIFE AND DEATH CGATGA B5% 1500 SWOAD OF THE SAMUAA f D Mast d the SSI
I L TR 2y s CONEGAVGA 124 190 time favourite, Dungeon asT:r and the
74 b V! 2 TA 1 ¥
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E:: 648 ::Ug%é‘:&r‘é\nsﬂf‘ﬂ'ﬁ- 17.48 mmr\égmrocou. o AT Zero sald: "Absolutely brilliant”,
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: 2499 . 2490 OMNHPLAY BASKETBALL 1589 ULTIMA § COAEA it e g play - .:-}:
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WA 2540 2543 POLICE OUEST { MCGAEGANGA 1698 | 15.95 s viE Tnd B & i il "
T PEOT CGA 1699 POUCE OUEST 2 MCOAEGANCA 1908 | 15 o i b o i 1340 il more depth...." and C&VG said: "Sim Cily is
£ ] POOL OF RADIANCE (351) VAR IN MIDDLE EARTH CGAEGA 16.45 utterty fi
COHAERA 45 1048 WAYNE GRETIKY HOCKEY 3
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Bl 3 WEST ELIRORE BABCON ... 0 WORLD ATLAS Ha e Annual MBI’I‘IbEI’ShIP to Official Secrets
i % ¥3.89 RED LIGHTMMNG (551 COAEGA 18 - WIORLD CUP SOCCER-TALIAG) 1599 1580
SMLATR ¢ 3100 s15g PEDSTCRM %’.:%%’i—.ﬁ%‘a“‘ 28 mio ves e on With & issues of Confidential, Myth
3 1 (ECOMOMY 3 1348
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IBEM Mega-Savers Y

DISK 5.25 3.5
APACHE STRIKE CGAEGA _.6.09 ........
ARCHIPELAGOS CGAEGA _.7.89 . 790
AUSTERLITZ (BATTLE OF) ...1549 15.49
BAR GAMES 599 ..6.89

EDADER ZOM E tl FOCOM| .99
aquAucmcv |NFO¢IJH? .43
CLOUD KINGDOMS a.ag

CONFLICT ELIROPE CGAEGA 6.49
l:'ONFuET N VIETNAM TAR cioiaas
PTION (WSCHOLLS] 10.98
DE.FEND‘EFIDF THE cﬁo B89 .
DOW'T GO ALOME ...
DRAXKHEN CGAEGA .

SOLO FLIGHT [FLIGHT Si
SPEEDBALL COAEGA
SPITFIRE ACE

13H! (MISCAOLLS)
FOO'I'!ILJ. MANAGER 2 +

STAR RAY .
EXPANSION CGAEGA/VGA ..10.99 1088 STARGLIDER s
FOOTHALL MANAGER STRIKE FORCE HARFHER
WORLD CUP EDITION ... 1088 10.99 TEEMAGE QUEEM
FUM SCHOOL 2 (246) CGA/EGA B.49 ....... asrumEmucﬁuEm 845
FUN SCHOOL 2 (6-8) COGLEGA  B.49 - TETRIS CGAEGA 559 ...
FUN SCHOOL 2 {8+) CGAEGA ., a 49 i rrmu caun:en TAD ...
GAMES WINTER EDITION ... 2 STOOGES
GOLD AUSH! uct:.n.e-:uc.n a 94: ; II:IJEIIAVMFIEI- cﬁAsun v B .
GUILD DF THIEVES 0.59 10, THUNDER CHOPPER ... 848 ..
HARD B ¥ s TIME & MAGIK (LEVEL §) ......10.49
HF.LI.CAT .M.‘.E .. TOMAHAWK COAEGA.. 542
HOSTAGES COA, 843  UMS - UNIVERSAL MILIT,
JET FIGHTER COAEGANVGA n :9 SIMULATOR CGAEGA..
JINXTER (MSCROLLS) . o VETTE (CORVETTE) EGA/

KARTING GRAMD PRIX . b
KING OF CHICAGD cmer.a e
KNIGHT ORC (LEVEL §) .........5.98 ..

WATERLOO CGAEGA
XENOM 2. MEGABLAST
ZORK 1 (INFOCOM) ...

Dynamics IBM Games Card with twin 8-pin joystick ports ..
Dynamics Competition Pro 8-pin joystick (clear base).
Quickshot IBM Games Card with twin 15-plr| iny:ﬂck pom
Quickshot 123IBM15-pIn joystick ... B

f-a.ué-f.«
MR

Sony 3.5"
DS DD Disks

69p each

TDK 5.25"

pack of ten

48 1pi 6,49
961pi 8,99

Monitor Stand
Amiga or ST

19.99

Star LC10
NLQ Printer

169.99

Cumana
Drives

99.99

~ Confidential.
reading for those interested in adventures
Written by experts, Confidential has covered everything from How to
Host a Murder 1o Which F18 Flight Simulator? Our agents, led by

the Master Spy known as "The Boss Upstairs”, seek out the

iName & Address

: iPost Code

.er-mr your Membership No | - |
| Special Reserve £5 UK, £6 EEC, £7 World or
:: Official Secrets £27.99 UK, £32 EEC, £36 World

i ltem

i Itern

All the benefits of Special Reserve plus:

Our 32 page bi-monthly magazine is essential
or role playing games.

‘Com puter

Special Reserve or Official Secrets
P.O. Box 847, Harlow, CM21 9PH

i Existing members please
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BOOT up! llIllllIclrlI-!!---HIIT
Crumbs, it's the section crammed with
craftiness, connivance, conspiracy and
collusion — well, news and previews
actually. Eddy, steady, go!

YING YANGS
AND YUMMY YENS.....76

Shintaro, the biggest younker this side
of Yokohama and that side of Yamaha,
loses his yo-yo and gets his yens and
yuans in a muddle as he reporis from
Japan on the latest console develop-
ments.

VENTURE HERE..........7T8
The Balance of the Planet is in leader of
the Wolfpack's hands (Paul Rigby). Will
he Escape From Hell or is Nuclear War
inevitable?

SINK OR SWIM............14
Bullfrog are making waves with their lat-
est arcade action game. Robin Candy
swapped his CD collection for a canoe
in order to preview Flood.

DREDD LOCKS............16
1 am the Law! Read this now, perp, or
pay the price. Law breakers are doomed
as Richard Eddy discovered when he
confronted Virgin on their forthcoming
release, Judge Dredd.

FEATURES

BORED OF
THE BOARD .......cne2e0:0.67
Board games are beautiful — especially

when played on computer. Sean Kelly
monopolises the pages.

RESOLUTION 101....33
Stunning 3-D action from Millenium
breaks out on the ST and Amiga

POWEH uP -IIIIIIIII-IIIIIUIIZD
The Universal Energizer promises to
revolutionise game playing. Not only is
it an alternative computer and consocle
controller, but it also doubles as an
arcade game controller.

VIDEO KILLED
THE AUDIO PHONE ....23

With videophones destined to become
the rage of the Nineties, Mel Croucher
considers the implications and wonders
what Mary Whitehouse will make of
0898 tellyphone lines. Are you brave
enough to answer?

FLIGHT FEVER......c..... 70
Super fly guy Paul Rigby longs for the
perfect flight simulator, but reckons he
can make do with Falcon 3, Battlehawks
and Flight Simulator 4.

INTERACTION

COIN-OP COMP ........... 18
Yes! You have the chance of winning a
tabulous, full-size Rolling Thunder or
Halls of Kairos coin-op, courtesy of US
Gold. Don't delay, apply today by send-
ing in the card attached to TGM’s cover.

SHELL SHOCK!...28
The mutant ninja heroes in a half-
shell are coming your way. Look
A, out for Shell Shock the

KRYNN UP

FOR GRABSIIII'I!!IIIII'IIIBE
Champions of Krynn was reviewed,
praised, adorned with Golden Scrolls
and placed on a pedestal last month.

And this month there are 24 coples to
win,

LETTUCE-|||.---------|---||-8‘B
Allotment lover Richard Eddy leafs
through your green and tender texi. %
Good old Ermest K Periwinkle is right
behind with some great gardening tips
and, of course, the lettuce of the month.




LOOD.,... B VS

. AMIGA
H'wmq braved the elements in Populous, TGM takes the y Blue Angels...

: § Colorado.... ...
and swims fo devel 1t Rouse Bullfrog to Defenders of the Earth.

. ie fairinm B Dynasty Wars... i P
W F!Uﬂﬁ H"—-*““'algj ® Fire anglr Brimsmne.. = A
Ghosts 'n' Goblins ............
Heavy Metal..
International 30 Tl:-m'us
Italy 1990 ..
lvanhoe. i
Midnight Res:stanca
Midwinter............ciemvessieiiosins
Photon Storm..ceeeecoe e,
Resolution 101................ie.
Robot Monsters ........
Rotox ..

The Theme Park M;.s'terl,r
Time Soldier.. s
Tie Break ..
World Cup Succer

ATARI ST
Cartoon Capers ............
vaerbail..... it
Hammerfist..

italy 199D ..

F19 Stealth F|gh|er
Oriental Games.
Photon Storm......
Resolution 101
Rotox ........

EERristal...............cccieess
The Theme Park Mystery.................
PC
Powerboat USA i misniinin 55
Thunderstrike .........cereveennrinn .88
8-BIT
AMSTRAD CPC
Liverpool ... e 1
| ].'he Cyrles . L
COMMODOHE 64
| Defenders of the Earth.................. 53
#* Die Hard.................. s 57
| Dynasty Wars.. o T
] International 3-D Tennis.. S——
| Powerboat USA ................ " 55
| Worid Cup Soccer.........cco i 52 |
SPECTRUM i
Bombar................ M0 i . 50 |
PR Carrier Command ........ casa DT |
. Cyberball..................... cons BT i
Defenders of the Earth -
Dynasty Wars.............. s s
Kenny Daglish L-u:n::.cn:‘r Malch,. we: 98
Manchester United .. vasisan s bR
The Cycles .. e N D0
World Cup S-m:c:,-r ORI,
3
CONSOLES
NINTENDO e
Simon's Qdest ... i e

Skate or Dia,...

Su{omm!:‘rﬁay o sl O

Teenage Mutmlvﬂnro Turtles ...~ 28 s A

Zelda Il /... 0 sy | IR
SEM 4 ¥
u

Basketball Nightmarg'..................57# /|
Battle Out Run.......f..c............ v '
Stap Shot..............ccoun.....

World Games

CRAZY GOIH-OP GIVEA'WAY... 18
Rolling Thunder and Halls of Kairos arcade . - -
.‘ . machines must be won "ﬁéﬁl'r

AHCHIMEDES
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Previously a software development house, Core
Design enter the cut-throat world of software
publishing in July with the release of Corporation,
their first game under the Core software label.
TGM checked out their credentials

W You'll find mare usetul items in Corparation than on the conveyor bell of the
Generation Game! Five gunk, three batteries, power plug, power pack, disrupter
sheel, two grenades, bomb, lockpick, halograms, Scanman, smartcard, compass,
sulls, wo masks, goggles, dispensor, foed... no cuddly toy (aw!).

You may not have realised it,
but you've probably played a
Core Design game before. Its
programming team has

created Impossamole, Axel's

become worried that the
resources available to UCC
could be used to genetically
create the ultimate killing
machine. Top international

Magic Hammer, Switchblade,
Action Fighter, Dynamite Dux
and the game that made them
great. Rick Dangerous. But
now it's time for something
much deeper as Core Design
fast forward into a science-
fiction future, the setting for
their latest game, Corporation.
First, the plot (and there's a
closet SF novelist in Core
Design somewhere), which
goes something like this...
| _ Universal Cyberetics
| Corporation (UCC) have
| become the most powerful
industrial force by creating a
series of incredibly successful
robots that look and act like
humans. They have also taken
over a wide range of
companies during their
progress. In the year 2030 you
can, in fact, fit out your whole
house to run on UCC
products.
|  But such dominance has
created suspicion in
government circles, who have

espionage company, Zodiac,
are called in to infiltrate UCC's
HQ and bring back an embryo
from their genetic experiments.
As a top Zodiac secret agent,
you step forward to help the
government.

So there you are, at the

entrance to UCC's heavily-
guarded factory. The building
is littered with hi-tech, light-
sensitive alarms and video
cameras. Human, robot and
alien life forms patrol the
corridors. Take a step and the
filled, 3-D scenery moves past
you.

Your initial objective is to
locate the generator and fuse
boxes. Once there, damaging
the generator and disabling
the alarm system will alert
security droids who come and
begin repairs, leaving your
path relatively free to carry out
your real mission: to locate the
embryo.

Of course, by taking out the
fuse box you knock out the
lights. Just as well you've got
thermal image and infra-red
cameras, along with a decent
map of the factory. Deeper in
your bag you'll find a gas
mask, medical kit, welding
unit, armour, explosives,
disguise kit and repair kit. Oh,
there's five hand guns in there
too, but you're not that kind of
person, are you?

There's no doubting the
challenge of Corporation. The
whole structure is rigged up
with video cameras, so you'll
need to be on your guard at all
times. Challenges you'll
encounter include video
cameras, pressure sensors,
trip beams and hologram
projectors which throw up fake
images of guards. Falling for
any of the traps activates the

THE CORPORATE IMAGE

internal defence system —
doors automatically lock
behind and in front of you and
an invisible gas is pumped into
the room rendering you
unconscious.

Reckan you could cope with
anything Core Design's SF
nightmare throws at you? Find
out in July when Corporation
gets an airing on ST and
Amiga, with a PC version
following in September.

W When the lights fail, use the thermal
Image camera — here's a enemy robaot
viewed through the lens.




The Sales Curve are well known in the software
‘industry’ for producing some of the best coin-op
conversions around. However, their public image
has failed to gain such stature. Previously,
companies like Virgin Mastertronic have handled
advertising and distribution for them, and have
thus stolen some of their thunder. But now, with
the launch of their Storm label, The Sales Curve
are hoping to take more of the credit for their

releases

Mention The Sales Curve to 'yer
average computer owner’ and
you'd probably be met with a
blank face soon after followed
by some comment about 'not
getting that far in Business
Studies yet'. However, any
mention of Ninja Warriors or
Silkworm and the response may
be more positive. Silkworm, in a
single stroke, convinced 8-bit
owners that 16-bit arcade
conversions could, after all the
derisory comments in computer
magazines, be attractive and
immensely playable. The Sales
Curve guickly followed up their
success with Ninja Warriors;
similarly impressing all who'd
played the arcade machine.

Being distributed by Virgin
Mastertronic had its advantages
— less hassle for a start — but
it also meant the The Sales
Curve's hits may be aftributed
to Virgin instead of their
originators. Most software
companies would be happy to
take the royalties and avoid the
fame — not these guys, though.
And that's why The Sales Curve
have set up Storm: a new label
which they hope will heighten
their profile and increase public
awareness.

Dan Marchant (The Sales
Curve's Product Manager):
‘Until now we've been sorting
out the licences for our games,
organising the programming
and visiting the magazines,
while another software house
handled the advertising,
duplication and distribution. We
knew that we could do those
things too, so we thought why
not go it alone and get all the
credil for our work.

‘Storm will have a strong
image with distinctive
packaging. Too many software
houses package each product
totally differently from the
previous one. If you're in a
computer store you can't tell at
a glance if a game is by your
favourite software house.
Psygnosis have a particular
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package style which makes
their games stand out on the
shelves. Our packaging should
have a similar effect.’

The Nineties will see The
Sales Curve branching out into
cansole development. They've
already secured a deal with
Nintendo which allows them to
develop for the Famicom and
the Game Boy. While they're
also negotiating with Nintendo
for a publishing deal whereby
they can program and distribute
they're own games (being
allowed to develop for the
Nintendo is exclusive but being
allowed to market and distribute
games is very rare). The Sales
Curve are also looking at the
possibilities of writing games for
the Lynx and Sega systems.

To kick off the new label
Storm have secured a major
deal with arcade manufacturers
Jaleco which gives them the
rights to convert several of
today's most popular games
First off is a conversion of Saint
Dragon due in September

Starm's first non shoot-'em-up
release is another Jaleco
licence. Rod-land is clearly
aimed at fans of 'cule’ games
like Rainbow Islands and Kid
Gloves. Taking control of one of
two fairies with pointy ears,
magic wands and magic shoes
it's your task to move around
the platforms collecting flowers
and killing other nauseatingly
cute creatures.

Despite their cuteness these
fairies are fairly vicious. They
use their magic wands to stun
the baddies who they then pick
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up and kill by bashing them
repeatedly against the fioor
Once dead the baddies may
leave behind bonus tokens
bullets or bombs which can be
used to devastating effect on
other nasties.

In the best tradition of cutesy
games you are faced with a
bigger and angrier baddie at the
end of each level: a giant
glephant on a lrapeze appears
on one level. You'll have to wa
ill the early part 1991 for this
one
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Storm'’s third licence from
Jaleco is also set for an CE Y
1991 release. Right from the
start Big Run places you in the

heat of things on the dust tracks

of Tunis — it makes Out Run
look like a Sunday afternocon
drive.

Steering your super-tough
rally car you've got to complete
the toughest six stages of the

Paris-Dakar rally in record time.

Unlike other race games where

even a slight knock can be fatal,

your car has been built to last.
However, every collision slows
you down and there's a
challenging time to beat, Still,
sometimes you just have to
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Lightning quick reactions are

in Storm's second
release. Of their four initial
releases, SWIV is Storm's only
original product. SWIV is billed
as an ‘original vertical shoot-
‘em-up to beat all shoot-'em-
ups.’

Controlling either jeep or a
helicopter (shades of
Sitkworm?) you've got to battle
your way through hordes of

shove 'em out the way, right!
(CRASH's Nick ‘One Way
Street’ Roberts should feel right
at home — Ed.)

a

enemies, including multi-part
copters, super tanks and
strange bird-like craft

Again Random Access are
handling the coding. Due to the
enormity of the game on the ST
and Amiga they've created a
special disk loading system
which imports backgrounds and
sprites while the game is
playing. This gets rid of the
annoying wait for the next level
to load in after killing the big
nasty.

SWIV should be released
sometime in October. Expect to
see a full review soon

SAINT

Despite its name, the arcade
machine has no appearance of
a fair wench in the clutches of
an evil dragon. Moreover, the
eponymous dragon isn't even
evill Turning tradition on its
head, you have to rescue the
dragon!

Set in outer space (no
medieval huts or heavy armour
as you'd expect), you pilot a
heavy duty space fighter built in
the form of a dragon. Trailing an
armoured tail you've got o blast
your way through six levels of
progressively nastier aliens
before you can rescue your
winged chum,

As in other popular shoot-
‘em-ups you will be rewarded
with additional weaponry if
particular enemy craft are
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destroyed. Most people will
quickly choose their own
preferred weapons but certain
slages require special weapons.
However, one of the more
onginal features of the game is
the armoured tail; this acts as a
shield against many of the
aliens' weapons. Generally. only
the dragon’s head is vulnerable
to enemy fire

The conversion of Saint
Dragon is being handled by the
programming house Random
Access, previously responsible
for Silkworm. The graphics have
been ported straight from the
Coin-0p onginal and from what
TGM has seen of the game it
looks and plays every bit as
good as the coin-op
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Tlh one innocent character, Q
Flimbo, add a very broken
-} heart, a pinch of heroism
| and one delicious damsel <
in distress.
Sprinkle a host of cameo
| roles featuring a derranged
professors gemetic mutations
5 and you would be mixing the.
] ideal ingredients of 2
cartoon style adveature
game — par excellence,
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JACK’S BACK

Accolade were so chuffed with the success of Jack Nicklaus’s
Golf, they're releasing Jack Nicklaus’s Unlimited Golf and
Course Design (yikes!). Based on the design system Jack uses
to create courses, players can now have unlimited golfing fun
by playing some of the greatest courses in the world, while
playing on their own designs too!

Accolade have improved the playability and believe the

course designer is more complete and detailed than any other
architect product. Featuring an instant replay feature, fast
drawing of courses, playing tips from Jack and flying divots (1),
Unlimited Golf is out scon on the PC, Amiga and ST for £29.99,
Owners of the original can upgrade to Unlimited Golf at a
reduced price through Accolade direct (tel: 071 5853308).

W Also from Accolade comes Hardball Il on the Amiga, offering

more fun, more frolics and generally a whole lot more than the

original.

The dead parrot, the Ministry
for Silly Walks, fish slapping,
Eric the half-bee, the squash-
ing foot — classic comedy
from Messrs Cleese, Gilliam,
Jones, Chapman, Palin and
Idle, collectively known as
Monty Python's Flying Circus!
Just a few months off, Virgin
Games' adaptation of the
dotty TV show is looking good.
The action is based around
Terry Gilliam's madcap anima-
tion sequences and star of the
game is Gumby — the
strange little fellow who
always appeared in shorts,
knotted handkerchief and
walking boots. Poor chap's
lost his brain and he has to

MONTY PYTHON

tramp through four surreal lev-
els to find it. Programmed by
Core Design the graphics are
great, real Gilliam stuff, and
the best news is that it's
playable and funny. Qut on
Spectrum, C64, Amstrad, ST
and Amiga in September.
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It would appear that French
Ubisoft reckon their latest 16-
bit game Unreal to be a bit of a
winner. Indeed, so much of a
winner that it could easily wipe
the floor with Psygnosis’
Shadow of the Beast (so, that
was the reason for the
Shadow T-shirt — Ed). Mmm...

We decided to check out
this wonder game that’s set to
shake the world (hem, hem).
The action’s set in the mystical
world of Unreal. Your sister
Isolde has been captured by
the Master of Darkness and is
being held prisoner until she
agrees to marry the evil swine.
So you, Artaban, and faithful
sidekick The Copper Dragon
embark on a guest to rescue
her.

There are two parts fo
Unreal, both using very differ-
ent styles of gameplay. The
first section offers speedy 3-D
blasting, looking not too dis-
similar to Afterbumer. You're
controlling The Copper
Dragon, flying over Unreal’s
landscape to reach the
of the Master of Darkness’
domain. The objective is to fly
safely, destroying whatever
evils attack, and locate the
changing sword, a magical
weapon,

The action switches com-
pletely in part two, which is an
arcade adventure scenario,
viewed from side on. You bat-
tle through the countryside
and buildings of Unreal beat-
ing off all manner of foes. To
smash the four elements of
darkness you're armed with
the changing sword, which can
power-up making the blade
burst into flames to defeat
even the most persistent crea-
tures. Erm, hold on a mo'.
Take a close look at the the
screen shots, anything strike
you as a bit odd? Yes, the

hero appears to be starkers —

oh dear.

Unlike the majority of arcade
adventures, Unreafl's scenery
graphics continually change
depending on your actions —
there's always something hap-

ing anscreen. It's not all
hack ‘n’ slash, though, you'll
need to use logic and reason
to find hints and tips.

You're free to run up and
down hills in the scenery,
though watch out for slippery
rocks and ice. And keep an
eye out for enemies; one of
their tactics is to hide in the
background and jump out
u

n :
Featuring five different
pieces of music, and sound
effects throughout the game,
Unreal is released at the end
of June on Amiga only at
£24.95,
H Also on the Ubisoft front,
look out for the Pro Tennis
Tour competition at Virgin
Megastore, Marble Arch,
London on June 30. You can
play Pro Tennis Tour against
other people during the day
in an organised series of
games. There's heaps of
prizes to be won so get on
down there! More details
from Virgin Megastore on
(071) 4918582,
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Spawning nearly as many
games as the World Cup, the
Wimbledon tennis tournament
is just around the corner. And
to remind us how thrilling ten-
nis is, Grandslam are releas-
ing a brand-new simulation
called Grand Slam Tennis.
Grandslam reckon the game's
a winner because of the split-
screen technique used to
show both ends of the court.
This kind of display is vitally
im . say Grandslam.
‘When playing a two-player

game in previous products
there was just one view of the
court: the player operating the
background sprite was at a
serious disadvantage.’ This
has all changed with the split-
screen display. Packed with a
range of formidable strokes
and all the usual tennis stuff,
Grand Slam Tennis is out at
the end of June on ST, Amiga,
Spectrum, C64 and Amstrad.

GRAND SLAM TENNIS

B Fed up with driving around the same old scenery in Test
Drive Il: The Duel? Be bored no more. Out now for Amiga and
Commodore 64 disk drive owners is the latest accessory disk:
European Challenge. A snip at £11.99 on Amiga and £8.99 on

PGA TOUR GOLF

Does the name Fuzzy Zoeller
mean anything to you? No, he's
not relation to that great comic
Fuzzy Bear, but is a professional
golf player from the States. And
Fuzzy's just one of the people
you can play against in
Electronic Arts’ latest simula-
tion, PGA Tour Golf. Up to four
players compete, playing on the
Sterling Shores, Avenel,
Sawgrass and PGA West
Stadium courses.

The PC version of PGA Tour
Golf is released in June with the
course fee set at a very reason-
able £24.99.

M For ST, Amiga and PC own-
ers the 16-bit Computer Fair
opens its doors on June 28 till
July 1. it's happening at the
Royal Horticultural Halls,
Greycoat Street, Victoria,
London and the show organis-
ers are promising a huge
event with such exhibitors as
US Gold, Tynesoft,
Audiogenic and Gremlin.

GAMES
FOR GOOD
CAUSES

There's an exciting event hap-
pening in Hull on June 30 and
July 1. It's the Compute For
Charity exhibition packed with
surprises and competitions from
the likes of Ocean, US Gold
and Psygnosis! Money raised
will go to the BEC's Children in
Need appeal, the Portobello
Scout Group mini-bus appeal
and Kingston Special Needs
Scout Group who require a com-
puter. Compute For Charity
admission prices are £1 for
adults and 50p for children, with
Blue Peter badge holders get-
ting in free! Doors open at 10am
both days, so if you're in Hull
that weekend the place to be is:
The Portobello Hall, The
Broadway, Holderness Road,
Hull.

Cé64 disk.

-
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Oh, dear, There's a new RPG
coming from US Gold on its
Advanced Dungeons &
Dragons label called The
Secret of Silver Blades. Oh,
dear indeed. Not that the
game's bad, far from it, it's just
that it means ancther fantasy
story to relate. Better get on
with it... The frigid valleys of
the Dr ine Mountains
echo the desperate plea
of terrified miners 'Heroes of
the Forgotten Realms, save us
from ewvil.'

Unwittingly digging in hal-
lowed ground, they have dis-
turbed an ancient vault and
released its terrible content.
Scores of horrific creatures

SILVER BLADE

now infest the mine shaft —
and threaten to escape into
the world abave. So, there you
have it. The Secret of the
Silver Blades improves on the
game system used in Pool Of
Radiance and Curse of the
Azure Bonds, allowing you not
only to continue the saga in
the Forgotten Realms game
world but also implement your
existing characters from Azure
Bonds into the Silver Blades
game. Rid the land of mon-
sters including Drider, Hydra,
Umber Hulk and Purple
Worms when The Secret of
the Silver Blades is released
on C64 and PC in early July.
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‘THE TIDE |

You'd be forgiven for thinking that top
programming house Bullfrog had only produced one
game, albeit the award-winning Populous. Suffice
to say, they are set to change all that. Very soon
they’ll be releasing Populous 2 and Flood, an
arcade break from the usual strat attack...

Flood started out life as a glad to hear) who inhabited an
graphic demo showing how underground kingdom. As is
water finds its natural level — befitting a race of green blobs
over a year agol There was no they've been wiped out by a
gameplot till Populous was host of psychotic creatures.
released. That was when Intent on doing the job well
Bullfrog decided they wantedto  they're now after Quiffy.
design an arcade game, a Playing the part of Quifty
break from the strategy of their you've got to progress through [
intercontinental surprise hit. the subterranean levels to the [
Star of the game is a cute surface as quickly as possible. |
{ugh!) fat green blob with a Just to remind you of your Quiffy gets sticky. Okay, so he the help he can get. {
quiff, appropriately named mortal danger the cavems can't jump or fly or anything In order to progress from
Quiffy. This Richard Eddy gradually fill up with water, flash like that, but he cancrawl  level to level a certain number
lookalike is the last remnant of a Scenario aside, Flood is along walls and ceilings. And of gems must be collected. As 'L
whole race of green blobs (not essentially a platiorm game. As  with 36 levels of pure wet and you can imagine, these aren't !
all Eddy lookalikes, you'll be is with blobs of this nature, wild mayhem, Quiffyll need all  always in the most accessible of |
places
SCOR " Each level harbours its own
E 800682 GEMS 11 LIVES @4 e s of naaitad Skt iy
_— hindering your progress or
4 . killing you. One particular bad
guy drops extra gems around
the caverns. These have to be
collected before you can
ogress to the next level. If you
don't kill him, he'll continue
dropping gems and you'll be

stuck on that level... forever.
Generally speaking, sticky
blchsaren'tmatusﬂtmm
htButwmmesrvimm
es can hold a weapon;
there's plenty to chose from. Try
your luck flame throwers,
grenades, dynamite and
boomerangs. Sadly, only one
can be carried at a time and
amhhasitauwnadvmmgas

and disadvantages.

‘But what about the water?' |
cry. Well, as
Imnmdawllar.mm
e fill up with water. As in
m Armed with a deadly flame thrower Ouifty dispatches another set of marauding baddies. Exira polnts can be earned by collecting the Mﬂmymﬁm
cans and casseties. in

ﬂﬁﬂmmmﬁm
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the water for a short time.
However, stay in the murky
depths too long and more than
Quiffy's ego will become
deflated (his lungs for
instancel).

Water flows from a series of
1aps scattered around the level.
You can't turn these off, but find
the right sort of object and they
can be temporarily plugged (use
the wrong one and the water
will flood even faster).

Although not on the scale of
their immense Populous,
Bulifrog have included a certain
amount of strategy. Due to its
nature, the water in itself is a
time limit. Also, gems in certain
areas are more prone to
flooding; obviously these should
be first on your shopping list.
But the water can also be an
aid. Some gems appear to be
totally inaccessible, stranded on
lone platforms. But after a
decent flood, it's possible to
swim across the water and
capture the jewel,

There's also the ghost of your
dead aunt wandering around.
She recreates your movements
exactly, and follows just ten
seconds behind you. So hang
around too long and she'll catch
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up and kill you

Flood is clearly aimed at an
audience who don't fancy the
major sirategy of a game like
Populous: it's great for all ages,

So much memory and
processing time has been used
handling the graphics and
sound that there's no in-game
music. However, there are 64
sampled sound effects. Using
volume change and pitch shift
techniques the samples are
altered to create even more
effects.

Flood is without doubt based
around its graphics. The
characters are superbly drawn
and animated. Plus, there are
numerous neat touches (such
as a high score table with
identikit facility — design your
own mugshot) which make this
a very Bullfrog game.

W Flood will be released by
Electronic Arts in June on the
5T and Amiga priced £24.99,

HERE’S A LOAD OF BULL

Bullfrog can't be described
as a prolific software devel-
opment company. This isn't
due to any laziness nwﬂr
part (or so say) to
the high sﬂm they set
themselves for each product.
When they embark on a pro-
ject it is developed until it is
just about playable, then the
whole team continually pl

it to see if they really do like
the game. If the general con-
sensus is that it's lacking
something, the project is
abandoned. Ranger and
Colony ||||r¢||'r-:I b:vom such
games that fell way-
side, though elements from
both eventually found their
way into Flood.

smaller teams each working
on a different game —
though the whole company
usually has a hand in the
project at some point or
another. Shaun Cooper and
Simon Hunter are the team
responsible for Flood. Shaun
designed and programmed
the game while Simon
designed the graphics.
Shaun: ‘I don’t really play
that many games. I've played
Sim City and | like a good
flight sim like F29 Retaliator
but | wouldn't say that | was

influenced by any game in
particular. Simon's great
graphics were a real boost.
Once | got those the rest of
the ideas just came to me.’
Simon: ‘Before working on
computer graphics | always
wanted to be a cartoonist. |
bought my ST and start play-
ing around with 'gnphlm on
that. | designed the graphics
for Dragon’s Breath then
approached Bullfrog and
began work on Flood. The
main character was original-
ly sketched out on computer.
| then drew him on paper,
and made some alterations,
then the design was transe-
ferred back to the ;i
Once it was decided that the

character was going to walk
along the walls Inglcmrd
him as a green bl
something that would
ly stick to the walls.'

With Flood now finished
Bullfrog aren’t about to take
arest.

set for that yet. In the future
we want to develop more
arcade-orientated games.’

LUP




o/ 1%/ /1

DAY OF JU

He is the Law. And let’s face it, no-one’s going to
quibble about that. Judge Dredd, the future's most
feared law enforcer, is back on your computer
screen in September. Richard Eddy visited Mega
City One and caught a few perps in the process...

Seeing the success in the future
of law enforcement with
Ocean's AoboCop (18 months
in the chart, and still hanging on
in there), Virgin Games wanted
a futuristic crime fighter who
would not only uphold the law
but uphold a decent chart

position too. There is only one
man who makes RoboCop look
like a lollipop lady, and he's
Judge Dredd, star of 2000 AD.
Dredd has been on computer
before — Melbourne House
gave him a go a few years back
but didn't really capture the
character. So, Virgin Games
have taken five Judge Dredd
stories from 2000 AD and
turned them into one six-leve!

16 TGM July 1990

game featuring some of the
worst perps (perpetrators) in
Mega City One and Dredd's evil
equals: the Dark Judges.
There's a consistent kind of
gameplay throughout the six
levels — a multi-directional
scrolling platform, shoot-'em-up.

L

Viewed from side on, the action
takes Dredd through crime-
infested tower blocks. Each
level has its own end-of-level
battle, a bit different in each
level. There are two counters to
keep an eye on throughout the
game: Dredd's energy counter
and the crime rate level. Should
Dredd's energy level reach zero
he's packed off to hospital and if
the crime rate rises beyond

acceptable levels Dredd
resigns.

The game actually begins at
Dredd's information computer.
Here you receive Mega City
One's crime reports, your
objectives for the day, the low-
down on villains and even
Dredd's mail. Having rounded
up enough information for
Dredd's first task, exit the
computer and head into the
streets on foot.

Trouble begins at Wm Bunter
Block. The place is overrun by
the League of Fatties,
threatening to eat their way
through the city. Dredd's
objective is to shut down four
food dispensers on the block
and starve the Fatties out.
However, the Fatties are a
defensive lot, and being as
round as they are high can
cause a helluva lot of damage.

Their main tactic is to throw
themselves off a high pilatform,
directly above Dredd. Tough as
he is, a kamikaze Fattie attack
drains Dredd's energy fast, as
does an attack by a charging
Fattie. The humour of the Judge
Dredd stories has been kept in
the game — watch out for the
Fatties who use pizza slices as
missiles!

Armed with his gun, the
Lawgiver, Dredd can make
quick work of a Fattie and often
a dead Fattie leaves a power-up
pod behind, enabling Dredd to
use homing missiles or a laser
blast. The Fatties are tricky,
often hiding behind normal
civilians. If Dredd accidentally
wipes out a civ it pushes the
crime rate up.

As I've said, these Fatties are

tricky, and realising Dredd has
destroyed the food dispensers,
head off to the food convoy
going out over the Cursed
Earth. This makes up the end of
level one battle. Dredd leaps on
top of one of the three convoy
trucks beating off the Fatties.
Back at HQ, Dredd discovers
more trouble. Over at Charles
Darwin Block, the evil Professor
Fribb has invented an enzyme
which is reversing the process
of evolution. The enzyme is
leaking into the air through air
vents, slowly all the resident
civs are going down the
evolutionary scale tumning into

apes, lizards and some going
even further down and
transforming into amoebas!

This has to be stopped. Head
off into the block to locate the
four enzyme-leaking air vents
and shut ‘em down, while
avoiding the apes, lizards and
amoebas which all pose a
threat to Dredd. To get around
the block guicker, as on all
levels, Dredd can leap aboard
his bike, the Lawmaster, and
hurtle along the platforms and
ramps. The Lawmaster is for
travel only: to arrest or blow an
enemy away Dredd has to
dismount.

The ultimate aim is to shut
down the enzyme-producing
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W Above: Level one and the League of Fatties begin their onslaught on Mega City One.
Can Judge Dredd destroy the food dispensers before the plump ones turn him pancake?
Below: Professor Fribh's dangerous enzyme is on the loose throwing normal civs down
the evolutionary scale — here they're gaing ape!

: Judge

| ‘cover
for Virgin, now glnﬂrﬂu
for 2000 AD.

machine completely. That's in
Fribb's room, but can't be
entered until all the vents are
closed. Inside, amoebas have
taken over and biasting results
in splitting the amoebas — just
keep firing until the amoebas
are so small they vanish.

Levels three and four are
based on one story:
Blockmania. Sov agent Orloc is
attempting to induce
Blockmania, a Mega City
madness, in everyone by
poisoning the water supply.
Level three is set at the Agua
Station and Dredd’s objective is
to turn off the contaminated
water supply at the four valves,
With other Sov agents, hovering
droids (the Satallats), bombs
and Orloc himself against Dredd
this is no easy level.

With the four valves switched
off Orloc makes his escape in a
truck. Dredd gives chase on the
Lawmaster, leaping over barrels
thrown from the truck. However,
Orloc has already planned a full
escape which takes him to the
Weather Station, a floating
platform high above Mega City
One, where he plans to poison
the rain as it showers over the
city.

%n, in level four, Dredd faces
another attack by Orloc and his
comrades while trying to tumn off

wil//peor-up

the ground and destruction.
Yayy!

Another 2000 AD story for
level five: Block War. Two large
blocks of flats are engaged in a
vicious war. Dredd has to
destroy all gun emplacements
and visit the control room of one
block to stop the war. Again
you've got this huge scroliing
map of the blocks, but, with a
war raging, there are armed
killers everywhere. The end-of-
level sequence has Dredd
blasting through a series of
walls which move up and down.
Get through the walls, shut
down the battle computer and
that's the perps dealt with,

On the final level Dredd must
battle against evil equals: the
Dark Judges who come from
another dimension where being
alive is a crime. Judge Fire,
Judge Fear, Judge Mortis and
Judge Death have coms to
terrorise Mega City One and
have their own particular way of
dealing with Dredd; Death's
speciality is to reach out and
squeeze Dredd's heart.

So, how do you deal with
Dark Judges? With Dimension
bombs, that's how. There are
around 20 bombs scattered
throughout the play area and
Dredd has to collect as many as
possible whilst fending off the

the four sprinkler systems and
so stop the poisoned down-
pour. Like level three, the end-
of-level battle revolves around
Orloc’s escape plan. It's a
scrolling shoot-"em-up as Orloc
leaves in a shuttle, showering
Dredd, on hover-bike, with
bullets and debris. A well-
placed strike by Dredd causes
Orloc and craft to hurtle towards

Dark Judges' attacks. When
enough bombs have been
collected, Dredd enters the final
conflict area where he faces
each Dark Judge in turn. Each
attack using their dark skills,
only Judge Dredd has the
power (and enough Dimension
bombs) to scatter them back to
their own dimension. The
battle’s just begun...
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GIVEAWAY:

Can it be true?! Is TGM really giving away
a full arcade machine? YES! Read on...

E-MOTION

Bouncing balls and puzzles
a-plenty!

18 TGM July 1990

CRACKDOWN

Mammoth two-player game
in which you must place
many time bombs.




The card stuck to the cover
of this issue is your
passport to winning one of
two fabulous arcade
machines! The two whizzo
coin-ops on offer are
Rolling Thunder and Halls
of Kairos donated by top
coin-op conversionists US
Gold.

Before we get down to
the nitty-gritty, let's have a
look at the coin-ops up for
grabs...

Rolling Thunder is a
brilliant, scrolling, cop 'n’
robbers game. You've
infiltrated the evil Geldra's
HQ in pursuit of an evil
drug baron. Now his
henchmen are after you so
prepare to run, leap, climb
and shoot your way
through the ten levels of
Geldra's complex. It's fun,
fast and brilliant to play —
and soon this Namco coin-
op could be yours!

Sega's Halls of Kairos is
probably better known as
Desolator, the name that
US Gold gave its
conversion. Halls of Kairos
is like Gauntiet, with a lot
more elements to it. More
fun than you could ever
imagine (legally).

HOW DO | WIN?!
Nothing could be simpler!
{Well, not having to do
anything at all would be a
bit simpler, but that's a bit

boring.) Printed along the
bottom of the page are four
screenshots of recent US
Gold games. Above each
one is a title and brief
description of a US Gold
game. But which title goes
with which screenshot?

Match the picture to the
game, fill in the cover card
and send it off to the usual
address.

RULES AND
CONDITIONS

Entries must be received by
July 19 m All entries must
be on the cover compo
card, which must have the
US Gold compo logo stuck
on it @ See masthead for
full details m No
correspondence will be
entered into.

ITALY 1990

Could the team you pick to
play make it through to win
the ultimate footballing
accolade: the World Cup?

- e TRk WYL

MY FATHER

DYNASTY WARS

coin-op conversion based
in second century China.

b
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| VERY Bl JOYS

It’s all very well for manufacturers to claim that their latest console
plays every bit as good as the coin-op, but they rarely do. Most of
us have to make do with second best, actually owning an arcade
machine is just an expensive dream. However, the latest craze
sweeping Japan involves machines that allow you to plug in arcade
printed circuit boards (PCBs) and play your favourite coin-ops at
home. Robin Candy takes a look at a prototype of the Universal
Energizer from Unitec Systems and wonders if all his dreams have

come true

At the heart of every arcade machine is a
printed circuit board. Fixed to this are all the'
microchips and electrical wizardry that make
the game possible. The actual cabinet that

the game comes in usually isn't very
sophisticated (unless it's a special one with
a hydraulic chair). In fact, most cabinets are
pretty standard and include an interface

N
Ctepen Yideo

POWER

W The final sequence in the arcade version of Robocop pits you against the formidable ED-209.

which allows you to swap between different
PCBs. The most commonly used interface
is known as JAMMA and it's this that allows
the Universal Energizer to be connected to
a vast store of arcade PCBs.

The prototype of the Universal Energizer
looks like a giant double joystick controller
— and that's basically what it is. The
JAMMA interface on the back of the
controller connects it to the PCBs with
additional ports to output the sound and
picture to your TV/monitor and hey presto

W A great game in the arcade. Now thanks to the
Universal Energizer it can be a greal game at home.

you're playing arcade original games in the
comfort of your own home.

The Universal Energizer will be available
for somewhere between £130-145, normally
arcade cabinets fitted with a JAMMA
interface cost over £300. The price includes
several plug-in interfaces which allow the
controller to be used with a variety of
consoles including the PC Engine,
Nintendo, Sega and most home computers
fitted with Atari standard joystick ports.
Subsequently, you need never, theoretically,
use any other joystick again.

You may have noticed the varying sizes
of monitors in arcade cabinets. In general,
vertically scrolling shoot-'em-ups seem to
have longer and thinner screens than
horizontally scrolling games. Coin-op
manufacturers don't usually have monitors
specially designed according to the game
type (screens are mainly 14- or 20-inch)
they just flip the monitor on its side to make
it appear longer. You'll also have to do this
when playing games of this type (| hope no-
one's only got a 26-inch TV — Ed).

Prices of PCBs vary enormously. As you
would expect the latest and most popular
games are the most expensive, usually
£1000+. However, if you're content with
games that were all the rage three years
ago you can pick up some real bargains.
Just to give you an idea of prices here's a
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selection of PCBs advertised in a recent
issue of coin-op industry paper Coin Slot: B-
Type Il £395, Allens £745, Ghost 'n’ Goblins
£70, Dynamite Dux £275, Golden Axe £345,
RoboCop £245, Shinobi £220, Crude
Buster £545, New Zealand Story £175,
Xevious £70, Bombjack £50. Not bad, eh?
Not all games are JAMMA compatible.

Cain-op distributors Electrocoin fit all their
machines with an alternative PCB interface
(though Unitec promise an Electrocoin

adapter will be available soon), while games
such as Hard Drivin' require special
cabinets. If you do get into the world of
collecting arcade PCBs always check with
the manufacturer/distributor that the PCB is
compatible with your equipment.

I[P ERATURE

CONATCTS

Coin Slot: 2 Daltry Street, Oldham,
Lancashire. Tel: (061) 624 3687.
Unitec Systems, tel: (0436) 72615, fax:

Next month TGM will be looking at two new
devices which boast arcade quality games.

If you can't wait that long take a peek at this
month's Our Man In Japan for a preview of

one of the machines, SNK's Neo Geo looks
set to become one of the most sought after

consoles. It's already a firm favourite in the

TGM offices.

W The PC Engine and Amiga versions of this classic game are good but there's nothing like playing the original. An R-

type PCBs costs as little as £150.

W Looking somewhat like a giant joystick the Universal Energizer comes complete with additional inlerfaces which allow it Io be used wilh, amongst others, the Nintendo console.

TGM July 1990 21




| The Quest for Ultimate Dexterity...
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Amiga Screen PC Screen

I ONLY THE COOL AND CLEVER SURVIVE...
| 3-D planes that'll blow your mind blocks that keep you from bouncing

Roll off the edge of infinity into 2 to the next thrilling plane.
dimension with no room for mental Time is against you, and so are the
midgets. Dodge electrical seas, problems to solve. But then —

bounce the lights out of illuminated yours is The Quest for Ultimate
checkerboard puzzles and blow up Dexterity

AMIGA £19.99 PC/Compatibles £29.99
Thalamus Limited 1 Saturn House, Calleva Park, Aldermaston, Berkshire RG7 4QW Tel 0734-817261
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HANGING ON THE
TELLYPHONE

From the fax machine to the cash dispenser, from the kissogram to
Sky TV, these days each one of us takes instant communication for
granted. Why shouldn’t we! The telephone has been with us for over

l_

a century. But, as Mel Croucher explains, it is about to undergo a
few changes. The ‘wonderful’ world of videophones is upon us

So, what's The Next Big Thing .. %]
in home-based telecommuni- . =%
cations for the likes of us? .-
We already know of the .I %%
home terminals some ks
high street banks are ~““%i:!
giving away. Indeed, . "
in France, the Minitel .
system is piped
through to 10,000

Pty "

terminals, supply-
ing not only
money

information but
also weather and
traffic reports. But
after that, after
facsimiles, telexes
and CB radio (?),
what does the
comms world have
in store for us? ...:Y
Well, if those ruth- 55v' i
less marketing peo- , -
ple have anything to =
do with it, we will soon
be enjoying the dubious
benefits of being able to |
see who we're talking to on
the latest gadget: the video-
phone. And, like the telephone, it °
will change our lives.

EVOLUTION

The first artificially-produced verbal
message concerned an ancient Roman
capitalist called King Midas, and like all
the best phone calls it was a bit of juicy
gossip. When all had ceased to turn to
gold and the great god Apolle landed
Midas with a pair of ass’s ears, nobody
knew about his personal affliction
except for the King's hairdresser. But
the poor barber couldn't resist spilling
the beans to a hole in the ground and
burying the secret. It wasn't very long
before reeds grew on the spot, and
when they rustled in the wind, they
transmitted their whispered message to
the world. (They still do if you listen
hard enough.)

Nothing much happened in the evolu-
tion of the videophone for a few thou-
sand years after that. The talking drums
were fine for a long distance, audio

e
A

transmission but somewhat lacking in
the visual department, whereas internet
bonfires suffered from the reverse hand-
icap. There are unproven theories that
Leonardo da Vinci built an amazing
solar-powered videophone system in
1519, complete with last number redial
and a little device that played bloody
awful music while you were left fuming
on hold (sounds like we bought the sys-
tem for TGM — Ed). He designed it to
make direct contact with the Universal
Prayer Exchange Database run by the
Lord God, but unfortunately the only
time he used it, old Leonardo got an infi-
nite recorded message and died before
the Lord could get back to him. On the
other hand, | could have just made that
up.

What is certain is that in 1839, William
Fothergill-Cooke and Professor Charles
Wheatstone were granted a patent by
King William the Fourth for an electric
telegraph. It was absolutely state of the
art, using five wires for coded transmis-

sion at one end, with receivers con-
sisting of needles that pointed to

letters and visual symbols on a
. revolving dial. Forget the rail-
- ways, steamships and penny
" post, long distance
. *». telecommunication had
(AW arrived, and the world
i~ began to shrink. In

w1878, the year that the
. first transatlantic tele-
graph cable was laid,

Alexander Graham

Bell built the first

‘electric speech

machine’ from an

adapted deaf aid.

No doubt he had

planned to utter

some momentous
words for the occa-
sion, but he got so
excited that he
knocked half a pint of
battery acid over his

- leg, and the first ever

.+" telephone message was

s
w

# him shouting to his
=" assistant for help:
‘Watson, come here, | need

i youl'.

* One hundred years later, pro-
" totype machines began to send
facsimile visual images along stan-

*" dard telephone lines, and the boffins

latched on to the theory that simple
audio frequencies could be used to
encode and decode pictures. On 1
October 1987, the first video image was
sent between two commercially avail-
able phones via the public lines of the
Nippon Telephone and Telegraph com-
pany, Japan. | don't doubt that by 2
October 1987, the first visually indecent
phone call had been received (yeah, and
you probably sent it, Croucher — Ed).
And that's part of the problem.
Imagine a young fellow taking a bath,
playing languidly with his rubber duck,
when his newly installed videophone
rings imperiously next to the soap dish.
The caller is some hapless telephone
salesgirl trying to flog double glazing,
and our man gets so flummoxed that he
drops his video-send unit and sponta-
neously transmits a blurred image of a
limp lighthouse. Doesn't bare thinking
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about, does it. Or would the picture
quality be too naff to cause any offence,
hilarity or yawns? Let us examine the
quality of video image that is currently
on offer, and how the quality is likely to
be improved.

REVOLUTION

In the lands of gross consumerism —
Japan and America — videophones
have already become vyet another
‘essential’ hardware purchase, like the
automatic dishwasher, the thinking
microwave and the pet-me wet-me robot
pooch. Most videophones have a nor-
mal-looking handset, but the big differ-
ence is that the dialling unit features a
miniaturised mono TV screen with a lit-
tle video camera above it. Adaptor units

are already on sale so you can display
videophone images on jumbo size TV
screens, or record them on your domes-
tic VCR.

Because most national and interna-
tional phone lines can only transmit up
to 19.6K of data per second, it takes
about 30 seconds to end a conventional
Ad-gized fax. When it comes to video
images, the crawling speed is about the
same for the initial picture to build up
and for each subsequent refresh screen.
In other words, current videophones are
nothing more than gimmick boxes, and
receiving the pictures they send is more
painful than waiting for a photo booth
Polaroid to develop. If you forget about
speech, cut down on all the video detail,
scrap any notions of colour or grey
scale and stick to stark black and white,

24 TGM July 1990
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you can transmit one image every five
seconds.

Obviously, the customer insists on the
ability to keep talking while an image is
building up on the video screen. There
are two alternative ways of allowing this:
the first is to limit the bandwidth of
audio frequencies used for vocal data.
Telephones do this anyway, resulting in
the traditional ‘tinny’ reception via old-
fashioned equipment, and video pulses
can be sent via the audio-pulse frequen-
cies that are left over. The second
method relies on sensing the ‘blank
spaces’ left by all the little pauses that
occur in natural conversation, and filling
these gaps with the signals needed for
the continual updating of pictures.

You can buy a gismo like the

Mitsubishi Visitel through mail order for
about £250. It's compatible with all UK
modular wall jack systems, features a
4.5-inch monitor, displaying 32 shades
of grey over a 96x96 pixel grid, has a
i6mm lens and the best benchtest for
image refreshing clocks in at about six
seconds. £20 will buy you a wide-angle
and close-up lens kit, and the same
amount buys a cable and box for trans-
mitting pictures to monitors. Of course,
you can't receive pictures from some-
one who hasn't got a videophone them-
selves, so checking up on how well-
looking granny is (and vice versa) will
cost you another £250 for her unit.

As an increasing number of people
choose to work from home, the video-
phone will proliferate. Not only will dia-
grams, models and instant reactions be
sent and received along with normal
conversations, but pseudo face-to-face

conferencing can take place too (thus
avoiding expensive intercontinental
travel). The world will again become a
much smaller place.

So when will full-colour realtime mov-
ing pictures be available via domestic
videophones? Would you believe now?
Neither would |, but the prototypes are
already up and running with best
guesstimates of 1992 for service in
Japan, USA, Singapore and Australia,
1993 for Germany and France, and 1995
for other territories with digital phone
exchanges. These dates rely on the
implementation of the latest buzzword
telecoms system, known as ISDN.

CAN | USE YOUR DICTAPHONE?

The magic initials could easily stand for

wliw Lar

N
5‘:?- o

| Smell Dosh Now, but to telecommuni-
cations engineers it means Integrated
Services Digital MNetwork, and it's
designed to send combined signals all
around the planet for voice, fax, still
video and computer data. So far, the
best refresh rates for colour video
frames are running at about six update
images per second, so the telephoned
moving picture has reached the stage of
pseudo-realtime. As you would expect,
ISDN is an all-digital system that can
bounce data off satellites and push it
through fibre-optic cables without any
loss of signal quality, and it's only when
it reaches your domestic or office equip-
ment that the signals get converted to
analogue form. Existing models operate
via twin channels carrying 64K of infor-
mation per second, and they are getting
better all the time.

The main obstacle to getting a giobal
system up and running is exactly the
same as in the computer business: com-
patibility. But agreements will surely

_
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FUTURE

‘Tellyphones' or whatever they end
uphhuuﬂﬂﬁllmummmmmmw
radio, and automatically link in to satellite communications
downlinked to local cable networks. Prices will fall from
over £250 to under £50. The cost of the actual calls will be
charged at a premium rate to begin with, but these will soon

THINK ABOUT THE

be scrapped. As In the USA and several EC states, local
calls will become free, in order to encourage the phone
habit. The bottom will drop out of the fax machine market.
The planet will shrink to its smallest possible scale.

Work

Freelance workers, small enterprises and home education
will benefit as much as big business. Estate agents, travel
agents, designers, doctors, bankers, probation offi-
cers, teachers and pimps will all be able to work remotely.
ing will become the norm, unnecessary travel
will be taxed to the hilt. All legal contracts, long distance
deals and d transactions will be automatically
Rl 1o Ty, B Y L aeots _and
appeals to be pe Iy nstantly adju ed. Wo
will not only become easier, but also more efficient.

come, because they will be vital for the
post-industrial age where information is
power, and the transmission of that
information is needed instantly.

What's really annoying is the
Government's decision seven years ago
to scrap the plans for wiring up the
whole of Britain with fibre optics for
local cable-TV networks, If that had gone
ahead, we would have ISDN right now
and be world leaders in this new (and
very lucrative) digicoms business.

Just imagine what the home of the
future will be like. TVs will include video
recorders, integral cameras, CD-ROM

databases, computers, hi-fi players, and
two-way vocal input/output for control
and telecommunication. (Amstrad will
be market leaders. Alan Sugar will be
Prime Minister — Ed.) Adultery will
become less spontaneous. The deaf will
be able to lip read phone calls.
Interactive multi-player video RPGs will
boom and then collapse. Tele-messages
will be timeshifted and sent or received
via video recorders. Mary Whitehouse
will start a campaign to outlaw 0898 tele-
video services. Hackers will attempt to
peer into people’s private lives, literally.
The military and security forces will try

,,,,,,

to achieve the same. As for me... I'll be
seeing you!

‘Smith!” screamed the shrewish voice
from the telescreen, ‘6079 Smith W.!
Yes, you! You can do better than that,
you're not trying!’

A sudden hot sweat had broken out
all over Winston's body. Never show
resentment! A single flicker of the eyes
could give you away. ‘We can see you,’
said the voice. 'Stand out In the middle
of the room. Do not touch one another.’

(George Orwell, ‘1984")
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Ocean strike back with a slamming action-packed
coin-op conversion! And the good news is that
Midnight Resistance is even better on computer
than in the arcades! You're gonna flip!

PLUS: TEENAGE MUTANT HERO TURTLES/28 m THUNDER STRIKE/46
M INTERNATIONAL 3D TENNIS/34 g AND THE REST OF THE BEST

W
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GAMES INDEX

16-BIT

AMIGA

Blue Angels............cccnmmmisisisisnes 57
0] T2 o T e S O S e e i:]
Defenders of the Earth...........ccoueu 53
Dynasty Wars.........cccovciinincininns 58
Fire and Brimstone...........c.ccovvunenn. 57
Ghosts 'n’ Goblins ........c.cccceneeeninns 50
Heavy Metal..............cccoiucnnns B

International 3D Tennis.

Midnight Resistance ...........cccuuune. 44
Ll 1 e o e o L 50
PROTON SHOMMM. . ccsereeeeminresnumsnmsomammnnss 51
Resolution 101..............ccvnmsinsnnns 33
Robot Monsters........c..ccccueeveeneennns e
it e e R 42

The Theme Park Mystery...............
Time Soldier........c.ovissssssesissnnenss

Tie Break .. TR

World Cup Socce;

ATARI ST

Cartoon Capers ..........ccccceiveasinnns 50
Cyb-erball 57

HalY 1990 ...conanamnissass seae DO
F19 Stealth Fighter... -y
Oriental Games......... sad)
Photon Storm............ S |
Resolution 107.......ccieeeseecssmmnmesenes 33
e (RS At e i o By 42
The Kastal s s 50
The Theme Park Mystery ...............40
PC
Powerboat USA ...........cccoocviiiniinnns
Thunderstrike ... )

B-BIT
AMSTRAD CPC
LIVRNPONL . arrimsersssiissssnisinasns 59
LE g, B T e 55
COMMODORE 64
Defenders of the Earth......c....ccuu... 53
2D E e ] MOl O <R - 57
Dynasty Wars..........couniesmsiinnes 58
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Powerboat USA ............ccoceenmuvneinnes 55
World Cup SOCCRT ....ccveerveeremrsensnnis 52
SPECTRUM
BOMBO . e 50
Carrier Command.. eI T
Cyberball... 5'.?
Defenders af the Earlh ................... 53
Dynasty Wars...........ccccccoeceerreanrans 58
Kenny Daglish Soccer Match........ 58
Manchester United ............ccceeeeunen. 57

The Cycles..........ccun.
World Cup Soccer

CONSOLES
NINTENDO

Simon’s Quest
Skate or Die............
Solomon's Key
Teenage Mutant Hero Turtles
Zelda Il

SEGA

Basketball Nightmare.............cccec... 57
Battle Out Run
Slap Shot......cccee

World GamMes ......cccunecmesssnsmmnsmmmnins

32-BIT
ARCHIMEDES

Manchester United
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Cowabunga, | love being a turtle!

hat are green, amphibious, and cur-
rently raking in loads of cash at the
American box office? Why the
Teenage Mutant Ninja Turtles, of
course. And, from the left, that's Raphiel,
Donatello, Leonardo and Michaelangelo
(sound like good names for painters), the
mutated turtles who were rescued from a
New York sewer by Splinter, a rat. (For
some strange reason they're called the
Teenage Mutant Hero Turtles in the UK.)
Due to the radioactive nature of the gunge

- TEENAGE MUTA

they were found in, both the turtles and the
rat grew to human size and gained the
power of speech — weird. Splinter then pro-
ceeded to teach them all he knew about the
art of ninjitsu (seems like a clever rat),

Each turtle favours a different weapon.
Raphiel carries a strange ‘trowel on a chain’
device, Donatello favours a Bo stick,
Leonardo carries a Katana sword, and
Michaelangelo sports a Nunchuku. Only one
person can play either of the four turties,
swapping turtles when energy gels low.

TALES OF
TERRA-PINS

Peter Laird and Kevin Eastman are
men behind the turtles. Both had
wanted to create their own comic for
years, but it wasn't until they were
both working in a fast-food store that
one of them doodled a turtle with a
sword onto a serviette. They used a
tax rebate to create the first comic
featuring the ‘heroes in a half shell’,
and the rest, as they say, is history. A
lucrative plastic toy deal with Hong
Kong-based Playmates Toys led to a
cartoon series and a movie that
opened in the States in March.

After the film rights were turned
down by companies like MGM and
Twentieth Century Fox, an indepen-
dent company called Golden Harvest
picked up on the idea and ploughed
#15 million into the project. They also
brought in the late Jim Henson (cre-
ator of The Muppets, Sesame Street,
Labyrinth, The Dark Crystal and The
Storyteller series) to design the char-
acters for the feature.

The film has already grossed over
$100 million and looks set to make
more than even Batman. Expect to
see the Teenage Mutant Ninja Turtles
on the big screen this Christmas.
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1 HERO TURTLES |

— .

ire

Energy can be replenished by, as all fans
will know, eating some pizza.

All heroes have their arch enemies. The
turties’ main enemy is The Shredder. He

and his evil band of ninja thugs, the
Foot Clan, constantly plague our fun-
loving heroes as they try to complete
their various missions —
the first is to rescu-
ing their girlie
pal April,

You start by viewing your chosen terrapin
walking through the grimy streets of New
York. Dropping through one of the numer-
ous man-holes takes you into the under-
ground sewer system, and although it's
crawling with The Shredder’s henchmen it
must be travelled to get anywhere in the
game. But use those weapons, for, as the
old reptiion saying goes, Shredder’s by
name, shredders by nature.

lcons occasionally appear, these include
extra weapons, pizza and invunerability. If
the doors to buildings are open, enter them
to collect a few more bruises — and icons.
At the end of each level (mission) a nice
animated sequence informs the turtles of
their next assignment. And you can bet
your bottom dollar that The
Shredder has more than
a hand in all of the foul
deeds.

I've been a great
fan of the comic
for years and am
pleased to see
the Nintendo
game arrive.

KONAMI

GAME TEENAGE MUTANT
HERO TURTLES

PRODUCER KONAMI
VERSIONS e——
NES £34.95

The game kicks off to a great start
with an oriental tune and some
impressive portraits of the turtles.
Though, sadly, some of the in-game
graphics are a bit iffy and there is the
odd screen glitch. Initial playability is
high, all the turtle sprites are well
drawn and animated and the bad
guys present quite a challenge.
Teenage Mutant Hero Turtles is a
very playable slash-'em-up, | just
hope that whoever's producing the
home computer version hurries up.

Comic book licences are big business these
days and Teenage Mutant Hero Turfles is a
very good example of what can be achieved
when a strong licence is backed by a tough,
but very playable, game.

Mark Caswell
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Make mine a sweet and sour

ORIENTAL GAMES

HKIKKAMA
DEFENSIVE

ASHIGARLU

0 you think you're a real hard man? For

at least three hours a day, you wear

skimpy shorts and vest and pump iron

at the gym, using those bizarre exer-
cise machines. Then half-a-dozen circuits
around the indoor track and a few dozen
blows thrown at that most worthy of oppo-
nents, the punchbag. By that time you'll be
sweating like a pig and smell twice as bad
but at least you'll be fit.

That's all well and good but where's the
fun in it? The action, the competition, the
DANGER? There isn't any. Your slowly tick-
ing mind realising this, you've decided to try
something tougher to maintain your macho
image: the martial arts.

Up to 16 people can sign on at a sports
centre's reception desk, computer players
making up the necessary numbers when
that many humans aren't available. After
choosing one of three skill levels, the arts
available can be praciised against an expert
before specialising in particular moves with
the joystick editor. Here moves can be cho-
sen and viewed before being entered into a
sequence of four moves, attributed to any
joystick position. When that position is cho-
sen in competition, the four chosen moves
are made, directly after one another. This
cuts down on joystick thrashing and allows
deadly seguences to put together, cus-
tomised to exploit the weaknesses of oppo-
nents and protect from their strengths.

Then its the tournament itself, again cho-
sen from the three disciplines of kendo,
kung fu and kyo kushin kai, which isnt
strictly a martial art, just an extremely vio-
lent sport! There aren't rules — there's no
referee — just beat the hell out of your
opponent!

Each competitor, whether human or com-
puter controlled, begins in the first round,
and they start each bout with five green
segments of energy. As blows are taken,
the first segment tumns white, yellow then
red. When all segments are red, he's
knocked out and his opponent has won,

Each bout is followed by a report screen
showing who has been eliminated, who has
got through, the number of hits made
against each fighter and the number of
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blocked and missed attempts at hitting
them. Up to five merit awards are then
given to the winner before the current state
of play across the whole tournament is
shown. The winning player of the tourna-
ment and the two runners up are awarded
gold, silver and bronze medals as appropri-
ate, given at an awards ceremony.

The market's so packed with one-on-one
martial arts games that there's no great
need or demand for another one, it's all
been seen, done and played before. But
having promised the amival of Oriental

MICROSTYLE

GAME ORIENTAL GAMES
PRODUCER MICROSTYLE
VERSIQNS me—
AMIGA £29.95
ATARI ST £29.95

features like usherettes patrolling the
aisles and the crowd doing

wave'. Sprites vary, the kung fu
ers neat ‘'n' simple in their nm

Games a long time ago, MicroStyle have
stuck to their guns and brought one out.

Being able to move freely between three
different disciplines is an essential feature
for today’s gamesplayer but strangely the 8-
bit versions have four events (the extra
one's Sumo wrestling). Best art is certainly
kyo kushin kai — a bout of fast, no-holds-
barred GBH Is immense fun, although puts
quite a strain on the joystick.

...Which is where Oriental Games inno-
vative feature comes in handy. Joystick edit
is one of the most unusual and user-friendly
abilities I've seen in any game, and the

most in a beat-'em-up. It's fun constructing
move sequences and even better using —
just select your chosen 'stick position and
sit back while your sprite acts out the four
programmed moves.

Although you'll have difficulty gathering
that many people in one room to utilise, the
16-player option has the scope for immense
competitiveness. A more than competent
beat-'em-up with the great joystick edit fea-
ture, Oriental Games has a niche in your
software collection.

Warren Lapworth

—
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OVER A YEAR
IN THE CHARTS
...OVER 100,000 SOLD!

The 8-bit soccer game of the 80’s becomes the 16-bit sensation of the 90's
with the release of the long-awaited Atari ST and Amiga versions.

When EMLYN HUGHES INTERNATIONAL SOCCER was released for C64,
Spectrum and Amstrad, reviewers were amazed. It rated 90% in ZZAP, 91% in
Sinclair User, 88% in Games Machine, 91% in Amstrad Computer User, 94%

in Computer & Video Games, 887 in ACE, Game of the Year in CCl-we could
go on for ever!

Now, with the release of the Atari and Amiga versions reviewers are reaching
for their dictionaries to find new superlatives. ZERO described the game as
‘totally excellent’, the sound as ‘absolutely brilliant' 89% ; Your Amiga rated it
‘the best soccer simulation to date - 95%'; YC World Cup Winner 97%.

Forget the rest - there’s only one EMLYN HUGHES INTERNATIONAL SOCCER!

| AUDIOGENIC SOFTWARE LTD
Winchester House, Canning Rd, Wealdstone. Harrow, Middlesex HA3 7SJ. Tel: 081-861-1166,




OFTWARE CITY

Unit 4, B.D.C, 21 Temple Street, Wolverhampton WV2 4AN Tel: 0902 25304

Call us on: 24 Hour Credit Card Hotline 0902 25304 /54

RENASSANCE
RETURN OF THE JEDI
RICK DANGEROUS ..
RINGS OF MEDUSA NEW
R ...
ROBOCOR,...
ADCAET RANGER
RUNNING MAN ...
SAS COMBAT... .

SCREAMING WINGS
s SHADOW OF THE

SHOOT EM UP CONSTRUCTION KIT...

SIM CITY SPECIAL OFFER .

INDIANA JONES

IT CAME FROM THE DESERT
{1 MEG OMLY) ...
ALY 1900 MEW.
INFESTATION.....
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BRBERE

A A A
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MAGNUM FOUR
| OPERATION WOLF, AFTERBURNER,
DOUBLE DRAGON, BATMAN THE CAPED
CRUSADER -
ST & AMIGA £18.99 |

THRILLTIME PLATIGNUM
VOL 2
IKARI WARRIORS, BUGGY BOY, BOMBJACK,
SPACE HARRIER, LIVE AND LETDIE,
THUNDERCATS, BEYOND THE ICE PALACE,
BATTLESHIPS
ST & AMIGA £16.99

LIGHTFORCE
R-TYPE, IK+, VOYAGER, BATMAN THE
CAPED CRUSADER
ST & AMIGA £16.99

| 8.5 INCH DOUBLE SIDES, DOUBLE
| DENSITY
| WITH LABELS

-0.78
-6.99
-16.89

WINNERS |
THUNDERBLADE, LED STORM,
BLASTEROIDS, IMPOSSIBLE
MISSION 2 5T & AMIGA £19.99

EDITION 1 |
DOUBLE DRAGON, XENON, GEMINI WINGS

GIANTS
GAUNTLET 2, ROLLING THUNDER, 1943,
OUTRUN ST & AMIGA £19.88

THE STORY S0 FAR VOL 1
IKARI WARRIORS, BUGGY BOY, BEYOND
THE ICE PALACE, BATTLESHIPS
ST £13.99 AMIGA £13.99

THE STORY S0 FAR VOL 3
SPACE HARRIER, LIVE AND LET DIE,
BOMBJACK, THUNDERCATS
STE13.99 AMIGA £13.99

| CAPTAIN BLOOD, XENON, ARKANOID 2, (ST

PRECIOUS METAL

ONLY) SUPERHANG ON,
[AMIGA DONLY) CRAZY CARS.
STE16.99 AMIGA £16.99

TRIAD VOL 3
SPEEDBALL, BLOOD MONEY & ROCKET

RANGER |
ST & AMIGA £19.99 i

AMIGA 1/2 MEG EXPANSION...
AMIGA 1/2 MEG EXPANSION
+ DUNGEDOMN MASTER..............c.oiccr02.. 8800
AMIGA 1/2 MEG + CLOCK

+ DUNGEON MASTER.....

& SILKWORM ST & AMIGA £16.89 |

WORLD CUP COMPILATION.
KICK OFF, TRACKSUIT MANAGER & INT SOCCER
ST AND AMIGA 16.99

ALL TIME FAVOURITES
TEST DAVE, MEAN 18, FAMOUS COURSES 14 2
AND HARDIBALL ST ANS AMIGA 18.99

1 ORDER FORM AND INFORMATION I

All orders sent FIRST
l toc-Softwa

CLASS subject to
re City, Ununucmrmsm

Just fillin the d send it
lability, n mmﬂ

I ORDER FORM (Block Capitals) I
R e i e i |
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| Postcode .............cco......

LT

PTTTIIT

'LName of game

Computer | Value

Postage
TOTAL

j Card Type .......cccoune .
l
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POSTAGE RATES - Please add 50p for post and packaging on allorders
under £5. Overseas add £1.50 per item.
| PAYING BY CHEQUE - Cheques payable to Software City

.Expiry Date ...

EUROPEAN ORDERS MASTER
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New Year resolutions

n the 19th of January in the year 2038

Resolution 101 was passed, It stated

that, for a price, non-vislent criminals

should be offered amnesty. The price
o pay for amnesty was simple: find the
really bad guys (drug dealers, gang boss-
es, etc) and kill them.

After committing a ‘small’ crime you are
given the chance to clear your record with
the offer of a ‘termination run’. Your mission
is to track down four drug running criminals
operating in Los Envegas and stop them
for good.

Jumping in your Theta 4000 ground
skimmer you prepare to pursue the first vil-
lain, Toby Komazuki. Big K (sounds famil-
lar) drives a huge orange craft, so you can't
miss him,

On your travels through Envegas you'll
approach shopping malls. Don't just pass
them by, pull over and stock up with ammo.
You start with a small amount of dosh, but
more can be earned by picking up canis-
ters dropped by the henchmen. Equipment
for sale varies from cannons and homing
missiles to armour patches and a great
range of super booster engines.

Sadly, there are a few laws that even
assassins must obey. To justify the guys'
killing it's best to gain evidence (you know
what sticklers for proof these American
attorneys are). Evidence, like money, is
found in canisters. Red and yellow ones
are the most desirable. Ten red ‘drug’ can-
isters will allow you to chase the bad guys.
Four yellow will give an extra life. Avoid
grey and black canisters which are booby
rapped.

Of course, Mr Komazuki isn't the only
drug dealer, there's his three mates to deal
with too. And just when you thought you
could book a vacation they all return in
faster, better equipped craft,

There are 12 levels of action standing
between you and freedom, and although
the cityscapes are on the sparse side the
game certainly moves like greased light-
ning.

| -

The game was programmed by
Logotron, the folks that produced Arch-
ipelagos, and the challenge is very similar
and just as tough. Much patience and per-
severance is needed, but the satisfaction of
saving Los Envegas is reward enough.

Mark Caswell

(HIEEE TR

RESOLUTION
101

MILLENNIUM
GAME RESOLUTION 101
PRODUCER MILLENNIUM
VERSIONS ssss—
AMIGA £24.99
ATARI ST £24.99
IBM PC £29.99

Millenium née Logotron have been
fairly “I.:nil.tlt.# with only Cloud
of late. G Amiga Resolution
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t used to be the case that software hous-

es only chucked out in the height of sum-

mer to cash on all the excitement of the

world-famous Wimbledon grass court
tournament. Bul nowadays you don't even
need 10 see Boris Becker's thighs, drink
barley water, hear Dan Mascal's stately
tones or have the slightest taste of straw-
berries and cream before they launch a vol-
ley of tennis conversions your way

Al least Sensible Software appreciate
the calm, laid back atmosphere of hot,
sunny afternoons. In their tennis game
arriving via Palace, you can take things
easy in Beginner mode. Here the computer
automatically gets you in position to return
each shot and makes your sprite flash
when the ball is in range

Control isn't just down to the swing: you
can move backwards and forwards to affect
the angle and timing of the hit. The direc
tion the joystick is held determines what
sort of shot is made.

Al Semi-Pro level, serves can be direct-
ed and at Pro your sprite doesn't flash
when the ball's in range. And if you're ever

]
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IN NO SENSE SENSIBLE

Other than odds and sods of freelance
work, Sensible Software began their illus-
trious career with a bizarre (if not to say
silly) game typical of their wacky nature,
Galax-i-birds, subtited The game they
couldn't stop. A Galaxians variant released
on the Firebird budget label, it featured
budgies, International Karate players and
tennis balls from Gremlin's Bounder
among its unusual sprite cast.
Galax-i-birds was followed by the rather
more complicated and professionally pro-
duced Parallax for Ocean, but it was still
essentially a shoot-'em-up, with parallax
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scrolling (what a surprise). They stuck with
Ocean for their magnum opus, the awe-
some Wizball, perhaps the greatest C64
game of all time. The player's ball sprite,
which resembled a giant dried pea, con-

tained a wizard who, with the aid of his cat,
had to collect paint droplets to restore
colour to grey landscapes. A surreal shoot-
and-collect-'em-up(!), its fantastic playabili-
ty was spoiled in the translation to other
formats.

Their next production wasn't even a
game; Sensible Software switched to
Palace software for their Shoot-'Em-Up

L'

¥
i

STAR
PLAYER

skilled/confident/foolish enough, Ace allows
you to put spin on the ball. All these skills
can then be used and practised on a com-
puter opponent of one of 15 difficulty levels
or in a ‘friendly’ match against a compan-
ion. Either way, a court is selected from
grass, clay, cement or carpet(l) court, the
type of court affecting bounce height and
direction

From all across the globe, 79 tourna-
ments are there to be entered. Before com-
mitting yourself, the location, number of
rounds and number of sets for the high-

Construction Kit, soon affectionately known
as SEUCK. Although creations could only
be static screen or vertically scrolling, it
was extremely user-friendly, allowing all
graphics, sonics and attack waves to be
completely customised (although player
limitations were, well, limited).

A quick budget blast, Oh No! (where
LED-like cows had to be defended), before
the famed MicroProse Soccer, the jolly
overhead footie which worked very well on
8-bits but was a disappointment on 16 — a
bit like Kick Off in reverse, really. Big
breasts in a Defender mould (huh?) for
Insects In Space, the star game in
Hewson's C84 Fourth Dimension compila-
tion, and here we are, up to date and back
to the sporting world.
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lighted tournament. K you lack the
endurance to play through the correct num-
ber of sets (wimp!), you can select single-
set matches. Your opponents, a total of 100
real and fictitious players, have various
strengths and weaknesses to overcome
Money is eamt depending on how far
you get in toumaments and greedy sods
can opt for Tennis Season, divided into 21
periods of one to three weeks. Breakdowns
of rounds and prize money help you work
out which toumnaments give best financial
reward, versus difficulty of success. For
major tournaments, you've got to be skilful
— if you ain't good enough, they just won't
let you enter. A progress report shows
matches and money won and can be
saved to continue a season at a later date
Then, of course, there's the 3-D itself.
The court, tennis stadium and players can
be seen from ten different camera angles

e . =

(which can be adjusted on 16-bit versions
1o give an almost infinite number of views)
As well as the conventional TV angle of
behind and slightly above the player,
there's a side view, close-up, distant plan
view (as if from an airship) and more.

While it's undoubtedly the unusual vec-
tor graphics that attract your atiention,
fancy visuals are no substitute for playabili-
ty. No problem: International 3-0 Tennis
has bags of it. The computer automatically
moving you into position to return takes afl
the toil out of tennis — that pointless dash-
ing up and down and side to side. It
doesn't take control out of your hands,
either (especially on Pro and Ace levels),
liming, spin and type of shot being more
than enough to concentrate on: even with
the helpful flashing it's possible to miss the
ball completaly.

It takes plenty of time to master the
game and then there's always a computer
player to test your mettle, whether it's of a
skill level selected by Yyou in practice or
one of the many unpredictable toumament
players. There's great satisfaction in a two-
player game, too (a soc-called friendly
maich — hal), particularly after pulling off a
dynamic volley deep into their side of the
court while they're still stranded at the net.

Combining the innovative 3-D with the
variety of shots at hand and the sheer
playability, /nternational 3-D Tennis is one
of the best computer sports games ever,
appealing to many more than just tennis
players.

GAME INTERNATIONAL 3-D
TENNIS
PRODUCER PALACE
VERSIONS seewememmensr—
AMIGA £24.9
ATARI ST £24.99
C64 £9.99/£12.99
SPECTRUM £9.99
CPC £9.99/£14.99
C64
AMIGA <
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A deuced tricky state of play

| TIE BREAK

STARBYTE/OCEAN

ell here we go again! The World

Cup's prompted the release of many

football games but the sport not too

far behind it for computer simula-
tions is tennis. Tie Break's matches are
viewed directly from above, but only part of
the court can be seen at a time so it scrolls
to follow the path of the ball.

Although it's far from a favourite point of
view (see box), bird’s eye tennis has been
seen before, in Passing Shot. It's an
improvement on it, though, with tourna-
ments and multi-player options as well as
greater ball control (Passing Shot was
largely ‘hit and hope').

Matches can be singles (against one of
16 computer opponents or another human)
or doubles (allowing four players to com-
pete using the Microdeal joystick adapter).
The Tournament option allows you to play
in several major international competitions

including, of course, Wimbledon. The
World Tournament option has the sixteen
players (computer or human) playing
round robin.

The player moves automatically towards
the path of the ball. Pushing the joystick in
one of four directions (for topspin, stop vol-
ley, lob, or normal shot) causes the player
to hold the racquet back, ready to swing
forward when the joystick is recentred —
timing determines the direction of the shot.

It sure is tough, though! In your first few
attemnpts on Tie Break you'll be lucky to
score more than a few points and winning
your first game will be the cause of minor
celebration. A set? You should be so lucky!
Match?! Don't be silly! Getting to the ball's
no problem, obviously, but you need exact
timing to play good shots: slicing the ball
time and time again into the net or out can
be very frustrating,

The two- and four-player modes make
up for the overly tough computer oppo-
nents and are where the fun's at — unless
you're a real mean, determined games-
player in which case you'll love the chal-

Warren Lapworth

GAME TIE BREAK
PRODUCER

STARBYTE/OCEAN

YVERSIONS m s —
AMIGA £24.99
ATARI ST £19.99

AMIGA [ %

The court scrolls well but is dull to
look at. Sprites are reasonable if a bit
small and best graphics are the
humourous cartoon-like portraits of
computer players. Title music's
mediocre but there're good crowd
and racquet effects and an umpire
calls out the scores.

VIEW FROM
THE STANDS

By far the most popular and commaon-
ly used viewpoint is that from above
and behind one of the players, giving
an angled view across the net. This is
hardly surprising as it's the one were
used to from television coverage of
tennis matches. The first true comput-
er tennis game used this viewpoint,
Psion's Match Point for the Spectrum,
later converted to other formats.
Graphics were excellent, for its time,
and playability was high — even
today, it's one of the better tennis
games.

A string of TV viewpoint games
appeared before Commodore turned
the sport on its side. Well, gave us a
side view of the court and its matches
anyway, with International Tennis for
their 64. This showed tennis as if you
were a spectator watching it from up
in the middle of the side seating.
Although it was strange and a bit diffi-
cult to get used to, it was refreshing
and played a good game.

For the next shift in perspective,
you had to nip down the arcades to
play Passing Shot, a Sega coin-op.
This gave a bird's eye view straight
down on the court, and so in many
respects took us back to the very first
tennis video game, Pong (table ten-
nis) — in fact, the first video game. In
Passing Shot, the size of the ball
changed to indicate the height of the
ball, although in Imageworks' conver-
sion (TGMO024) the ball's shadow grew
at the same time! The computer con-
versions failed to capture the playabil-
ity of the coin-op, which wasn't partic-
ularly high anyway.

It was back to the TV viewpoint for
the next innovation — but twice over.
Just last month, we reviewed
Loriciels’ Tennis Cup, which has a
split-screen display to give each play-
er their own view of the action. This
means that neither player’s ever at the
disadvantage of being furthest away
from the ‘camera’.

And up to this month with
International 3-D Tennis, which has...
loadsaviewpoints!! True, the view
from the airship is too distant to use,
but you can’t have everything.
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COME TO THE EDGE
PROGRAMMERS, ARTISTS &
MUSICIANS WANTED

The EDGE are currently recruiting several new teams for their exciting
projects for 1990/91. We are especially interested in talking to you if you
would like to become part of one of our new "CD ROM’ teams. If you'’re
an artist with experience in animated cartoon graphics then we’d
particularly like to hear from you. With licenses such as ‘Garfield’,

‘Snoopy’, ‘Asterix’, MTV, Key Marvel Comic characters, and a wealth of
original game designs we offer one of the most challenging, varied and
rewarding developement environments in the market.

In confidence, write now or call:
Dr Tim Langdell or Mark McCubbin
‘The Edge Interactive Media’
36/38 Southampton Street
London WC2
Tel: 071 831 1801
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Individual format

release dates may vary

* Remarkable new 3D real time animation system.

® One or two player games, ® 72 tournaments to play in all based on real events with

® Four player ability levels — amateur, semi-pro, pro and Ace, genuine court conditions and prize monies.

® View the game from any one of ten “camera” angles — * 4 court surfaces — grass, clay, carpet and cement — each
infinite on ST and Amiga. affecting game play.

# Learn to play topspin and backspin balls, # Digitised pictures (ST and Amiga)

# True control over the direction of your shots. # Digitised voice of real Wimbledon umpire (ST and Amiga).

* T.V. tennis theme tunes. * Choose which 22 tournaments to play in a full tennis

® Any-time save option. season, against world class competition and aim to earn a

* 64 different computer opponents, with 16 skill levels. million dollars!

® C64 ® C64 DISK ® SPECTRUM ® AMSTRAD ® AMSTRAD DISK ® ST ® AMIGA ®




There’s gold in them thar hills

hose Red Indians aren't stupid, they
don't stand any nonsense from their
old folks. At the bus stop, whinging to
no-one in particular about how they've
been waiting for nearly an hour, during
which time three buses have gone in the
opposite direction. In the queue at the post
office, complaining that their pension goes
nowhere these days, what with the price of
bacon, their feet are killing them and that
even during wartime rationing they didn't
have to wait this long. And at any time and

.
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place whatsoever, remarking that it wasn't
like this in their day and kids don't know
their born. No, the indians don't take that
rubbish. They take the wrinklies into enemy
territory, tie them to a stake and leave them
to die a warrior's death.

This is a custom you discover first hand
in the 1880 USA setting of Colorado.
You're on a hunting expedition, wearing a
small furry mammal on your head (having
made it into a hat earlier, obviously), and
shoot all but one of a group of indians you
encounter — vicious swine. The one you
decide not to kill is an old geezer who in

COLORADO

PALACE/SILMARILS

return for a ritual death gives you a trea-
sure map (must've been into bondage).

The map shows the location of a gold
mine, the legendary Lost Mine of
Pocahontas. It's clearly a very vague map
because you'va got more than a hundred
screens of arcade adventure to explore in
order to find it. Although it's flick screen
rather than scrolling, Colorado allows you
to move into and out of the screen a short
distance.

Indians and wild creatures are encoun-
tered at frequent intervals and there's only
one decent course of action — kill them. To
this end (their end, hopefully) you're armed
with a knife, axe and musket. The latter
must be loaded before each shot, gradually
reducing your ammunition supply. This sup-
ply can be replenished by getting more
from Mac Biggle's travelling store but, as
you have no money, you must trade some-
thing for it — a weapon or object picked up
on your travels. Potions can also be traded
to restore ailing heaith,

You don't have to travel on foot all the

GAME COLORADO
PRODUCER
PALACE/SILMARILS
VERSIONS n———
AMIGA £24.99
ATARI ST £24.99
IBM PC £24.99
Sprite definition is nothing out of the
and animation's fairly weak
but the status panel and

backgrounds are excellent. Colour

and shading are used very well,

resulting in sooth and realistic

scenes. Although in the canoing
3D ent is a little

hat, the melodies themselves are

time, as canoes are conveniently found by
the side of the Colorado river. Rocks, logs
and boulders thrown by shoreside indians
must be avoided as the journey to the next
set landing point is made. Indians also
have canoes and these waterbound braves
can be eliminated with a hefty whack round
the head with your paddle.

Proper arcade adventures are few and
far between these days, exploration appar-
ently falling out of favour with all but adven-
turer types. The best you can usually hope
for is an arcade game where pick-ups other
than weapons can be collected. Receiving
a real arcade adventure like Colorado is a
rare treat.

Colorado's exploration is mixed with a
fair amount of hack-'em-up action, by knife
or axe, and needs skill and speed as you
intend to survive more than a couple of
encounters — life energy is easily lost. Life
isn't much easier using the gun; as well as
limited ammo, it can be difficult to reload in
the heat of the moment,

Being able to move into and out of the
screen adds depth to the game — literally
— and although it's only a short distance
it's more realistic than other games where
everything is on the same plane. The best
addition to the arcade adventure format,
however, is the canoe section, a fun, fast
racer with great graphics and the satisfying
feeling of sending someone spinning
across the river with a hefty hit.

Colorado offers mountain exploration
with plenty of injun action to back it up and
while it's not a gold mine it's certainly an
oasis in the arcade adventure desert.

Warren Lapworth
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A mere bagatelle?

hese new-fangled arcade games may
win in the glamour stakes, with realistic
3-D, dozens of onscreen colours, stom-
ach-churning hydraulics and throbbing
sampled sounds but they're all cold, clinical
devices. They lack the character of simpler
electrical and mechanical amusements,
even the modern day ones like the gaudy,
malformed  furry  chicken/parrot  that
clucks/squawks excitedly as it drops a
bright, two-tone plastic egg containing a
cheap plastic toy.
The more traditional mechanical coin-ops
take the lead in Theme Park Mystery, where

THEME PA
MYSTERY

IMAGEWORKS

you have inherited a somewhat unusual
property from your recently deceased grand-
father: the Magic Canyon Theme Park. A
few short years ago, it was a major success
story, the Park filed with excited crowds,
gueuing to go on the rides and use the
machines. But now it's deserted, no cus-
tomers to use the attractions and no staff to
operate and maintain them. There's some-
thing very strange about the Park, some-
thing evil beneath it, and whatever it is, it
sent your grandfather mad and drove his
employees away. As the new owner of the
Magic Canyon, you intend to get to the bot-
tom of it and bring happiness back to the
Park.

Magic Canyon is divided into four areas,
the first of which is Yesterday Land, which
contains three old coin-operated machines.
The first is Zoltan, a fortune telling machine
which gives out advice and tickets/cards
necessary for other parts of the game. The
bagatelle (the predecessor to pinball, where
balls are fired up a table to drop into holes of
various point values) is used to win tokens
for other machines. The final machine is the

40 TGM July 1990
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traditional grabber, where you attempt to
grab a toy soldier by timing the movement of
a metal hand. However, it must specifically
be the demon soldier you grab, as the only
way to restore the Park is by collecting the
eight demons spread throughout it.

An unfortunate side effect of collecting
demons is that they tend to tamper with you
and your controls, most obviously the control
panel. A mouse is used to select objects, use
machines, leave sub-games and so on.

Moving on to Dragon Land, via the mono-
rail, play switches to sword and sorcery plat-
form game where, armed with flaming torch-
es, you kill gorillas, goblins, birds and bub-
bles. Various items can be found to help your
time there and at other Lands.

Dream Land is a chess board, shown from
above, that requires keys to open boxes that
will hopefully contain demens. If you run out
of keys from Dragon Land, the origami birds
flying above can help unlike eyeballs,
insects, piglets and fest which take lives.

Future Land is a straightforward blaster.
As enemies are destroyed, their debris can
be collected to replenish your shield while

GAME THEME PARK
MYSTERY

PRODUCER IMAGEWORKS
AMIGA £24.99
ATARI ST £24.99
IBM PC £24.99

balls contain mischievous demons.

This game is what its title implies: a mys-
tery. It's by far the strangest piece of soft-
ware |'ve seen in a long time, perhaps even
the strangest ever — it gives Weird Dreams
a run for its money. There aren’t even any
instructions with the game, other than a con-
trol guide, just background details; if it
wasn't for a reviewer's tips sheet (thanks
Imageworks) I'd still be struggling along with
it now.

Theme Park Mystery is all left for the play-
er to work out and what they'll discover
through trial and error is a collection of dif-
ferent game styles wrapped up in a dream-
like, mystical atmosphere and hosted by
Zoltan the fortune telling machine. Although
Zoltan's base is quiet little Yesterday Land,
he holds the most infuriating part in the
game, the grabber, where it's near-impossi-
ble to collect a soldier.

Gameplay as a whole is on the tough
side, Dragon Land being full of dangers,
particularly from those damn apes, and
Dream Land full of pitfalls. None of the sec-
tions are particularly good but all add up to
an intriguing, playable package that may be
too off-the-wall for some but stimulating or

many others.
Warren Lapworth
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ST AMIGA ST AMIGA ST AMIGA
4TH DEMENSION 1689 1699 | GIANTS (COMPILATION) 1950 1988 | PREMIER ATARI 620 STFM DISCOVERY ""g“"
688 ATTACK SUB 1699 | GRAND NATIOMAL 1889 1999 | COLLECTION (COMPILATION) 1608 1888 BOMBLIACK, CARRIER COMMAND,
ANTS HEAD {DATA DISK) 1288 | GRAWITY 1688 1689 | PRO TOURMAMENT TENNIS 1688 1868 OUTRUN, SPACE HARRIER,
ANCIENT ART OF WAR 1899 1688 | GRIMBLODD 1386 1389 | PLAYER MANAGER 1268 1288 STOS NEOCHROME, FIRST BASIC,
ATOMICS 13.08 1302 | GHOSTBUSTERS NI 13.88 16.99 P47 15.99 15,90 ST TOUR, DISCOVER THE ST,
ACTION FIGHTER 1580 1598 | GUNSHIP 599 1599 | POWERDRIFT 1388 1689 £960.95
ADDIDAS CHAMP FOOT 1685 1699 | GAMESSUMMEREDITION 1389 1388 | PICTIONARY 1689 1699 ;
ANARCHY 1389 1380 | HAMMERLIST 1699 1699 | PANIC STATION 1359 lzg
ADLAVENTURA 2499 2480 | HIGHWAY PATROL 16598 1599 15.99 5. OWER PACK
BALANCE OF POWER 1880 1589 1588 | MILLSTAR 1698 1649 | QUARTER BACK 1388 1389 M“"'z?g igé.ETPTITLEg
BARBARIAN || (FALAGE) 16.89 18.98 HEAVY METAL 13,88 16.88 RAINBOW ISLAND 13.60 16.80 .
BARBARIAM I (PSYGNOSIS) 1688 1699 | HERO QUEST 2496 RESOLUTION 101 1699 18.99 £348.95
BANKOK KNIGHTS 1366 1889 | HALLS OF MONTEZUMA 1899 1689 | RENEGADE 13898 1680
E.-lTI'LEt:HESS 16.98 16.88 HARD DRIVING 13.98 1349 ROCK AND ROLL 13.99 13.99
BATTLE OF BRITAIN 1899 1999 | HOUND OF SHADOW 1888 1699 | RVFHONDA 1588 1599 ATARI 1040 STE
BATMAN (THE MOVIE) 13.89 1699 | HOYLES BOOK OF GAMES 24,99 RED STORAM RISING 15,88 18,599 PROFFESSIONAL PACK
BLUE ANGELS 1660 1699 | INDIANAJONES (LUCAS FILMS) 1699 1699 | RAINBOW ISLANDS 1580 1580 £449.95
BEAGH VOLLEY 1389 1889 | INDIAMA JONES (USGOLD) 1389 1368 | RiSK 1369 1388
BATTLEVALLEY 1399 | IMANHOE 1399 1686 | RALLY 1299 1288
BLACK TIGER 13.99 16.89 INTERNATICNAL 30 TENNIS 15,80 16.99 SEUCK 19.99 19.68 ATARI LYNX HAND HELD
BLADE WARRIOR 1688 1599 | INFECTION 1289 1289 | SECRETAGENTFLESEY 1389 168 PORTABLE GAMES MAGHINE
BAD COMPANY 12.89 1599 | IRDN TRACKER 1268 1290 | STAYX 1388 1389 £179.85
BATTLE OF AUSTRALITZ 1588 1599 | INTERNATIONAL CHAMPION SPACE QUEST Il 1889 1998
BUDAKHAN 1699 | WRESTLE 1688 1609 ervE DAVIS SNOOKER 1288 1280
CHASE HO 1399 16.89 IMPERIUM 16.99 1699 18.89 ATARI SMI24
CHADS STRIKES BACK 16.99 16.09 INFESTATION 18.09 16.99 srcmsur-'m 1 (COMPILATION) 1269 1200 MONOCHROME MOMITOR
CALIFORNIA GAMES 1389 1399 | INTERPHASE 1589 1599 | STORVEOFARD (COMPILATION) 1280 1268 £80.05
CABAL 13.99 1695 | ITALY 18860 1689 1899 | SUPEALEAGUE MAMAGER 1699 1889 .
Somu%ﬁm 1688 1809 | INTEANATIONAL ATHLETICS 1200 1289 | STUNTCAR 15.2 12,33
CT EUROPE 1689 1699 | IT CAME FROM THE DESERT 1968 | SHINOBI 13 13.
CARTHAGE 1580 1599 | JACKBOOT 1890 1659 | STREET FIGHTING MAN 1398 1399 ATARI et “""Es
CONQUERDR 1685 1689 | JACK THE RIPPER 1280 1289 | SCROLL 1299 1299 POWER DAIVE 1 MEG D.
CORVETTE 19.80 KICK OFF 1296 1298 SWORD OF TWILIGHT 16.99 1689 £79.95
EUMEE HEQACEH 13899 1388 | KNIGHTS OF KRYSTALLION 19.88 | SKIDZ . 1398 138
HUCK YEAGERS AF.T. 1699 1699 | KICKOFF (| 1299 1280 | SILPHEE 19.88 1999 =
COLARADD 1688 1889 | KICK OFF EXTRATIME 939 Boo SLAYER 1388 1389 AMIGA 500 “FLIGHT OF FANTASY"
CHICAGO 1288 1299 | KLAX 13.88 1399 | STORMLORD 1386 1389 MODULATOR, F29 BETALIATOR,
CYBERBALL 13.89 13.98 KRYSTAL 19,89 19.88 SHADOW OF THE BEAST 2499 24.90 RAINBOW ISLANDS, DELUXE PAINT 1|
DEFENDERS OF THE EARTH 1286 1299 | KEEF THE THEIE 1698 | SHADOW WARRIORS 1399 1680 £369 95
DUNGEON MASTER 1609 1890 | WILLING GAME SHOW 1389 1389 | STARBLAZE 1988 1308
DUNGEON MASTER EDITOR 998  o.09 LICENCE TO KILL 13.99 1389 | SUPER QUINTET 1599 1599
DEMONS TOME 13.99 1388 | LEISURE SUIT LARRY Il 18.99 2499 | SIMCITY 1880 16,98 AMIGA 500 BATMAN PACK
DRAGONS BREATH 19.89 19.55 LEISURE SWIT LARRY N 20.99 29.99 SEVEN GATES OF JAMBALA 12.39 15.89 MODULATOR, BATMAN, NEW
DRAGON FIGHT 16.89 1888 | LEAVING TERAMIS 1388 1888 | SOMIC BOOM 16.89 16.99 ZEALAND STORY, INTERCEFTOR
DRAKKEN 1968 1990 | LIGHTFORGE mnupluwmm 1688 1680 | STARFIGHT 1689 16,89 DELUXE PAINTIL £369.85
DOUBLE DRAGON I 1390 1396 | LOMBARD RAC RALLY 16.59 695 | SUPER CARS 1389 1399 g i
DRAGON WAR 16498 | LOARDS OF THE ﬁﬁms 8UN 1998 | SWITCHBLADE 1388 1380
DRAGONS OF FLAME 1689 1688 | LASTNINJAN 1838 1699 | TRIAD I (COMPILATION) 1680 1890 AMIGA 500 ; 10835
OYNAMIC DEBUGGER 1869 15.99 LOST PATROL 13.98 16.99 TOYOTTES 1389 13,80
EAGLE RIDER 1699 1689 | LIVERPOOL 1588 1588 | TEST DRIVE I 18.99 EITHER PACK ABOVE + COLOUR
EUTE 15.99 1588 LAST STUNTMAN 1298 1288 | TENWIS CUP 16.99 1659 £589.95
E-MOTION 13.88 16.99 MANIC MANSION 16.99 1680 TURRICAN 16,99 18.99
EMELYNHUGHES INT SOCCER 1695  18.99 | MAJIC FLY 1898 1689 | THE KEEP 1688 1689
EPOCH 1588 1589 | MIDWINTER 1899 1938 | TV SPOATS FOOTBALL 1690 1999 AMIGA 500 CLASS OF 90'S
EVE OF HERCLLES 1699 1698 | MANCHESTER UTD 1398 1689 | TV SPORTS BASKETEALL 10,99 EDUGATIONAL PACK
ELVIRA MISTRESS OF THE DARK, 10.99 1888 | MICROPROSE WORLD TRIVIAL PURSUIT (FAMILY EDITION] 1699 18.59 £529.95
FLASH DRAGON 13.99 13.89 | CUP SOCCER 11 1588 1588 | TRIVIA 1299 1599
F20 RETALIATOR 16,99 168.9% MITRD 1388 135G TRACK ATTACK 1388 16.99
F19 STEALTH FKGHTER 1588 15899 | MAJC JOHNSON 1289 1299 | TURBO OUTRUN 1389 1688 COMMODORE 10845
F18 COMBAT PILOT 1586 1599 | MATRIX MARALIDERS 1699 1699 | TYPHOON THOMPSON 16.99 COLOUR MONITOR
FALCON 1699 1980 | NINJAWARRIOR 1398 1380 | ULTIMATE GOLF 1889 1889 £249.55
FHLEI%;N MEISSION DISKS 1399 1398 | NINJASPIRIT 1688 1680 | ULTIMATE DARTS 1368 1368
FLOO 1698 1888 | NEW YORK WARRIOR 1380 1389 | UNTOUCHABLES 1386 1899
FERRAR| FORMULA ONE 16,58 1699 | NUCLEAR WAR 1666 1689 | UNIVERSE ilf 1288 1298 AMIGA EXTERNAL DRIVE
FORGOTTON WORLDS 1388 1390 | NOATH AND SOUTH 1598 1599 | uMs 1509 1599 POWER DRIVE 1 MEG DS
FUTURE BASKETBALL 1689 1689 | NEUROMANCER 1698 | ULTIMA 'V 19.99 1599 £79.95
:EgiTBMLEH OF THE YEAR 2 13.99 380 | OPERATION THUNDERBOLT 1380 1680 | VENUS FLY TRAN 13.@ 1:%
LANE 12.949 12,95 ORIENTAL 15.86 1589 WARHEAD 16 2
FRANKENSTEIN 12,00 1299 | ONSLAUGHT 13.89 308 | WAR MONGER 1658 1809 AMIGA MEMORY EXPANSION
FUTURE WARS 1689 1699 | PAPERBOY 1299 1299 | WATERALDO 1500 1589 512K + CLOCK CARD & FREE GAME
FIENDISH FREDDY 16,60 19.98 PARADROID 16.99 16.89 WARP 1299 1289 9595
FIGHTER BOMBER 19.99 18,99 PROJECTILE 16.98 16.96 WINNERS (COMPILATION) 19.99 19.99
FULL METAL PLANET 15.99 580 PINBALL MAJIC 13.88 16.80 XENOMORPH 1696 16.99
FEDERATION QUEST 1 1299 1389 | POLICE GUEST I 689 1688 | XENONII 1689 1609 A580 HARD DRIVE
GEMINI WING 1398 1388 | POPULOUS 699 1689 | XOUT 1386 1399 20 MEG HARD DRIVE
GHOLILS AND GHOSTS 1396 1699 | POPULOUS (DATA DISKS) 998 988 ZONE WARRIOR 16.99 £369.95
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Remarkable rotating robot roustabout

ROTOX

ou, Rotox, were once a great marine.

One of the best. You were up for pro-

motion and a substantial pay rise

when your time ran out. You got
involved in one dangerous situation too
many, were too reckless. And it was then,
23 November, 2115, that you died.

You didn't fully regain consciousness till
several days after the operation, only expe-
riencing moments of blurred images and
slurred voices before then. The fact that
you found yourself strapped to a bed in a
laboratory alarmed you. But was nothing
compared to what you felt when you found

Us GOLD

interfaced with a synthetic bady, your mind
rescued from death to control the CX37
battle droid.

Cyber Systems have given you no
choice. You must test your newly acquired
systems on a deep-space landscape divid-
ed into ten warzones, each further divided
into nine subsections. The 90 subsections
are packed full of fighter robots and auto-
matic guns and these must all be destroyed
to complete the section.

The landscape is shown in plan view and
is displayed using the new Rotoscape sys-
tem. This means that leftright rotates the

W Instruments spread all around Rotox to help him in the warzones that have been designed 1o test his new CX37 robatic
body to the full, Rotox navigales one of the nine spacecrafl platforms that compose the first level. Nudging the joystick
right will rotate the whole platform around where he stands, lining up the spherical aliens and allowing him to march
siraight ahead safely. A slip means he'll fall into the vaid — bul at least thig gives him a chance to view the map.

your whole body had been replaced by the
torso and limbs of a shiny metal android.
Your brain is now the control device of
the Cyber Systems experimental model 37
— the CX37. Intended to replace human
soldiers, it was once run by computer but
its creators overestimated its intelligence.
When activated, it went rogue, kiling its
research team and destroying valuable
machinery. And so your brain has been

whole background, sprites and all, clock-
wise or anticlockwise. Your Rotox sprite
always faces up the screen and pushing
forward makes him run.

Although warzones are ultimately com-
pleted by destroying robots, your main
problems are caused by the platforms
which form each subsection. Bridge-like
platform sections move backwards and for-
wards, rotate and expand/contract, and
your steps have to be carefully timed so
that you don't fall off into the starry void.
The shapes of each warzone's subsections
have a common theme. The first level's
spaceships (there's a USS Enterprise sec-
tionl) and later ones are based on death,
puzzles and gardening (sic).

You can collect additional systems left on
platforms to update your capabilities.
These include scatter bombs, a grenade
launcher, heat-seeking missiles and a jet-
pack, although it has a limited fuel supply.

US Gold describe Rotoscape as a ‘revo-

—

GAME ROTOX
PRODUCER US GOLD
VERS|ONS *e-oeemnrmrmmm:

AMIGA £24.99
ATARI ST £24.99
IBM PC £24.99

In a neat intro, a large Rotox figure

runs down a corridor of pipes and
panels. He's split apart reassem-
bled with a jetpack which he uses to
launch up and into the Sprites
are unspectacular, metallic but a bit
wimpy; Rotox himself is an unusual-
ly slender cyborg. Filled 3-D plat-
forms rotate and move and
quickly but there's little detail.
Effects are a few light, bleeping nois-
es that can annoy.

ATARI ST

3

w“ are virtually identical to
ga's, but perhaps move a
faster. Sounds are few and
between, mostly consisting of
clicks for gunfire and splashy
sions.

g3

i

lutionary new game technique’. Well, as the
game's graphics revolve around the player
sprite that's clearly the case! It's certainly
different, while still being easy to adjust to
and fun to use. With little practice it
becomes possible to run around at speed,
fiing in all directions and rotating back-
grounds this way and that — quite exhila-
rating.

But it's not all high speed action —
unless you want to spend a lot of time
falling through space. Time and care has to
be taken with the shifting platforms, some
more than others, depending on how they
move and the margin of error their size
allows. It can be infuriating to mistime your
steps time and time again on the same
bridging platform but then completing the
subsection and warzone it's a part of is
reward enough for perseverance.

Rotox's stumbling block is its repetitive
nature. Its ‘rotate and run' control system is
great but gameplay's just blasting and plat-
form hopping; it needs more varied graph-
ics and different things to do. As it stands,
Rotox is a novel quality product that
doesn't quite hit the upper mark.

Warren Lapworth
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You won't be able to resist it

MIDNIGHT F

isaster has struck. Your grandfa-

ther was working on a top secret

research plan when he and the rest

of your family were kidnapped by
mysterious alien forces. Only you and
your brother — tough, be-stubbled,
square-jawed mercenary types that you
are — remain free to rescue them. The
Amiga version allows you to play either
or both of the ladz, while the rest limit
the game to one piayer.

Level one begins with our hero leap-
ing from the back of a jeep driven by a
beautiful blonde. You land in a barren
cityscape that looks like a bomb’s hit it.
In fact one has — a nuclear one.
However, that doesn't stop the local
inhabitants turning up on the scene to
hinder your progress. You are initially
armed with a machine gun, but by col-
lecting keys an end of level armoury
can be entered. Within the armoury you
will find a shotgun, flamethrower, hom-
ing missiles, nitro, three-way fire, extra
bullets and power-ups.

Level two continues in the ruined city,
where you can avoid most troops by
shooting a drain cover, entering an
underground complex and crawling
through the low corridors. After another
visit to the armoury stores, the third
level finds you in a forest. Level four
continues the mindless blasting along a
wooden path. The final five levels take
you through numerous complexes till
you finally find your kin — and the
vicious thug who'’s kidnapped them.

I'm amazed that Ocean have managed

to pack so much into Midnight
Resistance. Granted, the arcade origi-
nal was attractive but the ‘blast all that
moves’ format is wearing pretty thin
(apparently this is another Ikari
Warriors sequel). That said, Special FX
have done wonders with the gameplay,
which, in a small way, makes up for its
repetitive nature.




GAME MIDNIGHT RESISTANCE
PRODUCER OCEAN

VERSIONS se——
AMIGA £24.99
ATARI ST £19.99
C64 £9.99/£14.99
SPECTRUM £9.99/£14.99
CPC £9.99/£14.99

AMIGA

Colourful beefy character sprites
move wonderfully across the smooth
horizontally-scrolling screens. Nine

levels may not sound much, but diffi-
culty has been set at just the right
level. A pounding soundtrack plays
over the title screen, with loud sam-
ples during the game.

ATARI ST

The ST version lacks the two-player
option, It also contains a strange
flick/scroll method of advancing
through the screen, which works just
as well. Graphics and sound are as
Amiga.

SPECTRUM
Graphically and sonically, Midnight

Resistance fulfils all your blasting
. needs. The game is for the most part

monochrome but detail on both fore

and background sprites is impres-
sive. 128K sound is great, with a
catchy title tune and in-game effects
(4BK owners will only hear the
effects). A very average coin-op is
made into a superb Spectrum con-
version.
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Lightning-fast arena action

THUNDER

elcome, one and all o Century 23,
the family network TV you all love to
seel This is Les Desmond bringing
you the sporting event of the year,:
the 2238 MegaCorp Industries Ground
Defence Games. If you saw last years
event you'll know just how exciting this is
going to be and be raring for the Games to
begin — | know | am! And remember, it's
televised exclusively by Century 23!

‘Now, for those of you unfamiliar with
MegaCorp's megasport, here's a rundown
of what each contestant will aim to do. After
selecing a flight craft from the five
approved by the referees' committee —
look out for a report on those vehicles dur-
ing the first time-out period — it's fitted with
an energy shield and the referees set up
the first arena. Each arena has a number of
installations and generators; it's these that
hold the key to the competition.

Y 3
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‘Generators release six different types of
drone who attack the craft in different ways
and wear down its shield. When the shields
have gone, the craft can be destroyed so
competitors generally try to avoid them!
However, drones can be destroyed with the
cannon built into the nose cone of each
craft — just line those suckers up in your
sights for sweet revenge! Better still, a few
shots at a generator deactivates it, turning it
grey and preventing further drones from
being released.

‘But the drones aren't as stupid as they
look. Certain of them attack the competitor’s
installations. If all are destroyed, the player
has just ten seconds to eliminate all drones
and generators or his part in 2238's Ground
Defence Games is over, Boy, that
Shutdown Imminent message really gets
cnm;:etiturs shifting — panic just isnt the
word!
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‘Thankfully, the drones aren't quite as bad
as they seem. Some of them leave behind
a pod which can be collected and absorbed
into the craft. They give it extra abilities to
help the competitor complete the round.

‘With all drones and generators out of
action and the round completed, the
harassed competitor can take a breather

while his performance is assessed. If he did
well, scoring high on shooting accuracy,
he'll be rewarded with craft upgrades —
higher speed, more powerful ]
increased manoeuvrability and so on. It
makes all the effort worthwhile! But if he did
badly, losing cne or more installations...
Well, his craft is souped down! Not the most

THE CRAFTS’
WORKS

ThunderStrike 18 The ThunderStrike is
the model favoured by traditionalists. It
doesn't excel in any one area but is a
good, dependable all-rounder.

StrikeHornet 22 This youngster in the
arena could be compared to a family
car. Its top speed is nothing to speak of
but acceleration is excellent and it han-
dles very easily.

StrikeHornet 24 This newcomer suf-
fers from the same low speed problems
as its predecessors. What's more,
acceleration is also weak. But the
StrikeHormnet 24 is by far the most
manoeuvrable craft ever seen.

ThunderFly 10 It may accelerate at a
meagre rate but when it gets going it
really moves, shrugging off all who dare
chase it, and it's easy to handle, too,

ThunderFly 25 The latest Fly has high
acceleration to match breathtaking
speed but anything more than shallow
turns are difficult and slow to take.

cheering moment in a player's career!

‘New generators and installations
arranged in the arena, it's onto the next
round. There are ten rounds in each of the
five different arenas: Denion is the begin-
ners' arena, a very straightforward arena,
but through Xerxes and Polloi, the Island
and lceworld arenas, things become more
complicated. Canton presents real manceu-
vring problems, hills slowing travel from
place to place and making targets more dif-
ficult to hit. As for the final arena, Synaps,
it's darn mountainous! Only three pilots
completed all the rounds last year, earning
the treasured ‘Defender of the Ground'
accolade, but then there were only 24
rounds — this year there are a total of 50!
So, we're likely to have more deaths than
the 76 that marred 2237's Games...

'For your viewing enjoyment, Century 23
will keep your constantly up to date with all
the facts and figures: installations and gen-
erators remaining, shield energy and those
all-important viewing figures, all there at the
bottom of your TV screen.

POWERFUL DRONES

Saboteurs s these little swines that attack installations and can leave the player with

just ten seconds to complete the round.

Fighters Move straight in for attack — kill or be killed.
Gliders Nonchalent mechanoids, they just float around firing the occasional missile.
Lungers These scaremongers sometimes rapidly increase approach speed and when

shot refease dangerous shrapnel.

Bombers Fly siowly but drop flak — more obstacles to be avoided.
Mutants These are Saboteurs until they destroy an installation, when they're trans-

formed info fast, aggressive fighters.
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‘Although we'll give you all the important
facts, competitors have a much wider and
more detailed array of data at hand, shown
on the Heads-Up Display of their craft.

‘One of the most useful systems is the
Tracklock Direction Indicator which helps

the pilot perform one of the most difficult
manoeuvres. Black tracks run around each
arena and, if a craft is lined up with it, it's
dragged along the track at high speed — a
quick and easy way to get from A to B. Or
shorlﬂd that be from installation to genera-
tor?!
‘Well, it looks like our first competitar,
from little old Earth, | believe, is just about
ready o enter the Denion arena for round
one. But first, a word from our sponsors,..’
The Millennium label's been around for a
relatively short time and it has a lacked a
really big, playable game to get it off the
ground. Until now, that is. Future sports are

TRIKE

MILLENNIUM

a common computer game subject but few
of them work well; ThunderStrike is the best
for a long, long time, since the Bitmap
Brothers' classic Speedball, in fact,

I's reminiscent of Electronics Arts’
Powerdrome, in more ways than one. As
well as both being future sports and set in a
vast arena, both use filled 3-D graphics to
porray the fast action. However,
ThunderStrike's playing areas are much
more ‘open plan’, the EA game restricting
ty;utuasattaﬁ,h.rtbohhavaarealnaad

r speed, ThunderStrike isn't a race game
like Powerdrome but involves as much

acB@ 0Oooo

dashing around, between enemy genera-
tors and installations under afttack by
Saboteur drones, blasting any of the other
robotic swines en route.

All the best games are built on simple
ideas and although there are different crafts
and bonus features, it's basically a question
of shooting some things and dodging oth-
ers, in a 3-D environment and as quickly as
possible. I's both highly enjoyable and chal-
lenging and although you'll probably never
be good enough to be ‘Defender of the
Ground', you're sure to have a great time
trying.

Warren Lapworth

WLl REviews

GAME THUNDER STRIKE
PRODUCER MILLENNIUM
VERSIONS

AMIGA £24.99
ATARI ST £24.99
IBM PC £29.99

The title screen is accompanied by a
great rendition of Toccata and Fugue
in D minor, considering the PC’s
wimpy sound capabilities. In-game
audio consists of functional bleeps
and drones. Graphics aren’t particu-
larly detailed but are suitably futuris-
tic and sleek. Movement is fast and
fairly smooth, most impressive when
the viewing angle shifts around as a
a craft turns.

OH POD!

Defence Pod Orbits the craft and
defends it from drones. Up to three may
be collected but collisions destroy them.
Twin Pod Gives two-way fire for a limit-
ed number of shots.

Power Pod Increases shot power by
500%, great for destroying generators.
Shield Pod Increases shield energy by
25% of maximum,

Turbo Up to four can be collected and
when triggered each turbo accelerates
the craft to great speed for five sec-
onds.
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Introducing the powerful new
Atari 1040 STE. With such an awesome
machine, we're convinced the only limits
you'll come across are your own.

Based on the incredibly successful 1040
STFM, the 1040 STE itself goes beyond the

limits of its predecessor.

The ‘E’, by the way, stands for ‘Enhanced’.
Buf once you've discovered its amazing array of
features, you may consider ‘Enhanced’ to be the
understatement of the decade.

Perhaps the most outstanding feature of the
1040 STE is its graphics. Iis palette contains
over 4000 colours (all right, 4096 to be exact).

To ensure precise and realistic
images, the STE features ‘hardware
scrolling’, enabling smooth
scrolling in any direction and
split-screen effects. And, with the
SM124 monitor, you'll get razor
sharp black - out-of - white text
that's as clear as the type on this

page.

To complete the picture, it is
able to ‘phase-lock’ its video
output to an external video
source, permitting direct linking to
a Genlocking device.

The 1040 won't just have your eyes
swivelling in their sockets. Your eardrums will
also take a pounding from the 8- bit PCM stereo
sound.

The new PCM (Pulse Coded Modulation)
sound system’s two chips allow the 1040 STE to
replay high - quality sampled sounds, in stereo,
without burdening the CPU. Or, for even more
of an earblasting, just add o couple of RCA
output jacks and power the sounds through your
own stereo.

Of course we mustn’t forget memory. One
megabyte of RAM comes as standard. If that's
not enough, the 1040 STE provides four SIMM
sockets. Simply plug in some SIMM (Single In-
line Memory Module) boards and boost the
RAM up to four megabyftes.

To help you handle all this technology,
we've added even more: a Blitter chip, ccpub?;
of shifting data at high speeds independent of
the CPU, and a new version of TOS.

The TOS 1.6 (operating system) has an
enhanced file selector with drive -change buttons,
improved desktop with file move, MS-DOS
compatible disk formatting, and better appli-
cation installation and auto - booting facilities.

As you'd expect, there's a huge range of
peripherals including hard disks, floppy disks,
laser printers, colour monitors and even
Megafile 44, Atari’s unique 44-megabyte
removable hard disk.

As well as all this hardware, there are
hundreds of software programmes for the 1040
STE - we're even throwing in the ST-Series
Productivity and Leisure bundles free.

The Productivity bundle
features a database, spread-
sheet, word processor and
business graphics package, and
there’s S.T.A.C., FirST BASIC,
Hyperpaint and Prince in the
Leisure bundle.

If you're itching to get your
hands on the controls, there are
two 15 - pin analogue controller ports
[which accept paddles, light-
guns and light- pens) and a 9 pin
mouse port and joystick port.

With adaptors, up to six
people can use the 1040 at one time. Just in
case it’s too much for one person to handle.

At £499 .99 it certainly won't be too much for
one person to afford.

The ideal computer at the ideal price, you
may think. We think so, too. But there remains
only one potential problem: not whether you'll
make impossible demands of the 1040, but
whether the 1040 will make impossible
demands of you.

T D e S

A

Please send me further details of the 1040 STE and other |
Atari products. i
(]

MAME: ___

___________________________ POSICIONE

Please send to Atari Corp (UK) Ltd. Atari House,
Railway Terrace, Slough, Berkshire. SL2 582,
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MIDWINTER

MicroProse g Amiga § £29.99
Originally reviewed: TGM030.

Apart from a slight improvement in the son-
ics department, the Amiga version of
Midwinter is as instantly playable as its 16-
bit brother. Again this isn’t the sort of game
you can pick up and complete in a couple
of hours, a lot of thought is needed if
General Masters and his army are to be
stopped. A must for all Mike Singleton fans.
MC

Machine update: 94%

GHOSTS 'N’ GOBLINS

Elite g Atari ST g £19.99
Originally reviewed: TGMO019.

Arthur's back on 16-bits and this time he's
done a time warp (It's just a jump to the
left..."} back to his first adventure. The lus-
cious Princess Hus has been kidnapped by
a dragon (original stuff, this) and is being

held in its icy palace. Arth has to run, jump
and fight his way through levels seething
with monsters to rescue her.

Graphics are far from dazzling but then
the arcade original is on the crusty side.
Bright and cartoon-like, scrolling’s fine, but
animation and effects are mediocre.

Unfortunately, this conversion lacks the
fantastic playability of either the coin-op or
Elite's brilliant C64 version. It's still a fun
product — jaunts through graveyards are
always fun — and warrants gameplaying
attention.

WL
Machine update: 79%

GHOSTS 'N’ GOBLINS

Elite § Amiga § £19.99
Originally reviewed: TGMO018.

The screen is quite narrow but the graphics
are colourful, detailed, well animated and
very close to the arcade original. Bold
effects and spooky, sweeping music pro-

CARTOON CAPERS
Mandarin Software
W Atari STm £19.99

Forget famous film stars like Tom and
Jerry or Roger Rabbit, you ain't experi-
enced anything till you've made a film with
Judo Jake and Karate Kat. The film is
called Paw To Claw Combat, and the two
stars must record 16 one-minute studio
battles on celluloid.

As Judo Jake, the aim is to punch, kick
and headbutt your costar, Karate Kat
{computer or human), whilst avoiding
props, like falling weights or exploding

bombs. When your opponent's uncon-
scious you can move on to the next
screen.

The game starts with a wonderful rendi-
tion of the ‘Merry Melodies’ tune (th-th-th-
that's all folks). Graphically the game is
good, but the backdrops have a rather
weird sense of perspective. Character
movement is also impressive with 16
moves available. However, Cartoon
Capers suffers from very little content,
thus supplying little long-lasting appeal.

MC
Machine rating: 70%
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vide brilliant backing, and gameplay’s
tough but addictive. Ghosts 'n’ Goblin's
taken a long time to reach the Amiga but
it's been worth the wait (you can rely on
Warren to come up with a good cliché —
Ed).

WL

Machine update: 84%
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PROJECTYLE
Electronic Arts @ Atari ST H
19.99

Many future sports games are violent,
blood-thirsty affairs and Projectyle-
Projectyie owes much to the old Grandslam
game Xeno and the numerous slide-the-
puck pub games. Inertia is great, as is the
multi-player option, only increasing the sim-
plistic attraction of this type of game.
Playing on your own is nowhere near as
much fun. If you can grab a couple of
chums, Projectyle will certainly entertain
you on a rainy summer afternoon.

MC
Machine rating: 78%

FIGHTER BOMBER
Activision B Spectrum B

£9.99
Originally reviewed: TGM024.

The airplane selection screen at the start is
very good, but | feel the Spectrum version
of Fighter Bomber has arrived too late to be
really impressive. That said, the missions
are pretty tough, and this will keep you
playing for a while.

MC

Machine update: 79%
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Graphically, Photon Storm is up ta Jeff's
old standards but so much more could
have been added. Racing around shoot-
ing myriad alien creatures and collecting
the pods isn't really my idea of a fun
game. Photon Storm would probably
make a good graphic demo, but the lack
of longterm gameplay lets it down,

MC

Machine rating: 65%

IVANHOE

Ocean B Amiga m £24.99
Originally reviewed: TGM030.

The same cartoony graphics, but the
Amiga tune is even more annoying than its
ST counterpart. Again, the amount of
weapons don't make up for the simplistic
hack 'n' slash gameplay. lvanhoe is one of
Ocean's rare turkeys.

MC

Machine update: 65%

GOLDEN AXE

Virgin Mastertronic B
Master System | £29.99
Originally reviewed: TGMOZ28.

Apparently we still have rather a long
wait for the computer version of Golden
Axe, but the Sega 8-bit version follows
doggedly on the heels of the Mega
Drive offering. On the plus side the
sprites are all colourful, smooth scrolling
and wonderfully detailed, though the
game is only one player and you can
only choose the Barbarian. Worth a look
nonetheless.

Machine update: 80%
=

SCRAMBLE SPIRITS

Virgin Mastertronic @ Master
System § £29.99

First impressions of this game are high, the
colourful sprites look is if they mean busi-
ness. But sadly the scrolling leaves a lot to
be desired (Glitch City). The sprites flicker
terribly, forcing the player to don their
shades. A disappointing conversion of an
average coin-op (as I'm fond of saying).

Machine update: 50%

VENDETTA

System 3 g Spectrum g £9.99
Originally reviewed TGMO28.

A kidnapped girl, a large bomb and a vigi-
lante are the successful ingredients in this

arcade/strategy game. The character sprite
is a tough-looking mother who must rescue
a damsel in distress and defuse a bomb, all
in one hour. Although monochrome,
Speccy Vendetta is an action-packed game
from start to finish.

MC

Machine update: 83%

SOLOMON'’S KEY

Tecmo W NES g £34.95
Originally reviewed: TGM001,

Phew, this game is old. The Nintendo ver-
sion is just as playable as the Amstrad ver-
sion reviewed 31 issues ago. The sprites
are surprisingly well defined (for the
Nintendo) and a nice range of colours
brighten up the proceedings no end.
Sound's pretty good too. A must for all plat-
form fans.

MC
Machine update: 80%

TIME SOLDIER

Electrocoin B Amiga § £24.99
Originally reviewed: TGM0O18.

The playing area’s bigger than the ST ver-
sion (reviewed last ish), shading's better
and sprites move more quickly. Music is
aggressive and fast paced, while effects
are dynamic and bouncy. Scrolling’s
smooth but too slow — you have to keep
stopping to let it catch up with you — and
damages the old-fashioned gameplay.

WL

Machine update: 66%

HEAVY METAL
US Gold/Access @ Amiga B

E1 9.”

General EE 'Bud' Dink is a mean old
sonovabitch and you're one of the unlucky
sods who's got him as a commanding offi-
cer. His constant criticisms are such a pain
in the arse that you're not too bothered
about facing mortal danger and probable
death fighting the enemy.

You fight the enemy in three different
vehicles, an M1A1 Abrams tank, Air

il mEviews |

Defence Anti-Tank (ADAT) system and
Fast Attack Vehicle (FAV). The first two
vehicles, crawling along or simply standing
still, are concentrated on destroying tanks,
missile launchers and MiGs, while in the
FAV obstacles have to be avoided. You can
opt for all-out action or plot strategic
attacks on a map.

Graphics are quite simple, lacking in both
detail and colour, and planes/obstacles jerk
somewhat as they get nearer. This old-
fashioned look is accompanied by some
standard bangs and booms.

While there's some strategy in the full
game of Heavy Metal, it all boils down to
simple search and destroy tactics — and
it's only in the Abrams tank that there's any
searching(!). ADAT is just an Op
WolfMissile Command variant and FAV is
a mixture of simple dodging and blasting.
Heavy Metal is an old-fashioned game that
will only appeal to trigger-happy fiends.
WL

Machine rating: 40%

SLAP SHOT
Virgin Mastertronic B Sega g
£24.99

An ice hockey simulation, obviously
enough, for one or two players entering an
exhibition match or league. Your team and
manager are chosen from a list of 24 coun-
tries and... er, that's all, really.

The sprites are small and a bit blocky,
and the pitch is dull — well, white for ice,
black for pitch markings, what more do you
need? Animation's okay and hockey play-
ers move with realistic inertia. As ‘con-
solised’ team games go, Siap Shot is pretty
good; it hardly overwhelms you with playa-
bility and wimpy graphics score against it,
but it battles through to be a commendable
game of hockey. Best for those who like a
quick bully off.

WL
Machine rating: 77%

F-19
STEALTH

FIGHTER
MicroProse B
Atari ST R

£29.99

Originally reviewed: TGM004,

This classic ﬂgl:acombat sim was origi-
nally Project: lth Fighter on the C64
but the Project suffix was replaced for its
new improved release on the PC
(TGMO015). The plane simulated is actu-
ally named the F-117A, the infamous
‘stealth’ plane invisible to radar.

Stealth Fighter has already proved its
worth in terms of gameplay and depth
with the C64 and PC versions, so it was
all down to how effectively flight would
be depicted on ST. It's here and it's
great. It has all the necessary speed and
more besides — better than | hoped —
and has enough action to convert non-
flight sim enthusiasts. It's been a long
wait for the conversions to the popular,
games-oriented 16-bits but it's been well
worth it. A classic sim that's superb
value for maoney.

WL

Machine update: 96%
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WORLD CUP SOCCER
Virgin Mastertronic § C64

£9.99/£14.99
See Spectrum review,

The pitch is surprisingly small and although
only comprised of markings it scrolls jerkily.
Sprites are , lanky and square, and
badly animated. Views from behind the
goal, switched to when the opposition
attempt to score, are weak, Other than the
goalkeeper and potential scorer, the pitch
is empty and both goal and sprite duo are
blocky and badly formed. The ball pays
scant attention to momentum and sound is
just an ear-piercing whistle.

WL

Machine rating: 40%

WORLD CUP SOCCER

Virgin/Mastertronic

g;:lnrl ST N £19.99
Spectru

m review,

A jerkily rotating football introduces the
game. When teams are chosen, a simplis-
tic squad picture's shown, shirts complete-
ly devoid of shading. Sprites are pleasant,
if plain, but whichever team you choose
they seem to be of oriental origin (ie
they're yellow), including the ref whose
portrait occasionally appears to accompa-

ny the game’s only apparent sound effect,
a whistle. Animation's good, if a little slow,
as is the scrolling. The background for the
behind the goal viewpaint (when someone
attempts to score) is very grainy:.

WL

Machine rating: 61%

WORLD CUP SOCCER
Virgin Mastertronic
N Spectrum g £9.99

One of the biggest debates in the comput-
er games biz at the moment isn't which is
the best footie on the market, oh no.
It's who holds the official licence to this
year's World Cup championship — judging
from names and packaging, at least three
software houses have. But Virgin are
adamant it's them and who are we to dis-
agree? (On second thoughts, don't answer
that.) In their World Cup game, you can
either play an exhibition match or go for
the biggy and enter the Cup at the first
qualifying round,

Strange. The sprites are strange blocky
collections of pixels that, in an abstract
way, represent footballers quite realistical-
ly, if you squint, put your head on one side,
stand on one leg etc. Animation's quite
good but on the slow side and a team's
roughly coloured, causing lots of clash,

Sound is restricted to the occasional bleep.
The games market is literally swamped
with football games, most of them very
plain and ordinary indeed, others divided
between very good and bloody awful.
World Cup Soccer hits the middle ground
but its unattractive visuals and surprising
lack of options pulls it toward the bad.
WL

Machine rating: 60%

has been
well worth the wait. Virtually identical to
its 18-bit brother, the ST game is just as
abmrbingwmitsbrﬁnhandinngzlas
and xenophobic mutated creatures. It
takes a while to get into the game, but
patience is well rewarded.

WORLD GAMES
Virgin/Mastertronic @ Sega g
£24.99

The multi-load computer versions of this
Epyx multi-event game are so old that they
were released before TGM's time. Four
events from around the world can be prac-
tised or competed in by up to four players,
starting with barrel jumping in Germany.
The barrels are laid out on an ice rink and a
bad landing is paid for by a chilly dip
through the ice or a bruise on the bottom. In
Canada, you're one of two lumberjacks in
the log rolling event, where you have to
attempt to make him fall off while retaining
your own balance. South to America for
bull-riding, where naturally you try to start
on the bucking beast, while in Scotland you
must toss a caber in as energetic a manner
as possible (ahem!).

Graphics are of a very high standard,
backgrounds colourful and packed with
detail. Sprites are better still, very well
drawn and animated — quite cartoon-like
and with humourous touches when an
event goes wrong.

To get the negative paints over with,
World Games is the worst of the famous
Games series, other than the highly deriva-
tive The Games: Summer Edition and
Winter Edition, and it originally had six
events — Sega owners miss out on
weightlifting and Sumo wrestling.
Nevertheless, the events are fun and
playable, particularly when competing
against friends, and there are a friendly
selection of options. Despite its (mere?) four
events, Sega World Game is an unusual
and value-for-money sporting product.

WL

Machine rating: 80%

SIMON’S QUEST
Konami m NES g £39.95

Simon’s Quest is the second Nintendo
sequel reviewed this month. You play the
eponymous Simon Belmont, the brave
knight that vanquished the evil Count
Dracula from Castlevania. But before the
Count snuffed it he cursed you by turning
you into a zombie. Only by collecting the
five parts of the Count’s body and burning
them in his castle can your curse be lifted.

Yet another arcade RPG. Talk to a few
people, trust some, blow some away, buy
and sell a few items, get a bit of information
— you know the sort of thing.

Like Adventure of Link, Simon's Quest
may not have enough content to justify the
price. Again the sprites are large, and simi-
larly poor. There isn't even the interesting
battery save system of The Adventure of
Link. Approach with caution.

MC Machine rating: 55%




SKATE OR DIE

Konami @ NES @ £24.95

Originally reviewed: TGMO18.

A pounding tune kicks off the Nintendo ver-
sion of Skate or Die, and this line of good
tunes continues throughout each event,
Graphics are on the whole bright, colourful
and nicely animated, the only let down
being the Joust (really naff). Buy or die?
MC

Machine update: 80%

ASSAULT CITY

Virgin Mastertronic
B Master System | £29.99

Assault City contains the old clichéd sce-
nario of a future where robots are rebelling.
Joe, the toughest lad around, is our only
hope.

The game is divided into two levels: train-
ing and battle. The battle is set over six lev-
els and scrolls from left to right Operation
Wolt-style. Robots run, fly and whesl their
way across the screen. Avoid the bullets
and grab the power-ups to increase fire-
power. Each level ends with (surprise, sur-
prise) a bad baddie.

Assault City is initially quite playable, but
what's new? The joypad/joystick response
is sluggish, resulting in a frustrating, repeti-
ive game. 30 quid? You must be joking.
MC

Machine update: 51%

BT iy

LIVERPOOL
Grandslam g CPC g
£9.99/£14.99

Not to be outdone by Manchester United
and their Krisalis computer football game,
the Merseysiders have two Kenny
Dalglish games (one more still to come)
and this, the officially licensed game of the
whole team. Like most footie games these
days, you can play a friendly game or
enter a league. in progress can
be saved out for later use.

Players are ‘boxey’ — square heads,
square bodies, rectangular legs.
Animation's guite good although foot-
ballers' legs look barely thick enough to
support them. They move quite slowly and
scrolling’s juddery as well as slothful.
Effects are simple kicks and thwacks but
titte music, You'll Never Walk Alone, is
very bright and breezy, the best thing

about Liverpool,

Another footie game, another dollar.
Liverpool has g new or different to
offer, and no fancy graphics. What's more,
there's nc ‘about the game that

g " from the title screen, that
m m is a waste of time and
money, ainly with this version (I dare
say 16-bit versions ngillm be an improve-

ment in that | digitised pics).
CPC owners should stick with
Au ic's Emiyn Hughes' International

WL
Machine rating: 62%
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i . o IN JUST 200 years the Earth is controlled by the TV networks and defence
) industries. The ultimate TV phenomenon is coverage of the military olympics. .
z and the ultimate event is 'Ground Defence'. Gladiators man deadly craft, their
z mission to profect the communication tracks and ground installations.
- Their goal - and yours - is to be knighted 'Defender of the Ground'",
[
o ThunderStrike is 3D arcade action, using solid polyhedrons and solid relief
q techniques to create a breufh‘qumg contoured landscape. With super-smooth
g 3D scrolling the gladiator's craft hunts and attacks the enemy vessels in deadly
@ low-flying combat. The action is tracked by a camera b”owlng close on the tail
a of the player's craft, whether flying along a trench or hugging the undulating
¥ Y 9 gaing
E contours of the ground.
¢ Spectacular graphics - fully light-source shaded solid 3D vectors
(in 256 colours on VGA)
* Choose to pilot a variety of sleek Defender class fighters
¢ Heads-up display featuring radar
di5p||:|ys and weapon indicators
= Various weapon pick-ups, shield
drones and turbe-thrusters
3 *  Walch the TV ratings go up as the
action gets hotter!
s Available from the end of June 1990 for
Millennium, Chancery House the Atari 5T Commodore Ami iga (£24.99)

107 5t Pauls Road, London N1 2MNA and the [BM PC (EGA/VGA) (£29.99) MILLENNIUM




POWERBOAT USA
Accolade g C64 g £9.99
cass, £16.99 disk

Formula One racing, speedway, rallying,
moto-cross... pahl Wimps play those
sports! Aeal men don't mind getting their
feet wet, they go powerboat racing. Now
you can, too, aboard one of four boats
and at San Francisco, Miami or on the
Mississippi. Before racing, fuel and spare
propellers and prop shafts are taken on
board, the latter two for mid-race repairs.

The stills of the boats are quite good, if
grainy in places, but in-game graphics are
weak. Courses are marked out by vague
lines of blobby buoys, which jerk and
jump around as you approach them, and
horizon graphics are basic and badly
coloured. Sounds are simple.

Accolade aren't living up to their reputa-
tion with Powerboat USA. While it has
plenty of options (though not as many as
their Blue Angels), the actual game is no
difierent from an average racer — whack

up the throttie and dodge left and right.
This wouldn't be a problem if the graphics
and feel were good. But they aren't so it

15
WL
Machine rating: 56%

POWERBOAT USA

Accolade
See C64 review:

£24.99

PC Powerboat has an increased number
of options but these are only to select
graphics mode, speed and detail level.
Boat selection and pits screens now hav-
ing spinning boats in filled 3-D, like the
boats and scenery/obstacles in the game
itself. The graphics options mean speed,
smoothness and detail can be coaxed out
of any PC — though not necessarily all at
once.

WL

Machine rating: 70%

e =2

THE CYCLES
Accolade m CPC g

£9.99/£14.99
Originally reviewed: TGMOZ26.

Graphics are quite blocky and the
cycle's handlebars are boxed off in
black, spoiling the 'on yer bike' view-
point. Backgrounds are short on detail
and opposing bikes jump in and out of
view, However, road perspective's good
(even if the stripes fail to give an illusion
of movement) and playability’s high,
although steering is a touch too wild.
The engine sound is irritating but with it
turned down The Cycles is one of the
better CPC racers.

WL
Machine update: 81%

THE CYCLES
Accolade g Spectrum B

£9.99/£14.99
Originally reviewed: TGMO26.

Like the Amstrad version, the bike
graphic at the bottom of the screen is
boxed off, which spoils the driving effect
when near to either side of the track.
Horizon graphics are fairly detailed and
there's a colour split here — below it,
green monochrome, above it, blue
monochrome. Computer cycle definition
and movement is amateurish but road
perspective is good and the moving
stripe trick gives a commendable feeling
of movement. Sound is limited to an
engine noise like a bee in a jam jar but
sonic weaknesses don't stop The
Cycles from being an excellent race
game.

WL
Machine update: 84%

ITALY 1990
US Gold m Amiga m £24.99

This World Cup year has already dragged
several football games out of the closet
and as summer arrives will prompt the
release of more. But at least US Goid can
rest safe in the knowledge of being fully
genned up on the subject, each copy of
ftaly 1990 includes a copy of their World
Cup File-of-Facts. The file includes infor-
mation on the history of the World Cup,
famous players, venues and the teams

taking part.

Whether engaging in a friendly match or
entering a group league in the World Cup
itself, it's the teams that count and you can
choose from the 24 teams using their skill,
speed, aggression and strength ratings
(out of five) as a guide. If playing in the
Cup, you can also choose formation and
which players participate in each match,
judging them under the same four ratings.

As far as presentation graphics go,
team/player selection screens are clearly
laid out, the digital scoreboard is clean and

professional but the TV presenter,
although well defined, moves like a robot
chewing gum. In game, the plain pitch
scrolls with a mild shudder, but sprites are
excellently drawn and animated realistical-
ly — movement when running in an upper-
diagonal direction is nothing short of bril-
liant. Effects are just a few thwacks and
music is a fun, summery piece.

ftaly 1990 has no actual faults; it does
nothing badly but does nothing particularly
well and, other than the File-of-Facts, has
nothing to put it above any other good
football game. Playability is fine but won't
be enough to stop Kick Off 2 being tops.
WL

Machine rating: 74%

ITALY 1990

US Gold m Atari ST H£19.99
See Amiga review,

Port-across City. Graphics are as near to
the Amiga's as makes no difference. Music
isn't as an enjoyable experience with the
ST's warbling and screeching sounds and
effects are simple white noise (steam train-
like, in places). Mildly above-average
gameplay isn't going to win many fans.
WL

Machine rating: 74%
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THE POWER BREAKS THROUGH...

T A c P

ONLY

POST FREE

THE WORLD'S
MOST POWERFUL
FREEZER-UTILITY

CARTRIDGE IS HERE
JUST LOOK AT THE UNMATCHED RANGE OF FEATURES

B AMIGA ACTION REPLAY SIMPLY PLUGS INTO THE EXPANSION PORT OF YOUR AMIGA 500 AND
| GIVES YOU THE POWER TO FREEZE MOST ANY PROGRAM, THEN YOU CAN:-

N

B SAVE THE ENTIRE PROGRAM IN MEMORY TO DISK
Special compacting technigues enable upto 3 programs to
fit on one disk. Unique FDOS power means that the pro
grams reload at uplo 4 TIMES FASTER than Amiga Dos
even independantly of the cartridge.

B UNIQUE INFINITE LIFE/TRAINER MODE

Allows you (o generate more and even infinite lives,

luel, ammo ete.  Perfect as a trainer mode (o gel you

past that "impossible” level. Very easy Lo use.

B SPRITE EDITOR

The full sprite editor allows you lo view/modily the

whole sprite set including any ‘allached’ sprites,

8 VIRUS DETECTION

Comprehensive virus detection and removal features to
protect your software investment. Works with all
presently known viruses. T

B SAVE PICTURES AND MUSIC TO DISK

Pictures and sound samples can be saved 1o disk!  Files
are IFF format suitable for use with all the major graphic
and musie packages.

B SLOW MOTION MODE

Now you can slow down the action to Your own pace. Easil
adjustable fram full speed to 200 speed
through the tricky parts!

Ideal to help you

B RESTART THE PROGRAM
Simply press a key and the program will continue where
vou left off,

B FULL STATUS REPORTING
Al the press of a key now vou can view the machine status
Including Fast Ram,Chip Ram. Ramdisk.Drive status,ele,

PLUS THE MOST POWERFUL MACHINE CODE FREEZER/ MONITOR

| MORE FEATURE THAN YOU COULDFR NEED. HERE ARE JUST SOME;
Full MGS0D0O Assembler/Disassembler Full screen editor Load /Save block Write string to Memonry
‘ Jump to specific address S]m:n.tt Ram as text Show Frozen picture Play resident sample
Show and edil all CPU registers and Mags Caleulator Help command Full search feature
Unique Cutom Chip Editor allows you to see and modily all chip registers-even write only registers
Disk handling - show actual track. Disk Sync pattern Ete, Dynamic Breakpoint handling
| ‘ Show memory as HEX, ASCII, Assembler, Decimal Copper Assemble/Disassemble,

Notepac

REMEMBER AT ALL TIMES YOU ARE INTERROGATING THE PROGRAM IN IT'S "FROZEN" STATE WITH
ALL MEMORY AND REGISTERS INTACT.-INVALUABLE FOR THE DE-BUGGER OR JUST THE INQUISATIVE!

HOW TO GET YOUR AMIGA ACTION REPLAY...
TELEPHONE (24 Hrs) - [IEFPRZY5YA - CREDIT CARD ORDERS ONLY

WE WILL DESPATCH R HLY & CIENTLY T EN ART MEF! OUR PURCHASE WITHIN DAYS, NOT WEEKS

TECHNICAL/CUSTOMER SERVICE 0782 744324



CARRIER COMMAND
Rainbird mC64 g
£14.99/£17.99

Originally reviewed: TGMO0?7,

This was a 16-bit vector graphic
Strategy/simulation megagame, once upon
a time. Then, it was a pretty damn good
Spectrum game. Now... It's a plan view
shoot-'em-up with a modicum of strategy.
Control panels are clearly drawn, as are
backgrounds, but they're plain and repeti-
tive. Sprites are small and drab, sounds are
few but functional.

WL
Machine update: 66%

FIRE AND BRIMSTONE
Firebird @ Amiga m £24.99
Originally reviewed: TGMO31,

Nasty Norse Hel is causing trouble for
everyone so it's up to you as Thor, magic
hammer and potions at the ready, to stop
her evil ways from taking over. Very much
like the ST, graphics are colourful, detailed
and well shaded — the Amiga scoring over
the Atari with slightly better colour — and
sprites are cartoon-like and well animated.
Some great dramatic music and sounds
round it all off.

WL
Machine update: 84%

QI

CYBERBALL

Tengen/Domark W Atari ST g
£19.99

Originally reviewed: TGMO030.

The lack of the hard-hitting Amiga titie
tune was no surprise, neither was the
graphical similarity. The ST version of
Cyberbail contains the same colourful,
tough nut robots and atmospheric sound
effects. Again, grid iron aficionados will
probably like this,

MC Machine update: 80%

CYBERBALL
Tengen/Domark

B Spectrum W £9.99/£14.99
Originally reviewed: TGMO030

Oh dear, this is disappointing. After the
rather good Amiga version comes this
naff Speccy conversion. Both the sprites
and backdrops are monoa, the characters
look nothing like tough 20-foot-tall mean
dude robats, and the movement (if you
can call it that) is glitchy. Save your
money.

McC

Machine update: 45%

You're such a mega basketball fan you

even dream about the sport, eat,

ﬂmmmwﬁmﬂlﬁ
a bounce . You've become the
captain of the and

steered them to the finals of the All-
American High School ionship. But
now your obsession has come back to
the big day, your basketball dreams
become a ni ;

an

It's only in a one player game where it's

a nightmare, with six levels and pitches for
the six supernatural teams: the Blue
Blood-Suckers (vampires, not tax inspec-
tors), Witches of Northwick (does Mr
Nicholson know?) and the Tengun Terrors

PoIRL Ve SRR |

S e
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DIE HARD

Activision g C64 m £19.99
disk only

Originally reviewed: TGMOZ2E.

Mr Willis has gained a good few pounds
(in weight as well as money) for this
game. The porky character sprites look
more like weebles than tough copiterror-
ists. But despite this, Die Hard is a fairly
playable arcade/adventure game that is
worth a look.

MC
Machine update: 75%

103 erviness
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MANCHESTER UNITED

Krisalis m Spectrum g £9.99
Originally reviewed: TGM030.

Mostly Monochrome, the perfect name for
a Spectrum mag. Yes, Man Utd is one
more game that fits that description. Option
screen icons are monochrome with spots of
colour here and there, but they're not ani-
mated. Definition's on the blocky, grainy
side but playability's good.

Machine update: 75%

BLUE ANGELS

Accolade B Amiga B £24.99
Originally reviewed: TGMO0Z28,

Amiga formation stunt flying has the same
high presentation and clear layout as the
PC original but lacks the interest and playa-
bility due to weak flight graphics. Screen
update is quite slow, of variable jerkiness,
and prevents a feeling of involvement,
Strangely, sound is little improvement over
the PC, just a few bleeps, a dull engine
noise and ‘Break!". Only of major interest to
Red Arrows freaks.

WL
Machine update; 78%
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REVIEWS /11710

KENNY DALGLISH
SOCCER MATCH

Impressions @ Spectrum g
£9.99

In TGMO18, we reviewed Kenny Dalglish
Soccer Manager, on Impression’s Cognito
label. Now it's straight down to the match
itself. Up to four players can compete in a
mini-league of matches of ten, 20, 40 or 90
minutes duration, at normal or fast speed
and, if playing against the computer, playing
at one of nine skill levels.

The pitch is simply indicated by line mark-
ings yet scrolling, though fast, is still Jerky.
Sprites are small and old fashioned, with
curious fat bellies and, apart from their eyes,
completely black heads, Although their
movement is fine, apart from non-controlled
players dashing back and forth like mad-
men, the ball isn't, ignoring laws of momen-
tum and categorically refusing to bounce.
Effects are simple but the music's not bad.

Apart from the Kick Off-style free-running
ball {ie it doesn't stick magically to players’
feet), Kenny Dalglish Soccer Match is a
plain and old fashioned game, whose look is
more basic than the original Match Day.
With it being a World Cup year, it's best to
look at the other football games flooding the
market before parting with your cash.

WL

Machine rating: 60%

IMNPRESS IOMS

ZELDA Il - THE

ADVENTURE OF LINK
Nintendo g NES g £39.95

In the last installment of the Zelda quest,
Link rescued Princess Zelda from the
clutches of the evil Ganon and ended his
reign of terror.

But, somehow, Ganon's surviving min-
ions have discovered that if they pour
Link’s blood on their master's grave, he
will come back to life. So they're after
Link's skin {and blood) again, Unaware of
this, Link has problems of his own. He is
puzzled by a strange crown-shaped mark
that has appeared on his hand,

TRALK WITH

MY FATHER
BEFORE YOU

He seeks the advice of Impa, Princess
Zelda's nursemaid, who takes him to a
locked room. Within is a beautiful
princess, non other than the original Zelda
(yeah, Zelda's a popular name in these
parts) — you know, the one condemned to
sleep for eternity. Eternal dormancy, that
is, until someone can find the Triforce to
restore her life. The Triforce consists of
three parts: power, wisdom and courage.
The first two parts are held in the Land of
Hyrule, the third part, courage, is hidden
far away. Impa telis Link that the strange
mark means he is designated to find the
third part of the Triforce.

So off you go, magic sword in hand,
magic shield on arm and six magic crys-
tals in yer pants. With these crystals he
can enter six palaces, defeat the
guardians and place the crystals in the
foreheads of each statue he finds,

The Adventure Of Link is certainly
immense, a cartographer's paradise in
fact. Sprites, too, are large, but badly
defined for their size. A novel addition is a
battery pack that allows you to save a
game position and thus return later. At
forty quid it could, just, have enough con-
tent to justity the price. Check out the
genre first.

MC
Machine rating: 65%




THE 1990 ATARI ST

PRODUCT GUIDE

IR YIITTEN THE UK’s No 1 T IT0
P i GUIDE TO THE &= -

ATARI ST
A® FREE!)

f1f you are interested in buying an Atari ST (or if you already ) | | .
own one), then you will not want to miss the FREE Atari (L] s B
ST Product Guide from Silica Shop. This 48 page, full col- AuEs
our guide is pacha'? with dmrishofﬁperig_arais. ac- = 4 W
cessories, books and software for the Atari ST range of — L
computers. In fact, the 1990 Atari ST Product Guide is the ART & GRAPHICS
most comprehensive product handbook available for the
Afari ST. Not only does the Product Guide provide an in-
valuable source of information on the UK's IarP:eel range
of ST products, it is available absolutely FREE OF
CHARGE! Just complete and return the coupon below for
your FREE COPY! In addition to ALL Atari hardware, the
range of products featured in the catalogue includes:

PERIPHERALS:
Robotics Clocks Floppy Disk Drives
Hard Disk Drives Emulators Graphic Tablets
MIDIMusic Modems Modulators
Monitors Mouse controflers  Plotters
Printers Scanners Scientific Equip
Sound Digitisers Sound Samplers Video Enhancers
ACCESSORIES:

_-l Cables Cleaning Kits  Disks

54 Disk Boxes Dust Covers  Joysticks

a Monitor Access  Mouse Access  Power Supplies

il Printer Labels  Printer Paper  Printer Ribbons

a Stands Upgrades

: BOOKS:

t ST Dedicated 68000 Processor General Computing

] SOFTWARE - ENTERTAINMENT:

f Arcade Games Compilations  Advanced Sims

i Sport Sims Adventures Board & Strategy

: SOFTWARE - PRODUCTIVITY:

, Art & Graphics  Accounts CAD

, Eammunlf%mhl?ns aatabaaes Desktop Plijblishing
ducation/Childs Music Programming ]

| Spreadsheets  Utilities Word Processors —f_g'. LST,L‘L . MOF?F

( MAIL ORDER: 1-4 The Mews, Hatherley Rd, Sidcup, Kent, DA14 40X Tel: 081-309 1111
____Drder Linea Open: Maon-Sal RiCarm-6.00pm N Lae Night Opaning ___Fax Mo: 081-308 0608
CO MP LE = & RE1 U RN | oo s 52 Tottenham Count Aoad, London. WiP 0BA _ Tel: O71-580 4008
g Moun Mon-Bai_0L30am-S000m Late Highe: Th: until Bopm Fax Mor |
TH E COU PO’N FO R YO U R LONDON SHOP- Seifridges Ozt Foarl, Oxford Streed, London, WA 1AB  Tal: 071-628 1234
Opaning Hewrs feon 53 @30am-A00pm Lain Hight Thursdsy until Bom Fax Noo 0405 83
SIDCUP SHOP: 1-4 The Mews, Hatherley Ad, Sidcup, Kent, DAY 4DX Tel: 061-302 8611
Opaning Howrs:  Mon-Sal .00am-5.30pm o Might: Frigay weil Tpm Fax Wo: 081-300 0077

I-Tu: ;:Ea S'h-an De-mmmH-ﬁ-ﬂTd TFMEWS_. Haﬁeyﬁ_d. SE& KTm. ml =ﬁ
| (PLEASE SEND ME A FREE ST PRODUCT GUIDE ]
OF THE 1990 ATARI ST I MriMrs/Ms: | wa Initials: ... e N L et me t o o s '

48race PRODUCT GUIDE [y = i 8 b

FROM SILICA SHOP - THE ATARI SPECIALISTS T N S e W MO PR ;

| Silica are tho UK’s No 1 Atari Specialists. We have baen l l

sainblished for over 12 years, and have anannusiiumover T N7 A BRI ® e e
of £10 million. With our experience and expertise, we can
an

clalm 85 mest our cusiomers requirements with

undarstanding which is second to none. But don't just take
our wond for it. Complete and return the coupan for our latest
et}

A I fitaraiure and begin 1o experience the " Silica Servica'

I e R S R S R, | L e e o LA e l
Which COMPUIBIY, D0 YOU DWNT oot isessansiosmesess e eess et ems s e see e et ,
TN S - S S I S S S S e S .

EROE - Asvartigns pross And ipecficatons may chanps - Sedss neturs Be coupon ko he Lol iskrmaton
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CASTLE

Continuing TGM's
series of survival
guides this month sees
the 16-bit versions of
Domark's excellent
Castle Master under
the TGM microscope.
Thanks to Nik Wilde of
adventure fanzine Inter-
Action for the tips and
maps.

Key Locations:
The well
Horse in stable
Chapel roof
Wizard's hut
Igor's chamber
Kitchen
Barn
Vault and vestibule
To enter castle:
Throw rock at
drawbridge button,
stand on bridge and
then throw another
rock. This leaves you
inside the castle with
the bridge closed.
Catacomb entrances:
Rug in Wiz's hut
Well
Chapel pulpit
Drain baths
Cellar steps
Under the rock outside
the castle (N.B. you
must be at full
strength to move the
rock).

Catacombs

Spirits dwell in caverns and caverns feature roof
trapdoors. Push the log to cross the hole. All caverns
contain pentacles. Caverns can only be accessed from
above. Don't drink too much in the wine cellar. Don't fall
down the hole. Click repeatedly on the lot in the cellar
corridor.

—y T - — = e am s ma
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Courtyard

@ Well

Flagpole

Igor's
Chanmber

Kitoche

Gatehouse

AR S0

Pantry” |

Drawbridge

Level Il

Click on a book in the library and an entrance to the shrine
will be revealed. Don't fiddle with the kiln in the pottery.
There's a pentacle in the Gatehouse. You need to be strong
the pottery door. There's a key on the nugget in the shrine.

Horth Passage

Hospital

e
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Level 1l

There’s a pentacle in the junk room. To find a lot of treasure

go to the display room. There's a strength potion in the Inn.

Don't drink from the green bottle in the Carpenter's. Shoot
at the Dragon's eyes, horns and teeth.

Passagse | F“*"
ane
|

Barracks

§T TS TSN SN SR, =
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Ballroom

BT W]

= Cell

Cellar Corridor

Wiz. Hut

_—ICnUE rn

Click on corn in the Granary to reveal a
passage to the display chamber. Don't
go through the window in th Gym. 26
4 spirits need to be destroyed before you
NB: Grey areas can kill Magistar. Work out with the
on all levels weights to gain strength. Shoot flag

indicate objects from the ramp to invoke the spirit.
on interest
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0 game is safe
from the prying
playing skills of
TGM readers.
This month Robin Candy
rummages through the
post bag looking for
birthday cards and
comes up with the
goods on Rainbow
Islands, The Castlevania
Adventure and Chip’s
Challenge (though he
would of preferred the
birthday cards).

Super
Cars

Amiga

Whoops, no name supplied
with this tip (tut, tut). But
thanks to whoever you are.
Type in these passwords for
the following effects: ODIE,
start on level two with the
Vaug interceptor; BIG C, start
on level three with the Parsec
Turbo; RICH, start on level
one with lots of money.

L e RO et SR

VENDETTA

Commodore 64/128

System 3's arcade adventure
game has done well in the
charts, and the endless stream
of tips | receive show how
addictive it is. However, first off
the mark with the complete
solution is Chris Holden from

62 TGM July 1990

Hockley in Essex.
Level one

Use knife, kill man. Collect
wire cutters then kick down
door and enter room. Kill man.
Collect grenades. Collect AK-
47 and ammo. Exit room. Use
AK-47. Kill man. Enter next
screen. Kill man. Enter next
screen. Kill man climb ladder
and kick down door. Enter
room. Kill man and collect red
tape, car map and computer
disk. Enter next room. Kill man.
Collect computer manual, blue
tape and computer code (if the
computer is logged off use the
computer manual to gain
access to the code. you now
have weapon system. Enter
next room (don't forget car
key). Kill man. Collect Uzi.
Enter next room. Kill man,
collect ammo and insert red
fape into TV (System 3 logo
appears on TV screen). Then
insert blue tape (picture of the
doctor's daughter). Enter last
room. Kill man, collect
necklace, exit all rooms until
outside. Use grenade. Kill man.
Descend ladder. Enter next
screen. Use AK-47. Kill man,
collect bullet-proof vest and
enter car using key.

Level two
Key: L for left at junction and R
for right at junction.

RLLR.LLRLRLLRLRALL

Level three

Use Uzi. kill man, kick down
door and enter. Collect car
map, ransom note and
handbag. Exit room. Kill man,
enter next screen. Kill man,

don't enter room. Enter next
screen. Kill man and enter
screen. Kill man and enter
screen, Kill man, climb ladder,
collect ammo. Enter next
screen. Kill man, kick down
door and enter room. Kill man
and collect ammo. Exit room.
Kill man, enter next screen. Kill
man and enter bomb shelter.
Kill man, collect shoe, exit
bomb shelter. Kill man and
enter next screen. Climb into
car.

Level four
RLLRLLLRLLL

Level five

Use AK-47. Kill man, kick down
door and enter room. Kill man,
collect bullet-proof vest and
disguise. Exit room. Kill man
and enter aircraft hangar. Kill
man, enter next screen. Kill
man, collect ammo, enter next
screen. Kill man, enter next
screen. Kill man, enter next
screen. Kill man, collect ammo
and climb ladder into aircraft.
Kill man and enter next section
of plane. Kill man, collect car
map and diffuse bomb by
cutting the wires in the following

Bubble Bobble

Amstrad

Okay, it's getting on a bit now but it's still an excellent game.
If you're having problems progressing, try this tip from Ajit
Tacouri of Tooting Broadway. Type in the following to gain
instant access to the second level:

ZEZNBVZZIZZZATTZ1 ZAVA4ZZIY24V32,
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SOFTWARE VOUCHER!

Want to earn yourself some free games and a TGM T-shirt?
Well it's easy. Just send in your tips, maps (we can only
accept maps drawn in pen and ink) and cheats and the
sender of what we judge to be the best set of tips etc will
get the goodies. Send all your information to: NEWSFIELD,
ROBIN CANDY'S TRICKS 'N’ CHEATS, LUDLOW,
SHROPSHIRE, SYB 1JW.
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Kill

ing

order. middle, left, right.

Level six

RLRARRLRRLLR.

Level seven

Use uzi, kill man, enter next
screen. Kill man, enter next
screen. Kill man, enter next
screen, Kill man, enter next
screen, Kill man, turn around
and head back towards the
stone statue where the doctor
will be lying. Collect briefcase
and you've completed the

game

After
the War

Atari ST, Amiga

J Walkelam from Liangynidr
send the code for part two:
101069.

Out Run

Atari ST

Another crusty game, but
Jon Marsh from
Manchester wrote in to ask
if | knew any cheats, so

here

goes.
Type in STARION on the

the title screen. Start the
game as normal and press S
to skip a level or T for ten
seconds of extra time.

Dyter O7

Atari ST, Amiga
Our old friend Tarquin Fistram from Guildford writes on this heli
shoot-'em-up. When the loading screen appears (the one with
the helicopter on it) type GGIB. The computer should bleep to
show that the cheat mode is activated. Now start the game as
normal. When you're at base press W for extra weapons. Press
S any time in the game for extra shields and press L when the
level has finished to skip a level.

=

Atari LYI'IK 106 NXYB  KABLAM

Thanks to Kevin Learwood 107 ECRE BALLS O FIRE

from Reading, getting to those 108 LIOC  BLOCKOUT

tricky levels on this game is no 109 KZOR TORTURE

longer a problem. 38 BIFA SAMPLER 73 QCCR MORTEN CHAMBER

Level Code Title 39 ICXY GLUT 74 MKENH PLAYTIME 110 XBAO  CHILLER

1 BDHP LESSON1 40 YWFH FLOOR 75 MJDV  STEAM 111 KRQJ  TIMELAPSE

2 JXMJ LESSON 2 GASBORG 76 NMRH FLOUR PLEX 112 NJLA FORTUNE

3 ECBQ LESSON3 41 GKWD IC.YOU 77 FHIC  INVINCIBLE FAVOURS THE

4 YMCJ LESSON4 42 LMFU BEWARE OF CHAMPION 113 PTAS OPEN

5 TOKB LESSONS BUG 78 GRMO FORCE QUESTION

6 WNLP LESSONSG 43 WIDP LOCK BLOCK SQUARE 114 JWNL DECEPTION

7 FXQO0 LESSON7 44 TXHL REFRACTION 79 JINU DRAWN AND 115 EGRW OVERSEA

B NHAG LESSONB 45 OVPZ MONSTER LAB QUARTERED DELIVERY

9 KCRE NUTS AND 46 HDQJ THREE 80 EVUG VANISHING 116 HXMF  BLOCK
BOLTS DOORS ACT BUSTER Il

10 VUWS BRUSHFIRE 47 LXPP PIER SEVEN 81 SCWF WRITERS 117 FPZT  THE MARSH

11 CNPE TRINITY 48 JYSF MUGGER BLOCK 118 OSCW MISS

12 WVHI  HUNT SQUARE 82 LLIO SOCIALIST DIRECTION

13 OCKS SOUTHPOLE 49 PPXI PROBLEMS ACTION 119 PHTY  SLIDE STEP

14 BTDY TELEBLOCK 50 QBOH DIGDIRT B3 OVPJ UPTHE 120 FLXP NIGHTMARE

15 COZQ ELEMENTARY 51 IGGJ | SLIDE BLOCK 121 BPYS PERFECT

16 SKKK CELLBLOCKED | 52 PPHT THE LAST 84 UVEQO WARS MATCH

17 AJMQ  NICE DAY LAUGH 85 LEBX TELE NET 122 SJUM  TOTALLY FAIR

18 HMJL CASTLEMOAT | 53 CGNX TRAFFIC COP B FLHH SUICIDE 123 YKSE THE

19 MRHR DIGGER 54 ZMGC GRAIL 87 YJ¥S CITYBLOCK PRISONER

20 KGFP TOSSED 55 SJES POTPOURRI 88 WZIYV SPIRALS 124 TASX  FIRETRAP
SALAD 56 FCJE DEEPFREEZE 89 VCZ0 BLOCK 125 MYRT  MIXED NUTS

21 UGRW ICEBERG 57 UBXU STRANGE BUSTER 126 QRKD BLOCK N ROLL

22 WZIN  FORCED MAZE 90 OLLM PLAYHOUSE 127 JIMWZ  SKELZIE
ENTRY 58 YBLT LOOP 91 JPQG JUMPING 128 FTLA ALL FULL

23 HUVE BLOBNET AROUND SWARM 129 HEAN LOBSTER

24 UNIZ OORTO GELD 59 BLDM HIDDEN g2 DTMI VORTEX TRAP

25 PQGY BLINK DANGER 83 REKF ROADSIGN 130 XHIZ ICE CURE

26 YvvyJ CHCHCHIPS 60 ZYWI SCOUNDREL 94 EWCS NOW YOUSEE | 131 FIRD TOTALLY

27 1GGZ GO WITH THE 61 AMOW RINK IT UNFAIR
FLOW 62 TIGW SLOMO 95 BIFQ FOUR 132 ZYFA  MIXUP

28 UJDD PING PONG 63 GOHX BLOCK SQUARE 133 TIGG BLOB DANCE

29 QGOL ARCTICFLOW FACTORY 96 WVHY PARANOIA 134 XPPH PAIN

30 BQZP MISHMESH 64 IJPQ SPOOKS 97 10Cs METASTABLE 135 LYWO TRUST ME

31 RYMS KNOT 65 UPUN AMSTERDAM NO CHAQS 138 LUZL DOUBLEMAZE

32 PEFS SCAVENGER 66 ZIKZ VICTIM 98 TKWD SHRINKING 137 HPPX  GOLDKEY
HUNT 67 GGJA CHIPMINE 89 XUWVU CATACOMBS 138 LUJT PARTIAL POST

33 BQSN ONTHE 68 RTDI EENY MINY 100 QUXR  COLONY 139 VLHH  YORKHOUSE
ROCKS MOE 101 RPIR APARTMENT 140 SJUK ICEDEATH

34 NQFI CYPHER 69 NLLY BOUNCE CITY 102 VDDU  ICE HOUSE 141 MCJE UNDER

35 VDTM LEMMINGS 70 GCCG NIGHTMARE 103 PTAC  MEMORY GROUND

36 NXIS LADDER 71 LAJM CORRIDOR 104 KWNL  JAILER 142 UCRY PENTAGRAM

37 VONK SEEING 72 EKFT REVERSE 105 YNEG SHORT 143 OKOR STRIPES?

I STARS ALLEY CIRCUIT 144 GVXQ FIREFLIES
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Matthew Jones from
Swansea has already
cracked this game. Here are
some of his findings along
with tips from Graftgold, the
programming team behind
this great conversion.

General tips

W Try to kill creatures as soon
as possible, leave them and
they get nasty.

W Extra rainbow power is a
must, so collect all the red
potion bottles.

W Quickly get up islands (but
don't get careless). When the
‘Hurry’ message appears don't
panic, but try to speed things
up. When the water appears
you'll have to get motoring.

W To turn creatures into gems
you either need to trap them
under a rainbow and then
break it or make a rainbow
directly beneath them and
break it.

W At the end of each sub level
go off the top of the bonus
screen and your score will
shoot up.

Objects

There are two types of
abject. One type rewards
you with bonus points while
the other equips you with
weapons and defence
shields. Many of them will
only be revealed when
you've collected large
quantities of a particular
object.

Point Bonuses

Gems — collect all of them
and you will be rewarded with
an extra life. But if you collect

them all in sequence, a secret
room will be revealed,
containing a rather useful
object (the room only appears
on the 16-bit versions, in the 8-
bit versions the object just
appears where the last gem
was).
Wand — turns broken
rainbows into bonus points
(only on the Amiga).
Red kettle — collect this and
you will be rewarded with a
shower of money,
Yellow kettle — hidden
bonuses are revealed as
small gold bags.
Small rings — reward you
with points for either
walking, jumping or
ing
rainbows.
Necklace —
gives all gems.
Defence and
weapon
bonuses
Shoes — allow
; you to walk faster.
Red potion — one extra
rainbow power point
(maximum of three).
Yellow potion — rainbows
travel faster.
The following only last for a
short while.
Cup — destroys all baddies
onscreen.
Cross — issues you with killer
lightning bolts.
Leaf — when collected a
magic fairy will circle around
you killing anything that it
comes into contact with,
Book — rewards you with
wings, these can be used by
jumping quickly.
Cloak — makes you invincible.
Clock — freezes the nasties.
Large rings — there are three
types. (1) Whenever you jump
stars radiate from you (these
kill all baddies). (2) Whenever
you break a rainbow stars
radiate from one end of the
broken rainbow. (3) Causes a
shower of stars down the
screen.
Small rainbow — allows you to
collect up to four rainbow
power points,

The levels

Insect Island (levels 1-4)
Pretty easy. Kill all the insects
when they appear. On level
four watch out for ladybirds,
Don't go above them as they
fly up and kill you. There's no
rush on this island so take
your time and collect the
bonuses.

Big spider

Run to one side of the spider
and throw out a few rainbows.
Wait until it drops and break
the rainbows. Run in the

Rainbow Islands

opposite direction to the way
that the spider bounces, turn
and fire some more rainbows
and break these when the
spider comes back your way.
Repeat this until it's dead.
Combat Island (levels 5-8)
Watch out for the bomb-
dropping helicopters. Destroy
the tanks before trying to
progress past them and shoot
the cannons before they can
release their homing missiles.
Boss helicopter

As with the big spider this
involves building a web of
rainbows. When the helicopter
comes down break the
rainbows and climb up the
screen. Wait for the helicopter
to come up for you then drop
down and repeat the process.
Monster Islands (levels 9-12)
The bats are nasty but they
get worse if they turn into
vampires, so kill them as soon
as possible. If a number of
them are following you then
drop down onto a lower
platform and wait for a chance
to get the lot of them. Once
again, get rid of monsters that
shoot across your path before
passing them.

Big Dracula

You really need a maximum
rainbow power to beat this guy,
he's one of the toughest
meanies in the game. Get a
few hits in before he starts
throwing bats at you, then it's
every man for himself. You
may need to leap over Dracula
to give yourself some
breathing space but make sure
that you leave a few rainbows
around to defend yourself from
the slave bats,

Toy Island (levels 13-16)

A tough section. Try not to fall
down at all. Destroy the
bouncing balls straight away,
otherwise they speed up and
home in. You've got to be
quick on level 16 as time is
tight.

Big clown

Don't worry too much about the
small clowns, just concentrate
on hitting the big clown. You
can use the platforms to jump
around, though it's probably
best to stay on the floor.
Doh’s Island (levels 17-

20)

Don't fall down
anywhere. New
creatures always
appear and
usually they'l
kill you. The
filled diamond
shapes can
move
through
platforms so
keep out of
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their way, but fire at them
whenever you get the chance.
The time limit on level 19 is
strict so progress as fast as
you can. If you die take
advantage of the temporary
invulnerability and get as far up
the island as you can.

ig Doh

Big

Similar to the big clown. Wait
directly beneath Doh, and as
he fires walk slowly to the side.
After six shots you can jump up
towards him and fire off some
rainbows, but you've got to be
quick as he reloads quickly.
Robot Island (levels 21-24)
This island is tough, kill
everything in your present
screen before progressing to
the next. To kill the bouncing
screws build a rainbow, wait
until they're just above it then
break it. The knight's heads
have to be killed quickly before
they speed up. If you can't kill
them straight away make a
protective rainbow between
you and them.

Robot Head

Defeating this one is a matter
of jumping between the
platforms and the ground.
Whenever the robot head
maoves towards you jump up or
down (depending on where
you are). Keep firing and
breaking rainbows and he'll be
dead in no time.

Dragon Island (levels 25-28)
You need maximum rainbow
power to complete this level so
get collecting those red potion
bottles. Move up the level
slowly and kill most of the
dragons. The large fiying
dragons can fly through the
platforms so dispose of them
immediately. On level 26, when
yOu appear on a new screen,
move left and fire to the right
otherwise you will be killed by a
‘drip. Hurry on level 27; time is
tight.

Flying dragon

The last meanie in the game
and one which Graftgold feel
you should face by yourselves.
Quick hint: it's a good idea to
move between the very top
and bottom of the
screen!




/ Nintendo Game Boy
This month’s Star Tips award
goes to Philip Baxter from
Ponteland for his series of
maps and hints on various
Game Boy games. Due to lack
of space we can’t print all his
tips in one go. This month
features the solution to The
Castlevania Adventure while
next month we'll show you

lobs at you. If it's high jump and
whip it, if it's low just remain still
and whip it. The 1UP on this
level is the toughest to get. Run
and jump across all three
maving platforms, but resist the
temptation to use your whip
whilst you are in the air.

Level 3

To get the 1UP on this level, wait
for the ceiling to fall then hit the

how to crack Master Karateka.  tower four times, making sure
Level 1 that the last hit is very late.
)
] o
T
n
re
1
r
or The monsters don't pose much

of a threat on this level. To reach
the 1UP shown on the map you
2 must have a powered up whip.
You can then shoot the torch
with the fireball and the 1UP will
fall to the ground. Getting past
0 the stepping stones can be a bit
] tricky. It's best to keep moving
but watch out for the bat. Always
stop on the first stone and
jump/whip the bat,

You can only kill Gobanz if you
have the powered up whip,
n fireballs just bounce off him.
Keep whipping and don't worry if
he hits you once or twice: he's
a slow, you're fast.
] Level 2
The biggest problem on this
level is Punaguchi. Watch the
flight pattern of the fireball he

Quickly run back to the torch,
Jump and whip it to collect the
1UP.

Once you reach the pursuing
wall, don't rush and get yourself
killed, especially when jumping
across the moving platforms.
Watch out for the she-worms. If
you hit one with a normal whip it
will curl up and rocket towards
you. When you reach the devil-
bat, jump onto the highest
platform on the right and wait.
When the devil-bat rests on the
left platform zap him with
fireballs. Then, when he flies
over you, whip him to death. If
you don't have the fireballs
you're in severe trouble,

Level 4

You've got a lot of time to
complete this level so don't rush
things. Be on the look out when
walking past the suits of armour,
not all of them are as immobile
as they may at first seem. Watch

WL/ facks i omeats

out for the black suits of armour,
Try not to lose any of your
power-ups as you're unlikely to
complete the game without
them.

(1) Whip Punaguchi's first
fireball.

{2) Wait until he opens his mouth
then jump. You will hit his fireball
and land on point 2; jump onto
point 3 immediately.

3) Whip Punaguchi as fast as
you can. Whilst doing this a
fireball will fly over your head
and onto your whip.

When you reach the
protruding spikes stop and watch
their movement pattemns. Now
move past them but don't get to
close to the edge of the screen.
1) As Dracula lands on Drac 1

" | | The Castlevania Adventure

jump/whip him and land on point
B.
2) Jump/whip him again and
land on point C.

3) Dracula will now appear on
Drac 3. Jump to the centre
platform between points B and
C. Make sure you are standing
on the far right edge of the
platform.

4) When Dracula appears on
Drac 4 jump onto point F, face
left, crouch down and whip him
twice. He will now fire at you, so
jump over his fireball and whip
him twice.

5) If fang-face appears back on
Drac 1 go through the whole
process again. Should he
appear at Drac 5 as a large bat
and proceed to fiy left and right,
jump onto F, face left (make sure
you are on the extreme right-
hand side of the platform) and as
the bat approaches whip him,
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7) When Dracula stops in the
middle of his left/right movement
sequence prepare for a battle.
He will release three bats at you:
whip them,

8) When he stops just in front of
you, jump/whip the three bats
immediately,

9) Continue to jump/whip him as
he flies past you, he will soon
die. Now sit back and watch the
superb end sequence.
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THE ANSWER
TO YOUR
DISK
DUPLICATION
PROBLEMS

FOR ONLY

- AVAILABLE FOR
AMIGA
sT
PC COMPATIBLES

o F i) FapridrS S J)

SYNCRO EXPRESS IS A HIGH SPEED DISK DUPLICATION SYSTEM THAT WILL PRODUCE COPIES OF YOUR DISK
IN AROUND 50 SECONDS!!

*PC VERSION £69.00

Syncro Express requires a second drive & works by controlling it as a slave device & ignoring the computer disk
drive coniroller chip whereby high speeds & great data accuracy are achieved.

Menu driven selection for Start Track'End Track - up to 80 tracks 1 side, 2 sides.

Very simple to use, requires no user knowledge ; Also dupiftates other formats such as IBM, MAC etc.

Ideal for clubs, user groups or just for your own disks, No more waiting around for your disks to copy.
8 & I Y g y

Probably the only duplication system you will ever need! =

THE LATEST CUSTOM LSI CHIP TECHNOLOGY A
W

By using an on-board Custom LSI Chip, Syncro Express has the power to transfer an \-.,_'- "
MFM image of the ariginal disk directly to your blank disk - quickly, simply and \\" i

without any user knowledge. One external disk drive” is required for AMIGA/ST.

SYNCRO EXPRESS IS AVAILABLE FOR THE ST/AMIGA/PC SYSTEMS - PLEASE
STATE WHICH REQUIRED WHEN ORDERING

Wanumc 1933 cupvnmm ACT WARNING *If you don't have a second drive we can supply
J SYNCRO EXPRESS together with a drive for

ONLY £104.99 (AMIGA)
ONLY £119.99 (ST)

MOW TO GET YOUR . SV/ICRO EXPRESS |
TELEPHONE (24 Hrs) - [T{:FWZTY{'Vi- CREDIT CARD ORDERS

WE WILL DESPATCH YOUR ORDER QUICKLY & EFFICIENTLY TO ENABLE YOU TO START RECIEVIMNG THE BEMEFITS OF YOUR PURCHASE WITHIN DAYS, NOT WEEKS,
n ORDERS NORMALLY DESPATCHED WITHIM 48 krs, mmmmmm. CADERS MADE PAYABLE TO...

.. DATEL" El.sc‘-'.{bn.cs LTD.,
GOVAN ROAD, FENTON INDUSTRIAL ESTATE; FENTON, STOKE—OH»mEm,-s' .} zns. ENGLAND
TECHNICAL/CUSTOMER-SERVICE 0782 744324




Curiously, board games have

that surprising, though.
biasters and finicky adventures,

Board games have, in one form or
another, been around for just about as
long as man himself. Their popularity is
universal, their appeal stretching across
all cultures. Chess and its variations,
Draughts, Go and So litaire, have defied
ageing, reaching back before any
records were ever made.

They have gradually evolved from
slow, taxing and fiendishly simple games
into numerous variations suited to all
types of player — and players. The old
classics are still around, but games such
as Risk, Monopoly and Cluedo now allow
up to six players to slog it out in a battle
of intellects,

Until recently, most popular board
games had been about since the turn of
the century, subsequently the board
game market was fairly boring. Until
Trivial Pursuit came along, that is,
Literally revolutionising the market
overnight, it injected new life into the
computer game market, too, and

Spawned a thousand imitators. Most of
them crap, but that's beside the point.

In an industry that can sell a game on
the back of comics (Viz), music bands
(Frankie Goes to Hollywood) and soft
drinks (The Pepsi Mad Mix, if you will) it
shouldn't surprise anyone that the
massive resurgence of board games
during the Eighties spurred software
houses into action.

Of course, the first thing that anyone's

and successful computer games during the

W Guess the word from the picture in Pictionary! It's a, erm,

lunnel? Well, it's either a
PErson or & place... A Supermarket! No.No. The Chunnel?! No. Arrrgh!

provided a steady stream of excellent
Eighties. Perhaps it’s not
They make a change from finger-blistering

whilst still exercising the brain.
Sean Kelly checks out their history,

rounds up some of the best available.

the logic behind them, and

IRO-GUTS MORLA

e

to feel like playing too. With a computer
you have a challenger that won't argue if
you decide to give up three moves from
humiliation. It won’t mind if you want to
watch Neighbours for half an hour while
you contemplate your next action. And
you don’t have to take over the living
room setting up a massive board with
several hundred tiny metal blobs and

W Full Metal Planete was once a strategy game on the boards. Infogrames took the involving concept and turned it into

a@ well presented and playable computer game

going to say as you proudly show them
Battle Chess on your swanky new Amiga
is ‘What's the point of spending 400 quid
on a brand new computer just so's you
can play a game you can pick up for a
fiver down the toy shop?’ Once you've
treated them to your best ‘Pah, computer
illiterate. Don't you
know anything?’
look, you have to
come up with an
answer.,
Fortunately, it's a
fairly easy one to
find.

In each
particular
instance, the
computer is being
used in some
capacity to
enhance the
gameplay of the
original game. If
you feel like
challenging
someone, you
don't need to wait .
three weeks for
one of your mates

counters either. It's all done onscreen.

Even in the games like Trivial Pursuit
and Scruples, where the nature of the
game prevents the computer from
providing a convincing opponent, it's
being used primarily as a mediator. It's
also being used to enhance the original
game. Sound and pictures in Trivial
Pursuit; in Pictionary, you didn’t end up
with little scraps of paper screwed up all
over the floor.

Putting the personal convenience
reasoning aside, | still find it incredible
that my Spectrum, with its laughable
memory, can thrash me to within an inch
of my self respect at everything from
chess to Scrabble.

UNDER THE BOARDWALK

Rather conveniently, the various
computer conversions fall into three
categories. The first includes all the old
classics, the games that have been
around for centuries. Chess falls into
this category, along with the many
variations of Draughts and Go. The
reasons that they hold an appeal for the
various software houses is obvious.
Firstly, they already have a massive
international following, and secondly
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Domark were one of the first software
houses to realise the opportunities to
be had in the board game conversion
world. They hit the country with Trivial
Pursuit over four years ago, and with
half a million sales of that game alone

never looked back. Even so,
board games were initially quite a risky
market to licence. Mark Strachan of
Domark justifies their dive in at the
deep end: ‘In Trivial Pursuit we were
able to include graphic questions,
using pictures. One that springs to
mind was one which asked ‘Who wears
these glasses?' with a picture of the
Two Ronnies’ glasses. We also had

DOMARK GETTING BOARD

music questions. Those playing a well
known tune backwards were popular.’

So how do the games get from board
to byte? ‘With Trivial Pursuit, we spent
a lot of time talking to, and meeting
with, the inventors. They were involved
from the word go. They would look at
the games and say ‘We like that, we
don't like that,’ and so on. So, when the
product was actually finished, there
was absolutely no question of getting
approval.’

More board game conversions are
expected this year, although
would not divulge any information.

W Okay, okay — since when have Ren, Lobes, and
Fehme been proper words? Whal? Since you've been
cheating at Scrabble De Luxe? Hmmmm. Anyway,
Leisure Genius's Scrabble is dead good, featuring
everything the board pame but far easier to chea.

they were never ‘invented’. As a
consequence, there aren't any royalties
to pay should you come up with a
massive best-selling computer game (v.
Popular with aforementioned houses).
it's not just the old favourites that have
been converted however, as there’s also
the new wave of board games.
Stimulated by the phenomenon of Trivial
Pursuit, board games for more than two
players have had a massive resurgence
during the Eighties. Just about every
single idea that anyone's ever had for a
board game has become reality in the
last five years, and as a consequence
we've had to suffer opportunistic dross
like "The Brit Quiz' and ‘Pure Genius: The
Guinness Board Game'. Fortunately, it
hasn't all been substandard, and some
of the better ideas have made it to the
micro with a fair amount of playability
still remaining. Amongst these we can
include Trivial Pursuit, Scruples, and
more recently the many versions of
Pictionary, all courtesy of Domark. To
this category we can also add old
favourites such as Scrabble, Monopoly
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and Cluedo, popularised on computer by
Virgin Mastertronic’s Leisure Genius
label.

Leisure Genius are also fairly
prominent in the third group of board
games, the ones which involve a fair
amount of strategy. Games that fall into
this particular group include the Leisure
Genius title Risk, and other games that
have a honeycomb of hexagons for a
playing area as opposed to numbered
squares. This type of game is still fairly
rare on the micros, probably due to the
daunting task of programming the
computer with enough artificial
intelligence to come up with a
challenging game. | predict that we'll see
a lot more of this style of game in the
future though, as many will doubtless be
spurred on by the quality and success of
Infogrames’ Full Metal Planete.

Undoubtedly, it's artificial intelligence
that gives this style of game its appeal
and challenge. In the majority of cases
there's no need for stunning graphics or
sound, simply an accurate graphical
representation of the board and playing
pieces involved. This leaves plenty of
coding room available for the artificial
intelligence.

HOW’S IT DONE?

So how can a computer, capable only of
the most straightforward logical action,
play chess so well that in some
instances it's capable of beating a
Grandmaster. Believe it or not, it's
actually quite simple. It's down to speed.
Chess is the most obvious game to pick
to show an example, as just about
everybody will be familiar with the game
and the rules. Each game aim, or each
action towards the ultimate aim of the
game, will first be given a value. In
chess, the highest value will be given to
a check mate position, with decreasing
values for the various priorities down the
scale, with taking a pawn having a low
value, and not taking any pieces the
lowest. In its simplest terms, the
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computer will be instructed to achieve
the highest possible value over a given
number of moves,

Each possible move can be seen as
the branch junction on a tree, (See
diagram.) Any move will result in a finite
number of ‘branches’ or response
moves, and each of these will, in turn,
have a finite number of branches
stemming away from them and so on,
ultimately right through to every single
possible game conclusion. When the

computer makes a move in a game, it will

first examine all the available moves that
it can make, the best responses that the
opposition player would make to them,
the best reply from the computer to that
move, and so on, after ‘noting’ the
values assigned to any particular action.
Given no limitations, the computer
could take this process all the way to

working out the quickest way of finishing

the game, and examine literally millions
of different moves before committing to
any particular move in the game. Whilst
this might be fine if you have a few hours
to spare, in most instances the computer
will be programmed to examine a limited
number of branches. Taking the example
of clock chess, the computer will have a
limited time to decide on a move, and so
instead of searching through ten
branches, in effect looking ten moves
ahead, it will only examine the first three.
(Limiting the extent of a search is the
simplest way to make a computer chess
game easy to beat, as the 'judgements’ it
makes won't be based on any forward
analysis of the game.) In the limited time
the game has, it will examine all the
options available, and use the strategy
which will generate the highest value
over a given number of turns. If it comes
up with two choices, one which will

result in a pawn being taken, and one in
which the queen is taken, then it will
follow the one which has the highest
value, in this instance being the taking of
the queen,

The computer will also carry out a
certain amount of pruning, ignoring any
obvious ‘silly’ moves. For example, say
the computer has been programmed to
look forward five moves. If it already has
a sequence of moves that will result in
the removal of an opposition knight after
three moves, then any other sequences
might only be examined as far as the
third move, and if they cannot equal the
value of the given example, the computer
will move onto the next branch without
examining this particular branch in any
depth any further,

Of course, the number of possible
combinations of moves availabie even
two or three steps along the chain are
running into the thousands, but this is
where the computer’s strength will show.
Even the slowest and most stubborn
computer could have examined
hundreds of possible moves whilst their
human opponent is still trying to
remember whether they are white or
black. In this way the computer can, in
the vast majority of instances, provide a
formidable challenge to the human
player. Recently, chess Grandmaster
Raymond Keene was beaten in 12 of 59
games by a computer program.
Admittedly, he won 40 and drew seven,
but the resuits speak for themselves —
in roughly a third of the games, the
computer held or beat the Grandmaster,
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W Trivial Pursuit is a great game. Dig it out at your party when you want everyone to go home. Domark made it even

easier to rid your house of people by publishing the computer version — hald the game pack in one hand and a
computer in the other then shout (very loudly) ‘Anyone for computer Triv?' and waich ‘em run!

In other games like Risk and Full Metal
Planete, whilst the actual results on the
screen will be different, the logic will
basically remain the same. Certain
priorities will be established and given
values, and by a process of examining
the possible branches and the values
they will reach over a given number of
moves, the computer will decide on its
strategy.

So successful have the various board
games been, it's inevitable that they will
continue to flourish on the home micros.

In a marked departure from the more
usual board game conversions, Digital
Magic are promising an isometric 3-D
version of Escape from Colditz for
autumn. Doubtless there'll be more and
more versions of chess for just about as
long as there are computers, but |
suspect that the next year will see more
and more Dungeons ‘n’ Dragons style
board games being ‘blessed’ with a
computer incarnation.

After all, if it makes money, you can be
sure they'll be a computer version of it.

THREE OF

FULL METAL PLANETE
INFOGRAMES

(Originally reviewed: TGM028)

Usually, anything involving a hex map
leaves me cold. though, after an hour
or so of playing | was hooked. Despite
the daunting and obvious ‘French into
English’ instructions, it's easy to get to
grips with and challenging. On top of
that, Infogrames have done an excel-
lent job In the to the
home computers. It's s| presented
with apt sound effects, and brilliant
graphics.

This one will serve as an excellent
hﬁoﬂucﬂontnttnu,:lkn me, who find
games with hexagonal playing areas a
bit too ethereal and complicated.
Recommended.

RISK
LEISURE GENIUS

(Originally reviewed: TGM029)

The computer version of the classic
game for those of an imperialistic bent
has been around on some 8-bit formats
for ages, and has recently made it onto
the 16-bit formats. Up to six players
can take part, and the aim of the game
is, put quite simply, to turn the world
into your personal little empire. This is

THE BEST

done by sending ‘the hda‘,nr'ﬂmlq‘
as they are strictly known, into battle
uring armies, and when
successful, invading the defeated terri-
tory. an entire continent will
grant the player a number of armies on
his next turn and so on.
The computer-controlied players
don’t provice much of a challenge after
nwhila.mdlt’snotmemallcldy
presented game ever, certainly on the
w-bllwrsium.ﬂmnmi:?,itma
good game with a board, and tra .
well onto computer. There are loads
different game ori and using
a computer does save all the faffing
about the board version involves.

SCRABBLE

LEISURE GENIUS
(Originally reviewed: TGM003)

The classic word game, where the aim
is simply to build words up from the
letters already placed on the board and
your mk. On hﬁ:m formats this
one’s n around for absolutely ages,
uﬂftlshiuctuutnnnl.:hurnﬂu:::
compilation al with

clungo. In mlmrmut w:nmiy worth
the readies, and even at the heftier
price tag of the 16-bit versions it's still
a challenge.
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There have been flight simulators around since computers first
appeared. Whether you love ‘em or hate ‘em often depends on if you
have the hours spare to appreciate them, Regardless, you can’t have
failed to notice increase in choice since 16-hit computers arrived.
Ace fly-boy Paul Righy takes over the controls, so prepare for some

turbulence...

Flights simulations have come a long way
since the groundbreaking Fighter Pilot
from Digital Integration or Cascade's ACE.
Graphics have become realistic, sound
effects atmaspheric and most of all there's
a real purpose to your flight.

The structure of flight simulations was,
initially, rather aimless. The general thrust
of any early 8-bit sim being to 'go out there
and give ‘em helll’. This led to players
wandering the gameworld with increasing
boredom because the sim lacked any pur-
pose.

The first revolution in game design
appeared with MicroProse's Gunship.
Here we had a sim with a series of struc-
tured missions as well as rewards (medals

and promotions) for the successful. The
flight model, although not as realistic as
Digital Integration's Tomahawk, was realis-
tic enough to add authenticity and credibili-
ty to the playable game design.

FLIGHT EXPLOSIONS

The next stage in flight simulation develop-
ment ceincided with the arrival of the
Amiga and ST 16-bit explosion. Electronic
Arts' Interceptor can be called the very first
16-bit flight simulation, Utilising smooth
solid 3-D graphics, external viewpoints and
reasonable sound effects, Interceptor fur-
thered the boundaries of graphic realism.
For the first time the F-16s and F-18s actu-
ally looked the part, rather than the

W The Bronco is jus! one example of the type of aircraft that could bring a splash of life to the simulation scens.
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W When MicroProse launched Gunship it caused quite a
stir — prasenting a series of structured missions with
rewards lor the successiul.

abstract triangles we'd gotten used to in
earlier simulations. Interceptor was criti-
cised for its lack of realism. However, this
decision to relinquish realism for playability
proved popular and helped to established
a niche market which has since been
widened to accommodate MicroProse's F-
15 Strike Eagle Ii, Vektor Grafix's Bomber.
EA's LHX Attack Chopper and, most




recently, Epyx's Snow Strike.

Then came Spectrum Holobyte's Falcon
and MicroProse'’s F-19 Stealth Fighter,
They both took the classic Gunship princi-
ples to the limit. Falcon featured some
excellent close-in dog fighting while F-19
emphasising stealth as the priority, giving
the player more than his fair share of tacti-
cal headaches,

However, it was not till the introduction
of Digital Integration's F-16 Combat Pilot
- and the Falcon Mission Disk that design-
ers began to notice the external factors —
the simulation world, the enemy you are
flying against, their artificial intelligence,
and so on.

Probably the most important feature that
reflected this new awareness of the simu-
lation ‘world’ was the fact that missions
you fly now are going to affect later mis-
sions. So if you destroy all of the SAM bat-
teries around that important airbase, the
next mission to hit the airbase itself will be
much easier. Ocean's F29 Retaliator com-
plements this attribute by having a battle-
field which runs itself. The two sides of the

W Falcon AT

THE BERMUDA TRIANGLE

One, two, three, er.. four, five. Oh
sorry, | was just counting the flight sim-
ulations which have included the ubig-
uitous F-16. Too many is the final
answer. But why has this been the
case? Is this an instance of ignorance?
Pure commercial considerations? The
bountiful availability of data?

Well, it's probably a combination of
all four, plus a few others as well. The
F-16 can be used for a multitude of pur-
poses. From air superiority to simulat-
ing enemy aircraft, and finally to the
Wild Weasel (anti-SAM) proposal. It is
one of the most numerous and well-
known aircraft in the world: there are
tons of books, figures and first-hand
flight accounts readily to hand and,
commercially, it is a safe bet. There are
a few other aircraft which fit this cate-
gory: the F-15 and F-18 for starters,
The latest Lockheed F-i117 Stealth
fighter was subject to much press
speculation. A perfect bandwagon,
therefore, to throw a flight sim onto.
Enter, stage left, MicroProse. Think of a
helicopter simulator and the word
Apache springs forth from the lips
before you even know you've said it.

There have been one or two
admirable exceptions to this state of
affairs. Vektor Grafix’s Fighter Bomber
gave you plenty of aircraft to choose
from — including the dated SAAB
Viggen and ultra-sophisticated MiG-31
(albeit only an opponent). Electronic
Arts’ LHX presented the Russian plane
and the Osprey to add a bit of life. EA's

Chuck Yeager's Flight Sim also offered
a good variety. However, the latter
acted primarily as extra scenery. You
were never meant to fully utilise each
aircraft's special functions to the full.

Yet what about the hundreds of other
aircraft? What commercial Bermuda
Triangle have they fallen into and why?

The simulation market is in great
danger of becoming stagnated (if it
hasn't already). The general policy is to
either simulate the new, the futuristic
or the famous WW2 Battle of Britain
aircraft. This has created an artificially
small market which promotes repeti-
tion and results in boredom.

Flick through a sample combat flight
sim. Notice the familiarity in the mis-
sions? Hit a SAM site, shoot down a
MiG-21, hit a HQ, hit a SAM site, use
your Martels to destroy that
bridge/truck/building. Oh, and on the
way back, destroy another SAM site.
Yawn.

To promote more innovative mis-
sions requires more than the introduc-
tion of more and more sophisticated
design techniques. It demands a
change of aircraft and, if so, multiple
flight models within the same program.
Flight of the Intruder has included two
complete flight models for the F-4
Phantom and the A-6 Intruder (gasp —
a new, untried subject!).

Okay, you say, name a few alterna-
tives. The Lockheed Hercules is an air-
craft with character. Primarily built to
be used as a medium transport, the

U//[FEAYURE |

Hercules has ultimately been used in a
tremendously wide range of tasks. For
example: transport, dropping para-
troops, low-level insertion of special |
forces, gunship, low level pick-up of |
individual troops, tanker, coastguard,
electronic surveillance and so on.

The Bronco is a prop-driven, light [
aircraft successfully used in Vietnam |
as a light attack aircraft, special force
troop insertion, forward air controlier
(marking the spot for air strikes) and |
so on. The great benefit of the Bronco
and other light attack aircraft — the
Grumman Mohawk (action in Vietnam),
the Cessna T-37 (used in Columbia for |
anti-drugs missions) — is that they fly
down-and-dirty, close to the ground,
giving the simulation programmers a |
chance to increase ground detail and
incorporate more imaginative simula-
tions. [

How about a flying boat? In WwW2,
the Shorts Sunderland and PBY
Catalina were credited with saving
many downed pilots and shipwrecked
victims from a watery grave, and blew
up boats and other planes on their
travels.

All it needs is a sparkle of imagina-
tion. The flight sim enthusiast will
thank you for it, while the undecided
will probably be intrigued by the novel-
ty factor. | wonder how many sales are
lost because the average games player
sniffs at the news of yet another high
performance jet simulator about to hit
the market? Yet | can just hear that
same person say, ‘'Hmm, | wonder what
a Hercules is?' or ‘A flying boat? |
Sounds like fun!...
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16, etc). This includes the full flight model
THE WILD S|DE SR TR T ETOM  complete with stall and G-force character-
However, it is intriguing to think that istics, rate of climb, etc. Okay, you've got

Flight simulations are fun. Yet they do  home el DR LT INEG L L ERGE LB your aircraft, but you need to make the
have their serious side. They save make the transference to the serious game interesting.

money and, more importantly, they side of simulation. You must introduce a game world or
save lives. Flight simulations offer the However, probably the best example scenarios for variety. You present an

only crashes you can always walk of this transference is Sl enemy to offer a worthwhile challenge for
away from. Tactics can be practised Holobyte's Falcon which has been BT player's abilities. You offer specific tar-
and reactions sharpened at a fraction expanded to form ASAT (Avionics [ CRGT give rewards for successful com-
of the cost of flying the real thing. Situational Awareness LGB pletion of the objectives.

Commercial flight simulators cost Basically, Spectrum Holobyte's parent Right. Is that it? For most flight sim
money, millions actually. You've seen company in the SLELEREET L IEER G LT designers, yes. However, talk to any RAF
them before, boxes of tricks strapped the PC AT version of Falcon and, after squadron commander and he will tell you
to hydraulics. They contain extremely working with a company called that the most important part of an air force,
powerful computers producing realis- Perceptronics, produced a low cost BB part that makes it a successful fighting
tic weather effects (fog, cloud forma- flight simulator. The heart of the beast BT/ & 0y (s 8] quality of flying and not the
tions, even the correct tint to the skyl), L BELE LT LR EL TR SIPTE  pilot's ability to shoot down MiGs or hit
offering thousands of light points to  with two 80286 el RGTE  SAM sites. The most important factor gov-
simulate just about any type of =L PR T T T WG TET TR 1 PRSP WY erning the success of an individual in com-
effect, re-creating realistic and LA B G R I R Tl bat is the pilot's role in, and devotion to,
detailed ground objects such as cockpit b LR R R TR L TRl his squadron — teamwork. The principle of
trucks, trees, roads etc. U EERG TR T RIS teamwork within the squadron and

It would be nice to fly one of those even LU= DRLITIGELER GG ST ET A between other squadrons is the RAF's
things, wouldn't it? What would you etc, on the front screen was, basically, main aim. For it is the only way that high
say if | said that you could have good ol' Falcon. The G EILELTE  risk missions can be successfully complet-
already? Well, in a way. LB R RO RS ULIT L ER Tl ed with little or no casualties. Why on earth

Fort Rucker, in the United States, modularity. Pull out the F-16 flight JRRCIER e TR 8 0=/ {2 stage uftra-expen-
contained the very first graduate pilots module, slot in a Tornado LAl sive wargames on a regular basis? To
to fly the Apache chopper. Apparently, ule and the simulation becomes a encourage teamwork and produce a fight-
MicroProse’s Gunship was used in a Tornado ASAT, sl T Tl ing force that will work as one unit in a
psychology section to analyse a modules for the F-18 and Mirage 2000 [ yT:¥e fe 15
prospective pilot’s reactions and situa- available. The system has even been So, to describe any of the above com-
tional awareness as he had to manage shown at the Farnborough Air Show, bat-oriented products, which feature one
a variety of tasks while under fire. To the premier showcase for new hard- aircraft versus the combined might of the
what extent this system was (or is) ware. enemy, as the 'ultimate flight simulation’
used and whether it was used via a would be laughable. At best, the present,
second generation (Falcon, F-19) and third
generation (F-16 Combat Pilot, F-29

war fight it out whether you're there or not. scenery featuring airborne traffic and Retaliator) fiight simulations can only be
Indeed, if you're passing over a raging ground features (yachts, etc). There's - described as "situational awareness train-
tank battle and you want to help out the even an aircraft designer that allows youto  ers'. That is, they are very good at educat-
lads while you're on the way towards your  modify existing program designs in any ing you to be aware of the ‘big picture’.
primary target then go to it. number of different ways. Forcing you to look beyond the uonﬁfr;;s of
With the exception of FS4, which is the cockpit to the 3-D world you are flying
THE ULTIMATE FLIGHT SIM based in & civillan world, al of the ster e
But what constitutes the ultimate flight sim- combat-based products mentioned above Of the above examples, only F-16
ulator? Currently, the ultimate simulation fall short of the ideal simulation. Why? Combat Pilot even approaches the ideal
on purely technical merit has to be Well let's take a look at what a flight simu- flight sim with its squadron commander
subLogic/Microsoft's Flight Simulator 4 lation should try to achieve. campaign, but not satisfactorily as you still
{FS4) which not only gives you a realistic First of all the design offers the technical fly alone.
Cessna 182 simulation but dynamic simulation of the subject aircraft (F-18, F- However, there are three flight simula-

tions on the market that do include this
essential teamwork feature. Lucasfilm's
Battlehawks and Their Finest Hour and
Dynamix's A10 Tank Killer are, in my opin-
ion, the finest examples of true military
flight simulations on the market today.

Although by no means perfect, each
simulation contains enough technical merit
to be taken seriously and each provides a
challenging opponent with rewards at the
end of each mission. A10 and Their Finest
Hour go further to providing a campaign
game that involves planned progression.
However, to varying degrees, all three
sims contain the essential teamwork ele-
ment that raises each program to new
heights of realism.

How many times in Battiehawks did |
think all was lost? Zero on my tail, another
arriving on my three o'clock position.
When, like the seventh cavalry, a col-
league recognises that one of his fellow
pilots is in trouble, blasts the guy on my six
to kingdom come, allowing me to face the
second Zero on more equal terms — that's
teamwork, folks.

A10 introduces a unique ‘radio chatter’
feature which cuts in when one of your
wingmen, or the Nav sitting in the back,
are contacting you. The ‘radio chatter’ is
totally intelligent to the relative moves and

B The cockpli view from MicroProse’s Gunship
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So what computer is the best platform
for flight simulations? Without doubt
this has to be the MS-DOS PC AT (as
opposed to the slower XTs which are
not really suitable for flight sims). For a
start, many of the best flight simula-
tions are

actions found in the hectic battlefield. So, if
you fly too close to your wingmen (you can
fiy with up to two other aircraft), your flight
leader might tell you to back off, he'll sug-
gest course adjustments for the final run
into the mission target, you may hear that
one of your colleagues is under fire from a
certain position, etc.

A70 also provides the sub-dividing of
lasks. So you can take out grounded fight-
ers, while two other A10s hit the SAMs
and the radar respectively.

INTELLIGENT PLAYERS

Their Finest Hour gives you another fea-
ture which will surely constitute a major
design element in future flight simulations:
intelligent non-player characters (NPC)
mixed with roleplaying. In Finest Hour, fea-
tures include the creation of pilots, with
each pilot (if he survives) improving with
experience. They also have their own
favourite manoeuvres and you can transfer
individual pilots to different air bases.

The immediate future sees teamwork
constituting a major role in forthcoming
flight simulations. War is not so much
about an F-16 being able to pull nine Gs. It

PCs (286 and 386) producing wonder-
fully smooth flight, there are signs that
flight simulations are beginning to take
advantage of the PC's specialist hard-
ware. Flight Simulator 4 uses the spe-
cial 286 and 386 chip instructions and
Spectrum Holobyte's Falcon 3.0 will
take advantage of a maths co-proces-
sor (more info in last month's
Spectrum Holobyte feature). The
upshot of the latter giving greater aero-
dynamic realism. Sound is being
catered for with the growing support of
soundboards. Most developers utilise
the AdLib while other cards — Games
Blaster, Roland LAPC-1 — have a grow-
ing support.

Further, there are various add-ons
which have been designed with the PC
in mind, but could easily be adapted to
other computers if required. The MAXX
stick (also available for the Amiga) is a
yoke-type flight stick suitable for simu-
lations with large or civilian aircraft
(subLogic's Flight Simulator series,
their forthcoming ATP air transport

A1I/FRATURE

is more about human skills, comradeship,
strengths and frailties (physical and men-
tal), mistakes, emotions, and the unpre-
dictable Lady Luck.

Spectrum Holobyte's collection of Flight
of the Intruder, Falcon 3.0, A10 Warthog
and their as yet unnamed helicopter sim,
and Dynamix's WW1 Red Baron are just
some of the forthcoming simulations that
include these important factors, as well as
including the technical aspects that A70
Tank Killer, Battlehawks and Their Finest
Hour lack. In addition, last month's inter-
view with Spectrum Holobyte boss, Gilman
Louie, introduced further design policies
concerning the growing intelligence of
NPC pilots, which not only ask you to deal
with tactics but to also develop man-man-
agement skills,

Along with modem-to-modem and multi-
player networks, the development of NPC
intelligence will dominate the next batch of
all-serious, fourth generation flight simula-
tions. Amen to that.

simulator and so on). Advanced Gravis
have a more classic joystick giving the
impression of a fighter-type environ-
ment.

However, subLogic have the ultimate
set of flight controls — at the moment.
Called Flight Controls 1, it comprises
of a flight yoke, throttle and other
switches such as a flap selector
attached to a large control panel. A set
of control pedals Is also available.
Although it hasn’t been formerly intro-
duced into the UK yet.

The one drawback to the PC? Price.
A suitably-equipped VGA 386 PC with
an essential hard disk will set you
back around £2000. Although VGA 286
models are becoming more affordable
at around the £1000 mark. Even so,
that's still way above most people’s
heads. We can only hope that some
sensible hardware company produces
a cutdown PC AT with VGA graphics,
built-in joystick socket and sound
board for around £300-400 (dream on
— Ed).

M Crealed in the Stales, Lucasfilm's Their Finest Hour leatured intelligent non-playing characters
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Still recovering from the news that Accounts have
turned down his claim for Kylie Minogue tickets as
a ‘legitimate expense’, Shintaro Kanaoya updates
the hand-held scene and throws in a free lesson in

Japanese...

Konnichiwa (as we say
Japan). After last month’s
incredibly sketchy details on
the Neo-Geo | have the full
(ish) story for you this
month. The Neo-Geo is
another console computer,
except for the fact it won't go
on retail sale proper. True,
you may see some shops
down the old Tottenham
Court ‘prog and load’ with
the odd Neo-Geo and a bit of
software, but not games in
any quantity. And here's why,
In Japan the machine is

being sold primarily
like a video /
recorder. You can

AL

either purchase
the console (for
around £250) or
rent it.
Then
most of
your

software (like video
cassettes) would be rented
from game shops.

And believe me, this is a
fierce machine. It can run
programs up to 330Mb in
length, similar to arcade
games — in fact they are
arcade games. Due to the
producer SNK's direct
involvement in arcade games
already they've made the
Neo-Geo compatible with
most of their future releases.
This means that, via a clever

g
0

memory card system in the
console, you can save a
game at home and then
continue in the local arcade.
There’'s a plethora of
software planned (some are
already out): a baseball
game, a mahjong game, a
shoot-'em-up and a beat-"em-
up. None of the games are
under 40Mb, which can only

bring them closer to the
arcade originals. After all,
on the PC Engine, with the
exception of CD-ROM
games, most games are
written in just a few
megabytes.

SEGA IN TOP GEAR




helds. Horizontally
rectangular, it's bright blue
and measures

103x210x38mm compared to
the Handy Engine's
175x105x43mm. The Game
Gear weighs 70g more than
the Engine at a reasonable
570g. Although the colour
screen is larger than the
Engine, with a palette of 4096

colours, the Game Gear can
only display 32 at any one
time, while the Handy Engine
can show 256 colours.
Subsequently, the Gear's
Video RAM clocks in at 16K,
with the Engine at 64K.
Sound on both machines is
stereo, with battery power
lasting for three hours.

Like the Lynx, both
machines can be used ina
multi-player network. But
what makes the two
unreleased machines much
ditferent from previous hand-

helds is their ability to double
up as a colour TV (of course,
this probably won't be much
good to my PALs in Britain).

Price for the PC Engine is
still unknown, however the
Sega will go on sale in Japan
for ¥19800 (equivalent to
£80). If the grey-imported PC
Engines are anything to go
by, you should see it on sale
in the UK for around £150. Of
course, with the imminent
release of the Mega Drive,
Sega take a more positive
view to Britain than NEC, so
you should see an official
release (at around £100 |
would guess) in 1992,

Where the hand-held PC
Engine scores over all of the
competition is in its ability to
run all the present PC Engine
home console ROM-card
software. And, from looking
at previous Sega 8-bit
releases, you probably don't
want them on your Game
Gear anyway. This is
obviously a shrewd move
from NEC; they are
guaranteed to have most of
the existing PC Engine
owners as forthcoming
customers.

SHINNY'S SOFT SIDE

More and more foreign
companies are entering the

console software arena in
Japan. I've been bemoaning
the fact that Japanese
designers have no
imagination for ages, so it's a
welcome sight to see the
likes of Rare, Activision,
Titus and Electronic Arts
entering the market.

You'll be familiar with all
their games. There are
Nintendo versions of Titan
and North and South from
French software houses
Titus and Infogrames
respectively, and the PC
Engine version of Populous
from EA. The latter, being
converted by Hudson Soft, is
still in the early stages of
development, but pictures
I've seen look very
impressive.

Keeping with Engine
software, here's a rundown
of the forthcoming releases.
The Legend of Momotaro:
Turbo, sounds very strange

15706
-

but has already been a hit
Nintendo RPG and is based
on a Japanese faery tale. It's
already been made into
numerous plays, films and
comics, and as such Hudson
Soft hope it will become as
popular on the Engine as
Mario was on the Nintendo.
Indeed, there are already
three more Momotaro games
lined up: Super Momotaro
Rallroad, a board game;
Momotaro the Action Game,
an eight-level horizontally-
scrolling action game; and
The Legend of Momotaro 2,
the futuristic sequel.
lj“ﬂu‘.wm fully versed Irlllﬂ'le
panese language will no
doubt l?'o overjoyed to hear
news of a sequel to my
tavourite RPG, Far East of

, Fi
Eden, planned for release
next spring. It follows the

up, you can't get more
straightforward than Xerious.
The arcade version first
appeared in the early
Eighties. The Engine version
follows years later with
nothing added, just simple,
addictive, brilliant gameplay.

One of the best shoot-"em-
ups ever created on any
planet is Star Soldier on the
Nintendo. And now my fave
shoot-"em-up of the Eighties
is to appear on the Engine,
from Hudson Soft, under the
name of Super Star Soldier.

Sadly, it looks too much like
GunHed; pity they couldn’t
have left it as it was.

On the sequel front, Varis
Il gets a chance to make
amends for Varis I,
Legendary Axe Il looks much
like the successful original,
Rastan Saga /I follows in a
similar vein, Cobra Il might
let you die in the sequel
(making it a bit tougher than
the first) and Power League
i, is more baseball (nuff
said). What was | saying
earlier about ity?

On the Nintendo there's the
sequel to the popular Tefris,
the similarly Russian Hatris.
it's by the same author and
promises to be just as
addictive. The game is based
around stacking hats and
then selling ones you don't
need. Sounds original.
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Sad news this month as the greatest adventure
. house of them all closes down development.

| Paul Righy sheds a tear but hopes the brains

- behind it will resurface soon... 4

INFOCOM

DOWN AND OUT

The big news this menth is the final clo-
sure of Infocom as an independent soft-
ware development team, Infocom were
bought by American giant, Mediagenic
(parent company of Activision), in 1986
after Infocom’s severe financial difficul-
ties. Last June, Infocom’s east coast
offices closed as Mediagenic sought to
transfer the label to its home on the
west coast. Although the move kept
Infecom going, it stripped the company
of many of its star designers (Lebling,
Meretsky, etc) who were not willing to
make the trip. A couple of months ago
Rob Sear, then head of Infocom, left the
company leaving uncertainty as his
position was never re-filled. The writing
was already on the wall.

Mediagenic are now in financial diffi-
culties themselves and Infocom’s clo-
sure Is just one of the factors in a dras-
tic attempt to save the company from a
sell-off. Sadly, it means that Infocom
will now only be used as a ‘label’ and

stuck on Mediagenic-produced ‘story-
telling software’ — whatever that may
be. It seems that such software will only
be released on PC as Mediagenic regard
this as the only profitable format. At the
time of writing, the present Infocom
team (in-house and freelance), such as
veteran Marc Blank the co-author of
Zork, author of Enchanter, Deadiine, etc,
remain as Mediagenic employees. The
assumption is that they will be
absorbed into the Mediagenic develop-
ment groups. Products under develop-
ment, such as the recently announced
Circuit's Edge, will still go ahead. -

As previously reported in the ARS
news, Dan Bunten has defected from
Electronic Arts to MicroProse, taking
with him Modem Wars which will be
released under the new title of War! The
game, which will initially appear on the
PC, is described as a fictional, strategic-
level wargame and is enhanced with a
novel inter-modem option.

B e .

FASA’S
FORGOTTEN
SECRET

Expect the third SSI game from FASA's
Forgotten Realms series in June (PC,
C64). In Secret of the Silver Blades play-
ers can advance their players to the
15th level. It'll be interesting to see how
2 SSI cope, as the FASA

The

Column
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ADVENTURE
STRATEGY
ROLEPLAY

~ game usually falls
apart at this level
when - magic users
become too powerful

and unbalance the
game structure.
Also  from  SSI

there's an RPG called
Eye of the Beholder, a
series based on TSR's
Buck Rogers licence,
and a major US Civil
War game. The Amiga
version of Champions
of Krynn is now avail-
able (on three disks).
Sound and graphics
are better than the PC
version, with only a
1Mb version available
at present.

Keep your eyes
open for a new PC
soundboard from
Advanced Gravis.
Called the M/Sound

(around £200), the basic unit plugs into
the parallel port (the Deluxe version is
an internal board) and offers 10-bit, digi-
tally-sampled sound running at 8Mhz
giving four voices, plus MIDI and joy-
stick ports. It is AdLib and Tandy TL
compatible (so you get three cards in
one), samples at five MIPS and gives
CD-quality stereo sound. This card is
one hot potato. However, it's only avail-
able in the States at present — sob, sob.

| recently received a letter from Mrs S
Warwick of Bacup asking if | had any
info on hint books for Scott Adams
adventure games. Well, Scott Adams
retired from adventuredom some time
ago and his games are no longer pub-
lished. I've never seen any hint books
for Scoftt's products — although I'm
happy to be proved wrong! You mention
that you're stuck on Pirate Adventure
and Mission Impossible. They must be
very early copies because the name of
the latter was changed to Secret
Mission soon after release due to a
copyright clash with the popular TV
series. As you don’t mention any specif-
ic problem | suggest you write off to
Adventure Probe, 67 Lloyd Street,

JLlandudno, Gwynedd LL30 2YP. Editor

Mandy Rodrigues may be able to help
you further, as well as selling you a
wonderful adventure magazine for just
£1.50.

Conversions this month include three
ST games. SSG's Gold of the Americas
(£24.99) is an excellent strategy game of
rampant imperialism — the 1Mb version
includes extra graphics and digitised
sound. Conversely, the thoroughly grot-

i
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ty Chronoguest Il has arrived amongst
stified yawns. Strangely, though, it is far
more playable than the Amiga version.
The design is tighter, with no misplaced
messages, and the active screen areas
have been slightly tidied up.
Nevertheless, these improvements do
not save this hopeless case. The last of
the trio is Accolade’s Third Courier on
three disks (too many threes for my lik-
ing). A second drive (and third, proba-
bly) is definitely recommended.

Electronic Arts have PC conversions
of S8G's Fire King and Declsive Battles
of the American Civil War Volume 1
(both £24.99). Fire King requires 640K
but offers improved graphics aver the
Cé4 original. As does Decisive Battles
which also has a detailed breakdown of
your forces and an updated perfor-
mance indicator amongst other good-
ies.

PC and Amiga versions of SSI's Ww2
sirategy game Storm Across Europe are
out, as is their Amiga version of the
addictive, fantasy-strategy game Sword
of Aragon.

Well, that’s it for another month. Keep
those queries and quibbles coming in.
And, till next month, watch your six and
stay frosty.

PAUL RIGBY, TGM, NEWSFIELD, LUD-
LOW, SHROPSHIRE SY8 1JW.

e
PC £24.99

BALANCE OF
THE PLANET
Accolade

As High Commissioner of the Environment
for the United Nations you must put the
world to rights: sort out the problems of pol-
lution, CFCs, starvation, disease, acid rain
and so on,

The tools of your trade are the powers to
tax (oil production, logging, beef produc-
tion, etc) and to grant subsidies to desery-
ing causes (solar energy, family planning,
elc).

However, before you do anything you will
need to study a bit. The heart of Balance of
the Planet is a large database full of inter-
esting facts and figures on the causes and
effects of the world's problems. For exam-
ple, select the results option from the pull-
down menu and you will see the full range
of plus and minus points which accrue after
you have made environmentally good and
bad decisians,

If you click on one of these points, say
skin cancer, you will be taken to the skin
tancer screen with illustration and an

PC £29.95

TRACON/
RAPCON

Wesson
International/Mindscape

After promising so much in the March
issue of TGM, | hoped TRACON, the air
traffic control (ATC) simulator, could deliv-

er the goods. And it has duly obliged.

Granted, graphics are hardly spe
lar, but what do you expect for an ATC
sim? You'll see different airports, the
sweeping radar beam, VOR radio bea-
mnsr,1 as well as the actual aircraft icons
which display present speed, current alti-
tude, etc. Handy features such as time
acceleration and a zoom function ease
gameplay and help relieve the cluttered
effects of multiple aircraft all onscreen at
once.

TRACON is best played with a mouse.
This allows you to zoom around the
screen instructing pilots on what to do,
avoiding other planes, and not w
time and fuel by keeping aircraft on the
tarmac for too long — and subsequently
out of your already crowded sky. Of
course, pilots are sometimes subject to
human error and it's up to you to rectify
their mistakes (without taking out too
many other aircraft in the process). It's
like a great juggling act... with aeroplanes!

Commands are simply executed

through either keyboard or pop-up menus.
Or:u!:gsuing commands don't be surprised

to receive a garbled reply from the air-
crew. Funnily enough, through the PC
speaker — with its own built-in static and
interference — the digitised speech
sounds quite lifelike. i

A variety of options, such as varying
numbers of aircraft, differing pilot skills,
changeable weather, malfunctioning air-
craft, etc, all add to the value. In addition
Wesson have a variety of sce-
nario disks, including the Western US,
Central US and Eastern US. | had the
European Sector Disk for review which
includes London, Paris, Munich, Athens,
Rome, Brussels and Amsterdam as flight
sectors, Each scenario disk includes that
sector's own special characteristics and
problems.

RAFPCON, on the other hand, takes the
military approach. Designed in a similar
fashion to TRACON, RAPCON has you
moving the likes of F-14 Tomcats and B-1
bombers around the sky.

| was impressed with Wesson's THA-
CON and RAPCON. Although possibly
daunting at first, with a little practice both
simulations soon get you into the swing of
things. Both products are unique and well
waorth seeking out.

|STRATEGY  91%

explanation of the causes and effects of
skin cancer, along with its deaths so far.
Click on a cause, eg ultra-violet light, and
you'll be taken further into the explanation
with more info on UV light. You can go on
like this for ages. The database is very edu-
cational, successfully teaching you how
complicated, interconnected and, therefore,
how balanced the world is.

The program is designed more as a
teaching tool than a game because, once
the database has been viewed, each ses-
sion only takes a short time to complete. In
addition, you have relatively little to actually
do. A bit of taxing here, a subsidy there,
and that's it. After nine short turns the game
is over. Balance of the Planet would be an
ideal product for schools and colleges —
educational, easy to use, quick to play —
but game players looking for a challenge
should perhaps look elsewhere.

PC £24.95

WOLFPACK

Novalogic/Mirrorsoft

In Wolfpack you command either one or
more German submarines or Allied surface
ships. The game is centred around a num-
ber of missions set within the 1939-45 peri-
od. The significance of the time period

being that during the war you will be able to
take advantage of numerous upgrades
both in torpedo and ancillary equipment.

The most important feature in Wolfpack
is the ability to work as a team — an
essential element as most of Germany's
submarine success came through this
group tactic. A range of captains (all with
different characteristics: relentless, cau-
tious, etc) control the fleet of subs,
although you can assume direct contral of
a sub at any time. A similar option is avail-
able for the destroyer captains. However,
you can give general orders to captains
such as anchor, shadow and patrol.

Graphics are excellent, especially in
VGA (similar to 688 Attack Sub) with AdLib
and Soundblaster soundboards supported.
They add to the atmosphere giving the
usual submarine-type sound effects of
radar pings, explosions, etc.

offpack is the most technically

advanced submarine simulator on the mar-
ket today, by virtue of its multi-captain fea-
ture alone. It would be nice to see this
taken further for a sequel — bringing role-
play elements more into the design, for
example. My only gripe is that, even with
the excellent mission builder, 1 missed a
campaign option (as seen in MicroProse's
Red Storm Rising) which would extend
gameplay. Nevertheless Wolfpack is an
excellent learning tool for wolfpack/destroy-
er group tactics.




your friend, Alan.
PC £24.95

ESCAPE FROM
HELL

Electronic Arts

Escape from Hall wasn't designed to push
the boundaries of RPGs, it was simple
pragrammed to be fun.

The scenario is the depths of hell itself.
You have the task of rescuing your friend
Alan and your girlfriend from the murky
depths. Using an Ultima-type viewpoint
you wander the levels of hell. When you
enter a city the scale changes,

Not all NPCs are dangerous. In fact it
pays to chat a while. Sometimes they offer
information, objects or amusing speech.
When they do, an animated picture of the
character appears. On other occasions a

Rfter a long day, you're glad to be Wicking baok. Your
girtfriend, Rlison, asks you how your meeting went with

N

character will offer to join your party. You
can have two party members and you'll
certainly need them, as the monsters tend
to roam in groups.

The main attractions to this game are
that it is humorous, ‘alternative’ and a little
risqué in parts — but in no way offensive.
Weapons are varied, from a sleep
grenade to an uz. Rather unlikely
weapons to be found in Hell, but never
mind!

Although Escape from Hell is nothing to
shout about, it can still be recommended
as it exhibits a fair sprinkling of puzzles
and some nice design touches with an
interesting scenario.

Amiga (also PC) £24.99

NUCLEAR WAR

New World/US Gold

Nuclear War can be summed up in one

word — satire. Basically, you control a

country and have to compete with other
world leaders using every means at your |
disposal (propaganda, nuclear strikes, etc).

The object of the game is to be the last sur-

viving player. The opposition are biting cari-

catures of world leaders old and new

(Tricky Dicky, Ronnie Raygun, PM Satcher,

efc), and each has their own character

traits, such as warmonger or pacifist.

Starting the game on equal, neutral
terms you can build bombers, warheads
and defence. However, as well as the
oppasition you'll encounter natural (and
unnatural) disasters such as earthquakes,
nuclear meltdowns, flying saucers, flying
cattle (nuclear mutants!), rampaging space
cadets and rogue 16-ton weights which flat-
ten peaple indiscriminately. Throughout the
game you'll have to keep an eye on your
population as they influence your building
power. Cities will vary in size depending on
your situation and progress.

Nuclear War should not be dismissed as
taking the ‘bomb’ issue too lightly. Rather, it
conveys the futility of the whole thing. The
gameplay is addictive as the opponents
can be a handful. Recommended as light
relief for serious wargamers and anyone
who's after something different,

After many manths of negotiating, untold
hours of frustration and fingernail biting, |
have pleasure in presenting for your
1 delectation, the very first ARS-hosted
competition (TA DAI).

To kick it off, what better than SSI's fan-
tastic Champions of Krynn (reviewed,
praised, adorned with Golden Scrolls, etc
in last issue). There are 24 first prizes (12
PC and 12 Cg4 versions) coming to you
from sunny Birmingham and glossy US
Gold. Second prize? Erm, well we haven't
got one. Why? Because TGM only gives
away first prizes, that's why (phew, that
was close)! But now (drum roll) the gues-
tions.

(1) What is the name of the hideous
beasts created, via the Dragon
Highlords, by corrupting the eggs of
the good dragons?

(2) What is the name of the evil
Goddess, also known as the Dark
Queen or the Queen of Darkness?

(3) What does SSI stand for? {(And, no, |
don't mean human rights and free
speech.)

Just seribble the answers, along with
your name, address and computer format
(yes, some people forget to put the obvi-

80 TGM July 1990

IT°S CHAMPION

ous), on the back of a posteard and send
it off to NEWSFIELD, TGM, CHAMPIONS
OF KRYNN COMPETITION, LUDLOW,
SHROPSHIRE SY8 1JW. Closing date for
all entries July 20. ...You've never had it
50 good.,
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PC £24.99

SORCERIAN

Sierra

Sorcerian is not a Sierra product but a
licence from the Japanese software house
Nihon Falcom. The story goes that Sierra's
Ken Williams visited Japan, saw the game,
and liked it so much that he bought the
company, er, licensed the game.

It is described as an RPG with arcade
action sequences. A difficult brief to imple-
ment and one which Sorcerian doesn't
quite pull off.

The basis to the game lies in three sce-
narios. Within each scenario are five sub-
quests, each becoming progressively hard-
er. You are presented with about 60 high-
quality tunes which form the background
music. No sound effects are given but
AdLib, Roland and Game Blaster sound-
boards are supported.

The RPG side of the game is quite
impressive. Characters experience the
ageing process (eg male fighters grow
beards as they age) which affects their abil-
ties, also male and female characters each
have their own particular advantages.

Once you have created your characters

NEHFUN SHUP

HEAPON

you can give them an occupations. There
are 60 available, from nurses to fighters,
hairdressers to blacksmiths. In addition to
an income, each character's occupation
will have a long-term effect on their abili-
ties.

Religion also has a direct effect on your
chances of success. Fail to pay homage to

e e e e

the temples, pray regularly or not go to
confession and you might just regret it
when you want to be resurrected by a
priest.

Sadly, the arcade action section is just
an average side-scroll, platform, arcade
game with some pretty graphics and per-
nickety controls. This method of roaming
the surroundings doesn't gel with the role-
playing framework. A half-hearted attempt.

PC £29.95

DRAGON STRIKE

SSI/US Gold

55| have the dubious honour of producing
the world's first dragon flight simulation.
Based on the Dragonlance book series,
the game follows the classic flight sim
design principles.

The flight screen shows the head of
your dragon (upgradable to more powerful
beasts) plus your lance. Other offensive
and defensive weapons include dragon's
breath (two types) plus any magic items
gained via successful missions. The
screen also shows a crystal ball (radar),
height/pitch indicator, and a number of bar
indicators showing the amount of breath
your dragon has left, speed, power and
hitpaints for both you and the dragon.

You play a solamnic knight, whose
orders form the basis of the rank system.
Ranging from the initial Order of the
Crown up to the Sword and finally the
Rose. Higher orders give greater rewards

and prestige but also greater difficulty.

The opposition comprise of different
dragon types and sub-families, such as
wyverns. Each have their own favourite
weapons: claws, poisonous hites, etc.
Graphics are a mixture of 3-D polygons
and bit-maps. You can also vary the
amount of detail presented — handy for
slow PCs,

| thoroughly enjoyed Dragon Strike, it
takes SSI graphics into ancther league. If
you have a liking for flight sims you should
immediately buy this game. It provides a
lasting and well-balanced challenge cou-
pled with the usual skills that a 3-D tacti-
cal flight simulator normally demands.
Then there are the unique aeronautical
quirks offered by dragon flight. Dragon
Strike is also recommended for the RPG
addict as it gives a whole new dimension
to the Dragoniance story.

ADVENTURE
HELPLINE
6\11]]{.\30

Ligat

Do you play computer adventunes?
Have you ever been faced with a
seemingly impossible situation?

WE CAN HELP

Qur adventure rescue
team work 7 days and 7
evenings a week and will

be pleased to answer

your queries, Open
noon till midnight.

We offer help with any

games Or any computer

- 50 if you are tearing

your hair out ring this
number now!

0898 338 933
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Dbase? Who needs it.

WHAT NOW?

By ‘eck, have we got a bucket full of hints and... oh, ugh, wrong
bucket. In this bucket over here we have umpteen hints, tips and
very sensible words of wisdom all scrunched into little paper balls,
torn into various pieces and covered in tea and sticky sweets.

Typhoon of
§6£eel

A little bit of help in this deep, if rather slow,
wargame from the lads at SSI. Sometimes
the Japanese, instead of routing, call upon
the ol' banzai attack. When this happens to
you, turn massive indirect fire upon them
and then hit them with small arms fire.
Always make sure that you have a few
squads taking good advantage of cover
" and concealment specifically for the banzai
\ tactic.

Wasteland
PC, Cé64

The copter is only a one-off ride, you'll
need high agil -tuffylm'l'mﬂﬂ.
as you can anywhere you is

it really necessary? Sorry, but you won't
be able to enter Darwin Bg:f:mlil
you've visited Sleeper Base, which
means you'll have to travel the sewers.

Heroes of the
Lance

ST, Amiga, PC

Keep the mage and Goldmoon in the front
line so that they can do their stuff. A few
tips on how to attack the following fear-
» some, frightening, ferocious, erm... things.
Baaz Draconians no problem.
Giant Spiders swing your sword down-
ward to them.
Trolls charm or hold, then hit him.

ully Dwarves sasy meat.
Wraiths charm and hit them quickly.
Hatchling Black Dragons use Deflect
Dragon Breath then hit their legs and lower
body:.
Khisanth the mather dragon herself, who
is so large and deadly she'll have you gib-
bering on the floor in total and utter terror,
Next question...

Sentinel
Worlds 1

PC, C64

Mining is not worth the effort. Chugging
around in your ATV to pick up three types
of ore takes valuable time and effort, Silly,
really, as it brings little dosh for your labour,
When boarding ships don't forget to use
projectile weapons and then raid the
armoury which is always in the same place.
Grab the haul (especially the tessalator)
and then sell the lot. Incidentally, the
strange items, such as the arisian lens and
holophones, may be pretty looking but
they’re pretty useless too. Sell them.

M1 Tank
Platoon
PC

Don't forget, your support elements are
expendable — so use them! If used cor-
rectly, the air, artillery and infantry can turn
a battle for you. Use smoke early and often
— it gives you instant cover, especially
over flat terrain. Be careful when using
artillery support, though. They will fire at a
target until their mission is complete, sub-
sequently they are not as mobile as you
may wish. Don't rely on them for covering
fire. It's better to utilise artillery off map to
destroy targets you may encounter later on,

Drakkhen

Amiga, ST

If your team are ‘outside’, feeling a bit
fragile, hard day at the office, gasping
for a large G+T, and then a rather large
and nasty monster turns up and

when the next bus is due — just press
the return key. You will automatically do
a half-turn. The next phase of the opera-
tion is known as the Monty Python
Strategy — all you have to do is Run

Away!l Run Away!! etc.

see support formations, let him have it!

Battles in Normandy
C64

If your units have taken a bit of stick, pull the casualties out of the line pronto and put
them into reserve. In the Omaha beach scenario, walch your armour. Save it for when
the Germans break out of the beachhead and are aftacking in the open. Up until that
point keep your armour in reserve, When you are attacking, check out the enemy’s sup-
port formations (about two hexes away). If there are quite a few of them it is

wiser to probe his defences before throwing your forces at him. Conversely, if you can't

Manhunter
Amiga, ST, PC

Listen, | can be cryptic when | want to
be, you know. Take the video game in
the bar, for instance. If you're having
trouble with this, remember, less is
more. Puzzled? Good, ha!

Hero’s Quest

PC, Amiga, ST

There is no way inside the goblins' cave, so
don't waste your energy. Fighting goblins is
only useful to increase your attributes.
Similarly, there is no way into the front of
the Brigand Fortress. The wizard is only a
source of info, unless you're a mage, but
don't forget to take cover from his bad
jokes! Forget locked doors, unless you're a
thief. You can also forget the troll, unless
you fancy a bit of treasure. Careful, though,
he's a tough cookie. 1

Bard’s Tale Ill
C64

Come on Interplay! What about the rest of
us poor saps (Amiga, ST and PC owners)
with the first two games? What about a con-
version for us, eh? Anyway, if you're having
trouble obtaining a rainbow rose in
Lucencia, have you seen anything else
which may have been rainbow coloured?
Zer is a connection. For those of you havingy
problems handing out flowers, the bard's

song at the hall will help.

Leisure Suit
Larry I

Amiga, PC, ST

If actually starting this game is the malf
problem then remember that honesty is not

always the best policy. Incidentally, for the

more experienced players out there, the

spinach dip is for points only.

Ultima V

ST, PC

Food is a big problem at the start of the
game, mainly because stealing is a no-no.
So, just keep your party small and sell non-
essential items till you get going. You could
hang around bridges and take a stroll at
night to find a few monsters to kill. Have
your most intelligent character do the buying
and selling. If there are any beginners out
there who still can't find the dungeons, look
in the mountains for little piles of boulders,

Stuck? Stumped? Stumbling?
Stomped? Stoned? Stuck? (Er, used
that one.) If you have any queries,
quandries, quibbles or unsolved
quests, write to the master of mysti-
cal magic and guardian of the TGM
treasured trail tips at NEWSFIELD,
PAUL RIGBY'S HELPLINE, TGM,
LUDLOW, SHROPSHIRE SY8 1JW,
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A500 BATMAN

is fhe very latest Amiga 500 pack from Commodare,
featun saltware releases, o make this the mos! spec-
tacular pack ever! The pack leafures the Amiga 500 computer
wilh mouse controller and TV modulatcr, as well as lour 1op software

tithes, Thesa Includa the foliowing:
DELUXE PAINT Ni: F28 RETALIATOR:
Tha

The ultrmals i Sght SEMULESON win & chics

FLIGHT

Fiight af

sl the stardnng an | of v aircralt and four battie anvisonmanis
packngas. Dalisck Paect B includes | with copens of mieran! tnowcal missions,
powertul, easy b wae ool that Bring | Asrial combal, Rralegic bombings, inberac-
64 the arisl in pou. Creste maste- | e ground based et caran

. 30 porapecTes . the bt of fealros b Sndiais, Feal e

[
oF |usi chsdin cockpd deplays, Inciuding ‘irue redar’
anknce (he

reElStic Sl Of tis Sunifing
S

=
PACK INCLUDES:
A500 Computer & Mouse £395.99

-

mn:umnmmm X AS20 TV Modulator _ £24.09

Ll nd

g s nctereec 0 | | Dwiuxe Paint 1 ... 64998
Foe the mong serious or professional EARTH! Jaka and Duks fight ther way | | Escape/Robot Monsters £10.99
tions user, Co 18 hiave & e Faman cooapel Rabom ta bl | | Rainbow Iiands .. £24.95

e F29 Retaliator .. £2485

systems: based around the expandable Amiga
2000, at prices from £1295 4 VAT, The A2000

Imatures & full 1Mb FAM (expandable to Sb), i e

oo odore AS00 Batman Pack must | PACK INCLUDES: | o svsiem expansion siom, plus 1BM ot | S0, 1o, ek ot ety | | L89% Peck Saving:_£14582

raly ran sema“rmmmmpu com | AS00 & Mouse £339.99 | patibility with the use of PC-XT ar PC.AT bml-nﬂmw-n Framn the Iskand PACK PRICE: £399.00
Commodors Amiga 300 computer i, | AS20 TV Modulator  £24.99 | Drdgsbouris e Siepine ol M ] % s Riand, o o N
mause controller and TV modulstor. phuz | Batman The Movie . £24.85 i bn;ﬂ combat machings, machanical
four top software fitles. The software in- | New Zealand Story ... E24.95 | otnils of AZOOO com- ml;mlm:‘muz
cludes: ‘Batman The Movie' - fid Gatham | Interceplor v E24.95 | puter systems. +\AT= £1480.25 and b =
Gity of the cunning joker, in Ocean's 10 | Dajuxe Paint il .. £49,05

RAINBOW ISLANDS:

TOTAL RRP: £544.82

salling tifle based on the blockbustar Bat
man film: New Zealand Story . high qual-
Iy convarsion of the lesding arcade game;
Interceptor - Doghight with twa F-18's in
this leading Hight simulater; Deluxe Paint
I - top quality Amiga graphics package
which st the standand for others 1 ioliow.
Redurn the coupan lor further daotais,

TOTAL RRP: £548.78
Less Pack Saving: £150.78
PACK PRICE: £399.00

£399:

RETURN THE COUPON FOR FREE COLOUR BROCHURES

FOR FURTHER DETAILS OF THE AMIGA
RANGE, COMPLETE THE COUPON AND
RETURN IT TO SILICA SHOP
THE UK’s No1 AMIGA SPECIALISTS

SILICA SHOP OFFER YOU

FREE OVERNIGHT COURIER DELIVERY: On all hardware orders shipped in the LK.
TECHNICAL SUPPORT HELPLINE: Team of Amiga technical axperis al your service.
PRICE MATCH: Wa normally match competitors on a “Same product - Same price’’ basis.
ESTABLISHED 12 YEARS: Proven track record in professional computer sales.

Eldn TURNOVER (with 80 staf Solid and reliable with maintaired growth.
BUSINESS/EDUCATION/GOVERNMENT: \olume discourts available for large orders.
SHOWROOMS: Demonstration and training facilities ai our London & Sidcup branches.
THE FULL STOCK RANGE: All of your Amiga requirements from one supplier

FREE CATALOGUES: Will be mailed to you with offers and softwara/peripharal datails:
PAYMENT: By cash, cheque and all major credit cards

CAEDIT PAYMENT TERMS: Silica are licansed cradit brokers - relurn coupon for details.
Batoen you decide whan fo buy your new Afmega compuie, we SLQQEsE you think very canslully sbout WHERE
o by il Considar what it will be like a fw manths alsor buying your Amiga, when you may require agditionsl
Fanpherals ar softwire. or halp and advice with your naw purchasa. And, wil| the company you buy fram contace
you wih detads of new products? A2 Silica Shop. we Bnsure Mat you will nave nothing o warry about. Silica have
Dién astablished for over 12 years, and hane an aroual lurnover of £13 million, WIth gu infivalled mxparience

MAIL ORDER: 1-4 The Mews, Hatherfay Rd. Sidcup, Kent, DA14 4DX Tel: 081-309 1111
___Orcer Lings dloan: Mon-Sat 50cam.8005m Mo Late Faged Gpening ' Fax Ho: 081900 068
LONDON SHOP: 52 Tun.annarn Court Road, London, W1P OBA Tel: 071-580
_Opening Rours:  Mon-$a1 830am-8.00pim. Lae Night: Thwirsday uniil 8pm  Fax Noo 0713234780
SIDCUP . 1-4 The Mews, Hatherley Rd, Sidcup, Kent, DA14 DX Tel: D#1-302
____Opening Hours: __Man-Sat_#100am-8.30pm Late Night: Fras uniil Tpm Fax Mo 081-309 0017

DUCATION: 14 The
Order Lines Opan: Mon-Fri W00em-6

Mews, Hatherley Rd, Sidcup, Kent, DAT4 4DX Tel: BB1-308 0888
Hipm Cicmad on Satuntays Fian Mo: 051308 D602

m: Silica Systems Lid, Dept GAMCH-0790-32, 1-4 The Mews, Hatherey Rd, Sidcup, Kent, DA14 40X

| PLEASE SEND INFORMATION ON THE AMIGA |

IMr-'M!s-'Ms Surname:. vy ) ey 21 £ TR I

Initials

I Addrass

Bnd papsrtise, wa CAN Now claim 10 mesd aur CUSIDMErs féguirements with an understanding which ik sscond

knana. But don'l just take our word tor @, Complets and neturn

RETURN THE COUPON NOW FOR
FREE BROCHURES )

1he coupon now kar sur labast Free lilsrature and Begin io ax-

erencs (e ' Silica Shod Service”
e —

IFnsrmuo ............ e e Tl
Which computer(s), it any, do you own? S ¥ g et ADDTE]
S N . — — - . . -

EAGE - AZeiTiees croms and SpaCilHEAE My ChENDS - SEses relirn 150 COUDGR A Be e sriprmasion



THIS
_HERO—

~_DOFS [
- ICKS...

P
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Some always push their luck, looking for the
edge and beyond...

LY After many an adventure you've found the ultimate. This one is

e different, very different, Many brave men before you have tried fo b
' the challenge, all with dreams of enormous wealth,

And success was theirs — but so great was the reward, the wealth

crazed their very being and tumed them into guardians of the four

foriresses,

You're different — o
a tough warrior not out for money, just kicks!
Can you handle four gargantuan levels of the wildest blasting action

ever created? Tackle horrific creatures — freaks of nature, decapita
souls, weaponry of the future and beyond...!

AMIGA £ 19.99 Thalamus Limited, 1 Saturn House, Calleva Park, Aldermastan, Berkshire RG7 4QW Tel 0734-81726



SAVE£3O0NA 12
MONTH SUB!

This is the very best time to take out a
subscription to The Games Machine.
We’ll give you 12 months of all-action
gaming, delivered straight to your door
— and save you £3 on normal prices!
That’s two issues free! Don’t miss your
chance — subscribe now!

TAKE OUT A 12 MONTH SUB TO TGM NOW & GET
TWO ISSUES FREE!
12 MONTHS UK MAINLAND £15 OUTSIDE UK £22
OUTSIDE EUROPE £35

outside Europe goes Air Mail

i 5 £1.50

B EE yssazs | would like to take advantage of the TGM subscription
m ach I ne offer. | want to subscribe to TGM for 12 issues.
N s g refe I want: ] 12 MONTH UK SUB: £15 O 12 MONTH EUROPE SUB:£22 [] 12
e MONTH OVERSEAS (AIRMAIL) SUB: £35
e 13} - O Method of payment (please tick): (] Access J Visa ] Cheque [ Postal Order

Thalamus

FORD RALLY SIMULATOR
Scre=> <= ching onto 3 screen near you! BAOAR LA NUMDET.............. o e i it
e T O S i

Make cheques and postal orders payable to TGM Magazines Ltd. Send this form,
along with payment, to: NEWSFIELD, TGM SUBSCRIPTIONS, TGM, LUDLOW,
SHROPSHIRE SY8 1JW

US/CANADA SPECIAL READER SERVICE!

TGM has now got its very own subscription and back issues sales office in Ontario, Canada. Just phone your order through to Barry Hatcher of British Magazine
Distributors Ltd. on tel. 519 421 1285 (or fax him on 519 421 1873) - Visa accepted, Alternatively send your enquiries to British Magazine Distributors Ltd,, 508
13ur|1ar|h:¢|I Crescent, Unit 14, Woodstock, Ontario N4S 5X3, Canada. Yearly subscription rates US$37.50 Canada CANS45. Back issues US$4.25 Canada CAN$5.00
(inclusive of postage)




STAR BUY SOFTWARE
These are three HOT games for your machine — picked by TGM reviewers
to bring you the BEST games at the BEST possible prices! Remember, if
you want to order any other game released by a major software house to
date you can! Phone 0584 875851, ask for mail order who will give you

details of the special price discount.
Happy shopping!
C64 m BACK ISSUES
MIDNIGHT RESISTANCE INT. 3D TENNIS CASTLE MASTER DON'T MISS A MOMEN i
38 01TO031CANB
Ocean Palace Domark S BOUGHT LROM MAIL "
£7.99cm£11.99d £9.99 cm£14.99d £9.99cm£14.99d ORDER! A SNIP AT £1.95
SAVE £2/£3! SAVE £2/£3! SAVE £2/£3! EACH!
PIPEMANIA TX:028 1
VEND TURRICAN Empire :
Syst:r:r; Rainbow Arts £10.44cm£15.99d brn?
AR TRl £7.99 C M £11.99 d SAVE £2/23!
SAVE £2/£3! SAVE £2/£3t THE CYCLES X030 My 90 FREE! i
Accolade Tips book! FM T
DAN DARE Il £7.99cme11.99d | [
ROBOT MONSTERS VII’QIH SAVE £2/£3! IT"p:: ”::i.1. I
Tengen £799cm£11.99d |
£7.99cm£11.99d SAVE £2/£3!
M SAVE £2/£3]
'i
" M | TGM MAIL ORDER ATARI ST AMIGA
' (i Bkl i f} F19 STEALTH FIGHTER | [ LI 0 e
I I Microprose Ocean
: : £24.99 SAVE £5.00! | BaEEEETA =SS0
: |
I Total J: HAMMERFIST ROBOT MOSTERS
I ; Activision Tengen
i' S NS W, e 1 | £15.99 SAVE £4.00!  [EBaEREET\Y=R4H1l]
l | R i v i ! e S £ 1
e I
fll iPosTCODE............ PHONE NO....0.ccvcroemivsiss : ROTOX GHOSTS ‘N GOBLINS
i.' | Method of payment (please tick) I US Gold Elite
i E g?;:gﬁsccalr\éﬂ;i D.?heque U Postal Order 3 : £15.99 SAVE £5.001 | ERAERCETA/=2 200
! : e T RO LSRR Sl U }
LT T SR SR PN | i I !
|
ool e b Y ORDER, NEWSFIELD, I
LLunan. SHROPSHIRE, SY8 1JW. I
________________________ |




KICK OFF
The award winning. chart topping and
International best selling soccer simulation
of all time!
- Best Arcade game 16 bit ‘89
+ Europes best soccer simulation '90
= Elspa game of the year

GARY LINEKER'S HOT
Play in a full scale eleven-a-side foothail
Ins, comners, goal kicks, fouls and even the
- dreaded referee with his red card.

Will you have what it takes to match the
,-mﬂﬁwlmma

You decide the play and the victories
Iﬂhﬂ!lﬂlm.,m

= 16 bit game of the year!
Emap golden joystick awards

Fealuring:- Pixel Perlect passing

Superb tacticle play
“Has to be the best football simulation yet"
ST USER

- Play defense, attacking or man to man

International Soccer Gary Lineker's marking
- Offside trap, sweeper system or
possession football :

Ho Shot on Atar ST and Amiga,

Pack includes:

* 3 Superb Award Winning Games

: m&#cﬁn;gfmc"p
 Including Amazing Facts & Figures
* Comprehensive User Guide

* Strategy, Management and Red Hot
Action makes this the Ultimate Soccer
Experience

“Most playable soccer simulation in binary
history” C & VG 88% :
the cross-bar” Zzap 96%

“Simply the best football sim’ New

mr,lnﬂlhlﬂuydhm Cl\‘ﬁ#ﬂl

"E-uumh-nunup- 21ap 6489%

'Thobutwﬂltﬁr
User Classic 93%
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your grapenuts. hhmmm
up a pen and write to: NEWSFIELD, TGM LETTUCE
LEAVES, LUDLOW, SHROPSHIRE SY8 1JW. And
remember, there’s a £50 prize for the best
lettuce, erm, letter every month!

your cage or

OH NO!

Dear TGM
Why aren't there MSX letters on
your readers’ page any more? |
personally thought it was quite
amusing to see old Anonymous
plodding through his ten-word
vocabulary, trying to boost the
non-existent sales.

What exactly is an MSX and
what's wrong with them? If they
are as pathetic as Mel Croucher

seems to think then how can
they produce a game better than
the C64's Denans?

Kenny S F Brains, Chorley
PR7 2JB.

MSX is (was?) a computer
standard devised by a few
Japanese companies (Sony,
Yamaha etc) by which all their
computers are (were?)
designed. It was supposed to
solve all compatibility problems,

SCREENSHOT SCAM

Dear TGM
| am a disappointed Amstrad
owner. The influx of the awful
games lately is beginning to
get me down. Garfield's
Winter Tale is a classic
example. On the back of the
sleeve there are screenshols
1 of nice colourful sprites, and
‘as | know (from good games)
that the Amstrad is capable of
this and | didn't think The
"Edge would insult Garfield |
lpurchaﬁed the game. Only to
become bitterly di inted
when it had finished loading.
The graphics were
fmonochrome and the sound
effects sparse and crummy!!!
Why is rubbish like this
allowed?! | have better budget
games! Oh, and why is
software often converted
straight from the Spectrum,
when the Amstrad clearly has
higher capabilities? There
wasn't even an indication of

the screenshot’s format on the
packaging, however, if there
was this can is misleading as
the packaging should fairly
portray the version you are
about to buy. | have
encountered this on so many
games. Knightmare and Out
Aun to name a couple, Unless
something is done an awful lot
of people will be deceived.
Clayton Weliman,
Southampton.

format, not just the prettiest
ones. These days, software
houses generally just produce
one set of packaging for all
formats and place an Amstrad
(or whatever) sticker on the
side to save on production
costs.

88 TGM July 1990
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but it only confused the buyer
even more. To find out more
move lo Spain (see
Correspondents).

WHY %?

Dear TGM

Hi. First let me congratulate you
on your new look. Brilll It's
amazing! The screenshots of
Golden Axe make buying a
Mega Drive obligatory. Now to
the point: ratings. No, not
moaning and complaining, just a
question or two.

I've been in the games biz
since 1981, but one thing still
seems odd, Ratings out of ten
are quite simple o establish, but
you (and several other mags)
use the percentage system,
which is confusing. Rating out of
100 appears to be somewhat
out of the air. For instance, how
can reviewers choose between
79% to B1%, or maybe it's 84%
after all? You get my point?
These 1%-2% differences are
weird. Please explain how Marik,
Robin and Warren do it (rating,

of coursel).

Star Players are a similar
case. 85% awarded Lost Patrol
one, but Golden Axe's 92%
were fruitless.

| now rest my case. A truly
happenin’ new look you have
there, friends. Just give us a
regular coin-op column (you are
a games mag).

Lior Meiry, Haifa, Israel.

Marking a game on a
percentage basis is very
important — especially when
you're marking befween 60% fo
80%. For example, a game may
play well and on that basis it
would score, say 70% or if you
had it your way, seven. But what
if the graphics and sound are
really good? That adds a few
extra percent, but not always
enough to make it a round
eight/80%. Of course, if we
marked out of 1000 it would be
totally stupid,

Star Players are for games
that receive 85% and over, but
sometimes the art depariment
are so happy with the page
they ve designed they think the
SP award would spoil it (that's
what they tell us, | reckon they
Jfust forget to put it on!).

NOT
GUILTY!

Dear TGM
Thank you for printing my open
letter to Richard Branson in
issue 30. As you can see from
Virgin's standard reply, all they
do is replace the name and
address each time they send
this insane letter out. Obviously,
I was all wrong to blame Virgin
Mastertronic, they are
completely without blame in this
matter (and every other matter
by the sound of it!).
Manufacture: not guilty!
Design: not guilty! Pricing: not
guilty! Delay: not guilty! Safety:

IMPROVED AMERICAN
AFTERBURNER!

Dear TGM

In TGMO30, | read about
Aflerburner on the FM Town:
and you slated that 16-bit
conversions of Afterburner
were disappointing and
unplayable. | have to agree
with you on that. Acti

insinuated, by showing
screenshots’ in their
advertisements, a different

from-the-5T-and-much-better-
looking Amiga conversion
The actual conversion was
just a ST port-over. A great
disappointment to me,
because Afterburner is my all-
time favourite coin-op.

Now, | have recently seen
and played the American

Amiga conversion of
s completely

ogrammed, featuring the
uru;undl screen layout, much
better graphics and
animations, better soundt :
(although no speech), much
more playability and is fun to
pla';.'. The graphics _-|re

Weebee L—;ame‘ with music
from JC Brooks and is sold in
the US throug ga. | wrote
this letter beca | think this
is very unfair to us Europeans
and | want JUSTICE!
Michael de Rvitex, Holland.
Justice and a good Amiga
conversion of Afterburner?!
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27 | |FASTER THAN YOU CAN | READER CLASSIFIEDS
jr:f"’? Dear TGM up about Mega Drive WANTED Ryhill, Wakefield, West Yorks.
s I'would like to voice my compatibility fofficial UK Mega | Wanted to swap, quality WF4 2DR.
S & opinions an the consaie Drive software won't work on utilities, tools, programs for
(you are market. | have a Sega Master  grey-imported machines; all graphics, sound, etc,. maybe Amiga, few months old, still
o System at the moment and | those poor Mega Drive even superior games. Ray- boxed, £200 worth of original
: was totally happy with it until | owners being left high and tracers, artists, designers, for games incl. X-Out, Kick Off,
discovered that the Sega dry, with hardly any games. the latest, 100% replies, write to  Power Drift etc., also two
Mega Drive was a lot better. | The console market is PO Box 33116, Takapuna, joysticks, mouse and stereo
]:vhe only purchased my Master developing so quickly that as Auckland, New Zealand. Amiga  speaker system. Worth £700,
: Sm'; System nine months agoand ~ soon as you buy a console it only, of course. sell for £375. Ring (0634)
5 already it's outdated! Okay, so  immediately gets outdated 245248 Kent.
glﬁ.f’a}‘ the system is really about two  and you feel very peeved, like | FOR SALE
if years old but | felt so sick me. Now, I'm all for new Sega Megadrive PAL, plus PEN PALS
4 WJ";&“ when | saw the stunning technology but this is three games Golden Axe, PC penpals wanted to
d at graphics of Super Shinobi, ridiculous. Just as you are Altered Beast, Ghouls and exchange games, tips and
; gre ihat | decided to sell my old splashing out £200 you wish Ghosts, worth £300. Will sell for  more. Write to: Olafur Eliasson,
of Sena through the classifieds, you had bought some other £200. Phone 081 943 2056 Urridakvisl 25, 110 Reykjavik,
ﬁ-"s Not only did it not sell but | console, Even so, after 1pm. lceland (Island).
didn't even get one caller? congratulations to Sega for
m b This must mean the no-one producing another winner, but Cé4c, 1541 MKII disk drive, PC contacts wanted. Write
e ‘wants a Sega and soon itwill  slow down a bit, please? datasette, Neos mouse, now!!! To: Skuli Sveinsson,
be like that with the Me James Morris, London NW7T Quickshot joysticks, Hush Flokagata 67, 105 RVK,
mr Drive. Then the scandal came  2RA. printer, paper, leads, £400 worth  lceland.
s v B of cass/disks games. A bargain
i at only £320, worth over £1000. MISCELLANEOUS
ﬁ !'h not guilty! Incompatibility: not pounds. 16-bit titles started at Contact Mark on 0282 411702 Amiga cheat disk issue four
mr,: guilty! Recent (threats) ads: not £10 for a game, with multi-disk after school hours. filled with cheats and tips
the guilty! games and complex simulations including Space Ace, Black
¥ S0 those bad Japanese are costing around £20. Amiga games for sale, all Tiger, Op Thunderbolt etc. Price
the anes who are to blame? Presently, the most recent ariginals, including Chase HQ, £3.50 or send issue 3 disk and
They are putting Richard into a titles (Operation Thunderbolt, Operation Thunderbolt, Strider, £1.50 to Mr J.S. Smith, 45
position where he will be forced Hard Drivin', Ghouls ‘'n’' Ghosts, Xenon 2, Barbarian 2. £9.99 Maplecroft Crescent, Sheffield
to sell the Mega Drive and Full Metal Planete) can be max. per game. Send SAE to S9 1DN.
games at an inflated price bought from small local Lee Woolley, 90 Mill Lane,
{compared with Westlake in computer shops and have also
5 Hong Kong) and will have no been introduced into the
np&n choice but fo isolate the people  national branches of a popular
. who own those nasty imported supermarket. At £10 a game TE A a5
E’; ma\lffhines. these are understandably selling TELE _'( I AMES
hat a load of nonsense, this  like hot cakes, on all versions.
:'d sTory would bring tears to a The MSHX is one of these SILL Bt o UHGE_S;T VIDEQ GANE CENTRE
glass eye! versions. Relativel | . 1
usly, Chris Norris, Manchester M9 unrecognised in th‘:; UK, the ( l P["i Nintendo
gin 3BT MSX has almost all major C SUPER
! releases available for it over
}tthls EBHHESPUNBE"TS here. These include Chase HQ, GRAPHIX
il B Want to know what's going  Power Drift, Test Drive i, NOW IN
on outside the UK? Let Batmman, Turbo Out Run, and : P
: Richard Munden from Cadiz ~ Op Thunderbolt: hence MSX 3N NINTENDO
ot In southern Spain give you an  owners are well supported, AIAR! & GAMEBOY
Bty idea of their software perhaps more so than C64 LYNX ’m
availability. owners. So all M wner:
mUp untilt};saﬁ the price of 8-bit cum;rg to the Cc:?;?or thesiir m MEGA me IN STOCK NOW
games was comparable tothat  holidays would be well advised 7800 SNK NEO-GEO PAL & SCART SYSTEM
of the UK, £7.95 and upwards. to bring lots of money to fulfil -
However, this year 8-bit titles their temptations! NOW AVAILABLE ‘WHAT VIDEO GAME' 2 HOUR VHS
were sold for four or five Hasta la vista amigos, adios! FILM SHOWING ALL POPULAR GAMES SYSTEMS
—OVER 400 GAMES £14.95
LETTUCE OF THE MONTH O O T
MEGADRIVE COMPLETE WITH FREE
with Ernest K Periwinkle GAME, JOYSTICKS
SC;éIJ!ML VEgiiglumztgﬂ.QS
. RT VER £219.95
JULY: LAKELAND LETTUCE P S L N IS
Lovely bit of weather we've yer getting, and yer best | EEFEEHESIQEEE’EE
been ‘aving. Fair and stable, sowing time is between May .
just right for lettuces. This ~ and October. Good thing is, SCART VERSION £209.95
month we're taking a good the Lakelands are a hardy PC ENGINE 2 PLAYER ADAPTOR £42.95
lock at one of me favourite lot and can defend WITH ANY PC GAME FREE
varieties: the Lakeland. ‘emselves against disease
Being one of them Ilceberg and, best of all, against root NOTE: We only sall fully compatable, 1 yaar
types, this large lettuce aphid (little buggers, if you'll guaranteed items
seems to positively thrive pardon me). An' there you
here in Britain — what with ‘ave it for July, more .
our climate an’ all. Tightly allotment funyna xt month, Send for lists (state make of game)

packed white hearts is what

TELEGAMES, WIGSTON, LEICESTER, LES 1TE (0533-880445)




NEXT MONHH/// /1

machine

BILLIONS OF BLUE BLISTERING BARNACLES, ME
HEARTIES!
THE GOOD SHIP TGM SETS SALE ON JULY 19. DON'T MISS
THE BOAT, ‘COS ON BOARD YOU’LL FIND...

NEO-GEO
Inﬂﬂhuﬂawdmﬂhaxmmmlmﬂ
65535 colours with 4096 colours onscreen; three programmable

mmmmmmmmm
modulators; a 68000 and Z80 for (but does it play a
mm?—ﬂl.'ﬂdmrhﬂmlﬂsmmmyln

mean game (oh, right — Ed).

TGM TAKES OUT THE TRASH
Flndmhowmmhnnlntoapawdhmnﬁonﬂ refuse collector
and clean up the multiverse with Micronet's interactive on-line
game, Trash.

COMIC BOOK LOOK
Pmpmtum-attlnﬁw-npmhg, Punisher, Teenage Mutant Hero
Turtles, Invaders from Home, Silver Surfer, Hulk, Green Lantern, X-

mwmnlnmmmmhocmmm.

CONSOLES IN COIN-OPS’ CLOTHING
Dig deep into many arcade machines and you could be in for a big

PLAYING ON THE MOVE
Luxury trains, planes and automeobiles could soon be sporting the
Iqlutlnemtmhrhimmwﬂm TGM takes a ride into
the future.

mPLUS g
Best of Budget 1m.5ummmm5mmmn
l:hndlﬁlmrﬂsﬂllunlhnlmlmhmlcﬂ report @ Pixel
painters | All the hottest summer game releases

ght i

90 TGM July 1990

UNCLE MEL’S
TRIVIA
QuUIZ

1) How many digits are displayed on the
Ghaostbusters Il logo?

2) Name any three out of the four lands
in Imageworks' Theme Park Mystery.

3) How old is Dan Dare, who first drew
him and what's the opposite to his
name?

4) How many West Midlands police
witnesses does it take to program a
computer?

5) How many PCs (the machines, not
the West Midlands kind) are being sold
each month in the UK: over 5,000, over
50,000, over 500,0007

6) "There is a sixth dimension beyond
that which is known to man...' are intro
words to which sci-fi classic?

7) Which daily national newspaper can
also be picked up on a normal TV aerial
and read via a computer for blind
people?

8) Which is the odd one out: telephone,
computer, photocopier, fax, printer,
monitor?

9) Disney Software are about to release
their first Mickey Mouse computer title.
Within two years, when was Mickey
bormn?

10) What'’s the real purpose of the steel
pipes for the Iraqi ‘Supergun’?

11) What's the maximum reward offered
by ELSPA's Crime Line for anyone
grassing on software pirates?

12) Access/US Gold have just released
Heavy Metal: put the following metals in
order of weight, starting with the
heaviest: iron, plutonium, gold, lead.
13) Which software houses can be found
in these Italian directions for World Cup
fans: Ram Glands, To A Brit Moron, Si
Arslik?

14) What was unusual about the deep
space sabotage in the 1981 movie,
Timewarp?

15) Electronic calculators use
alphanumeric displays based on a
combination of seven segments. When
and where was the system invented?
16) What was revolutionary about the
Whirlwind-1 computer built in 19477

17) Before becoming a software house,
where did the name Gremlin originate?
18) Apart from the All Formats Computer
Fair, where would you encounter Sucker,
Spitter, Bubbler and Whomper?

ANSWERS

1) 11, eight fingers and three tnes.

2) Dream Land, Dragon Land, Future Land, Yesterday
Land .

3) 40, Frank Hampson, ‘Up ‘erel’,

4) Two, one to program and one to cormupt The data.

5} Ower 50,000,

;g The Twilight Zona
The Guardian

) . ' the only component not included in the

niew Canon S-2000,

9) 1928,

10} To fire TGM aditors.

11) £1000.

12) Piutonivm (34}, (82), goid (79}, iron (26).

13} Grandslam, Remantic Robot, Krisaks.

14) The saboteur was a computer.

15) 1450 BC, Phoenicia.

18) It used magnetic memory storage.

17) Workd War Il air force slang for & glitch in a fighter

plane anging.

18} Typhoon Thompsan.




PAL VERSION

£114.95
INC VAT

B VIDI FEATURES...

] JlL’H 1[34 B]J-‘: ® Tuke snapshots in 10 shades live
from video.
i} A A 3
al FROI\/I "4 If.- (I()OI) -] Multiple frame store | will utilise all
; TR - VDO available memory |,
- COMPUTER SHOPS ® Dynamic cut and paste,
@ Full paletie control,
: @ Hardware and sofrware
_ control of brighmess and
contrast.
: ® Compatible with all video
standards (eolour, black
d and white, VHS, Beta,
PAL. NTSC etc:)
1 ® Upgradable 1o full colour
N with additionul
VIDICHROME pack.
d
- £19.95 inc VAT
B VIDIENABLES YOU TO...
; @ Have perfect freeze frame from
: any video,
® Incorporate real life objects into
your favourite design.
® Crab real ime 3-D images
® Enhance your graphics

ereativity,




EVERY CITY HAS A MEAN STREET'

SHADOW WARRIORS, THE LATEST,
GREATEST AND MOST AMBITIOUS MARTIAL |
ARTS COIN-OP GAME NOW RAGES UNTO
YOUR COMPUTER — FEATURING

INTERACTIVE
"SCENIC BACI(DROPS'

THE SECRETS OF THE NINJITSU TECHNIQUES |

HAVE BEEN HANDED DOWN SINCE 'I
THE MEDIEVAL WARS... NOW THEY LIVE ON {
IN THE JUNGLE OF THE AMERICAN '
METROPOLIS, I
< A THOUSAND YEARS OF THE NINJITSU

SECRETS AT YOUR FINGERTIPS...THE |

PHOENIX BACKFLIP,

TRIPLE BLOW COMBINATION, FLYING NECK
THROW,

+*HANG KICK
AND MORE, GIVE YOU A FORMIDABLE
ARMOURY OF STUNNING MOVES.

TAKE YOUR TECHNIQUES TO THE
STREETS

SHADOW WARRIOR

... THE HERO OF THE |

NINETIES!

Ocean Software Limited
6 Central Street + Manchester - M2 SNS y
Telephone: 061 832 6633 - Telex: 669977 OCEANS G
Fax: 061 B34 0650

{£1989 TECMO LTD.




