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ALL AVAILABLE FOR YOUR
IBM PC & COMPATIBLES
ATARI ST & CBM AMIGA

“SIM EARTH AVAILABLE FOR IBM PC & COMPATIBLES ONLY.

YEASS

THE MOST ADVANCED SOFTWARE
ENTERTAINMENT EXPERIENGE

Take charge of an entire planet from
its birth until its death-10 billions
years later. Guide lite from its
inception as single-celled microbes
o 4 civilization that can reach for the
stars. THE LIVING PLANET Inspired
by James Lovelock's Gaia
« liypothess,
SIIIIEIII'III
simulates the
Earth as 2
single living
lorganism.

THE THINK
TANK

Sel in the near future, as an alternative reali
Battle Command is an arcade/strategy game |
which the player controls a single “Mauler
Assault Tank in one of 16 Scenarios (missions) |
the ultra war. fought between two dominant race
in the new World. Such are the defensiy
capabilities of each side, full scale atiacks ar
suicidal, o any offensive moves are, I
necessity, small “behind the lines” action
performed by efite troops in specially design:
vehicles. The Mauler is the latest Such machine
capable of being lifted in and out of hosti
BATTLE |GlULL
COMMAND HUEHURADE
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EERIOR SPECIES

K THERIGHT GUN
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8y, £ 29 Retaliator presents the fastest and
. Most detailed graphical enviroment ever
seen in a fight simulator. This is the only
flight simulation to provide 100 complex
missions over four intense battle
senarios. The only flight simulation to
provide detailed daily war update
reports. The only flight Simulation to
present the latest in aerodynamic
lenlnnlnw Inn'ndul:lnu EGOP cockpits,
— hackwinderp
AAMS,
g SUpercruise,
A sfealth  and
~ |more! F29
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"BILLY THE KID" is a one or two player
action/strategy game el in the Wild Wes,
which allows the player to assume the
identity of either a gun toting desperado with
a heart of gold , Billy himself o his ex-best
friend, sharp shooting, law abiding pillar of
the community, Sherif Pal Garretl. They are
in love with the same woman and ultimately,
in  nail biing climatic finale, are going o ¢ ;
end ||1 |ll||i|m guns al em:l other. Only one

ANl | ocEAN SOFTWARE LTD,
Aty SN | 6 CENTRAL ST, MANCHESTE
¢ 0 | m2 5NS.TEL: 061 832 683
51 | FAX: 061 834 0650




reviews

Our Screentest section extends to a glorious 35
pages this month, with the top games receiving
depthy 3-page treatments.

ON COMPUTER AND CONSOLE pages 50-85

1 Thi |
All that is human must be 72 AR R ﬂ
retrggrﬂde‘ if it does 54 ALIEM STORM U5 .Gu-ru' e
71 BURAI FIGHTER Nintendo
I . masic, technology and now movie giant is
NOE—S: E.'g OO ﬂh. itself ready for an assault on the CD
Edward Giksbon &0 DARK MAN Ocean market. Feature - Page 13,

68 DAS BOOT Mindscape

&1 ELF Ocean

B2 F-15 2 Microprose

B1 GAUNTLET 3 US Gold

54 GODDS Renegade

59 HILL STREET BLUES Krysalis
66 JETFIGHTER 2 U5 Gold

66 MERCS U5 Gold

76 MEGA TRAVELLER 1 Empire
71 MIDNIGHT RESISTANCE Data East
84  NAM Domark

71 PREDATOR 2 Image Works
50 SPACE QUEST IV Sierra

71 R-TYPE Nintendo

56 SHADOW DANCER U5 Gold
58 SQUASH Krisalis

67  VIZ Virgin Games

Captain Planet is here 1o save the Barth from s
caraless inhabitants. Froview his o eplolt '_
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SUBSCRIPTIONS

THE ULTIMATE!

Super Mario World is arguably the most
playable game ever. But what is it about the
escapades of the moustachioed pizza-man
that addict players so instantly and so fully?
Is it the graphics? Is it the control? Is it the
variety? Or none of the above. Whatever the
answers, there are lessons for us all in Mario’s
madness.

BISTHI!UTIDH

We analyse the phenomenon on Page 24

PRINTING Severn Val Probably the best game in the Super Maric Worid.
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in Computer Trade Show took place in the

3 Cantre last month. Read all about the
missed opportunities and the worst organised
history of the planet. $ea page 40.

COVER STORY

Spectrum Holobyte's Falcon 7 boasts a
3D topographic landscape, giving it one
of the most realistic combat environ-
ments in which to fly. The added fact of
the Electronic Battlefield System
enabling players with forthcoming
Spectrum Holobyte titles to appear in
each other's games makes it possibly
one of the most important develop-
ments in simulation games for a very

long time. See Page 32

TAKE YOUR PI(K' This month sees ACE covering both the cur-

' « rent games scene and the possibilities of
future technology in as comprehensive way as possible. The issue has a
heavy games bias this time, with thorough features on Mario, Captain
Planet, Air Duel and Falcon 3. There's a full thirty-five pages of games
reviews including Space Quest I\, Gods, Alien Storm and F15/I. But tech
fans need not worry, as we've assembled a free supplement 100% dedi-
cated to CDTV, Virtual Reality, and Full Motion Video. And there's even a
breakdown of those over-used and over complicated terms attached to
each. And why the decision to opt for this dangerously exciting mixture?
It's all part of our never-ending quest to provide our readers with the ulti-
mate monthly guide to Advanced Computer Entertainment.

[eutures

CAPTAIN PLANET

Mindscape is currently putting together two
versions of the exploits of the new mean green
fighting machine. We talk to the programmers
of both and ask the folks as Mindscape about
their hopes for the product.

22 SONY ON CD
ACE talks to Sony US regarding their not-entire
ly half-hearted entrance into the CD arena.

24 SUPER MARIO WORLD
Super Mario World on the Super Famicom is
possibly the most playable game in the world.
After literally months of play, we feel ready to
offer our opinions as to the very essence of its
greatness.

32 FALCON 3

For those of you who like your flight sims realis

2 Ty tic, Spectrum Holobyte are keen to cater for the

,’ ,,,_'"“m_ 5;,,,""_".,"_“_.,_: most demanding of tastes, with Falcon 3 boast
fraphics are smpioysd in their most ing a topographic landscape as well as a host of
de ; :
s i e other state-of-the-art features. How did they
do it?

39 RETURN OF THE CONFERENCE!
If you've ever wondered exactly how a software
company works. you'll be keen to take us up on
our offer to visit a Major Firm and talk to the
bosses and the programmers.

40 ECTS SHOW REPORT
We report from this year's computer trade
show where the industry folk have been decid
ing what you'll be playing this Christmas.

44 AIR DUEL
Glyn Williams' multi-craft flight game promises
to offer players all-out flying action, with the
emphasis on the thrills and spills of heroic acro
batics and far less gametime wasted on tog
gling flaps and avoiding heat currents. Sounds
like a good deal to us.

REGULARS

7 ACE GAMES NEWS
The Blues Brothers, Cyber Fight, S5onic the
Hedgehog, Battletoads and the Addams Family.

11 ACE TECH NEWS

The latest news of widgits, gizmos and events
on the hardware scene from the ECTS show.

15 LETTERS
Speak out!

76 TRICKS'n'TACTICS
Solutions, codes, cheats and hints for the best
games of the moment.



ALCATRA

The island of Alcatraz stands empty and discarded - a relic of the past. But, as night
settles, the ruins of the old prison comes to life. In an ironic twist of fate, Alcatraz is
now the hide out of an evil drugs cartel, led by Miguel Tardiez, its cruel and callous
chief. As a crack commando you are about to undertake the most- perilous and
daring mission ever. Your task - penetrate the island of Alcatraz and capture
Tardiez. If you fail the State Department will simply deny any hnowledge of your
existence, There's no such thing as a dead hero.

Track down Tardiez's men, as you move ever
closer to the very centre of corruption.

Prepare with care, a simple mistake will cost
you your life.

" FOR:
ATAm swsnz AMIGA - W
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The Chaos Engine

Will the next Bitmap
Brothers game be an abject
lesson in frendy mathemat-
ics? Find out next month...
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Rik Haynes meets the world’s fastest sprite...
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microphone

dynamic duo
outfits!
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Mirrorsoft and Acc

Mirrorsoft and Acclaim Entertainment from the
USA have agreed that Imageworks will market
and distribute popular Acclaim titles through-
out Europe and Australasia under the Acclaim
and LN labels.

Acclaim Entertainment, Inc is a major
American Nintendo publisher and has either
released or is currently developing NES and
Gameboy titles based around The Simpsons,
Terminator 2, Narc, Total Recall and A Nightmare
on Elm Street to name but five, No details of the
agreement or games affected have emerged
thus far. Meanwhile...

As exclusively reported in the last issue of
ACE, Mirrorsoft has finally announced it has

The Blues Brothers

You will soon be able to relive the cult comedy capers of
Dan Ackroyd and John Belushi when Titus unleashes a
computer game inspired by the utterly brilliant Blues
Brothers movie.

Follow Jake and Elwood, the all-time Rhythm ‘n’ Blues
faithfuls, as they prepare to conquer the stage once
more. The game includes over 200 different scenes of
gameplay and the original Blues Brothers' soundtrack.
Titus declares this piece of interactive entertainment

is an explosive blend of action, comedy and music.

Blues Brothers game consists of five levels

set in department stores, warehouse, prison, sew-
ers and city streets. Jack and Elwood each have
different qualities related to their physical charac-

teristics. Thus lean and lanky Elwood can
=

jump higher whilst Jack can thread his
way through certain places more easily
thanks to his smaller, albeit fatter, size.

Your enemies flee in fear as soon as Jack grabs a

or Elwood hoots on his harmonica. The
can also fly once they've found some bee

Rolling, rolling, rolling, keep those doggies

laim Get Together

the worldwide home computer, console and
handheld rights for the Alien [l science-fiction
movie from 20th Century Foox. Interestingly, the
firm is still keeping tight-lipped about owning
the CD game rights. Mirrorsoft has decided to
go for the Lucasfilm Games approach to this
license and will release both an arcade and
adventure title on Amiga, 5T and PC. The
games will be available early next year to coin-
cide with the European cinema release. Alien [
stars Sigourney Weaver and Charles Dance, and
has been directed by the geezer responsible for
those raunchy Madonna music videos. The
movie is currently in post-production at
Finewood Studios. And why not?

Cyber Fight

From Powerdrome author Michael Powell comes
Cyber Fight (working title), a release with spec-
tacular 3D graphics which Electronic Arts spec-
ulates is the first 'Virtual Reality’ combat game.

Set in the future, Cyber Fight is the name of an
arena-based sport. Five player-controlled con-
testants do battle in mighty exo-skeletal fight-
ing machines. Before combat commences, you
must arm your Cyber Fighter with sledge ham-
mers, rotary cannons, wire-guided bazookas or
nuclear warheads. The variety of Cybernetic
combat enhancements include radar vision
invisibility fields and battle computers. Gravity,
friction, inertia and elasticity all influence the
combatants as they run, jump and fly through
six battle arenas.

Omnce victorious, you're able to scavenge the
remains of your computer- or human-con-
trolled opponent for the spoils of war. You can
trade this junk for better hardware. Cyber Fight
features one- or two-player action via split-
screen or datalink.

The 3D can't fail to impress. Light-sourced
and Gouraud shading software technology
accurately model metallic surfaces and particle
models represent smoke, rocket exhausts and
explosions. The game supports 256-colour VGA
graphics and all major sound boards.

Cyber Fight will be released on PC in the
autumn, with an Amiga version planned for
later in the year. Cyber Fight is the most exciting
release from EA since Powermonger — except for
Birds of Prey of course!

Michael Powell and Glyn Williams, author of
Warhead and Air Duel, are apparently good
mates. Turn to page 44 to find out more. ..

ADVANCED COMPUTER ENTERTAINMENT ?
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FATE OF ATLANTIS

U —
GOLF-BALLASTIC
Micropose has taken a break
from bashing the commies in
heficopter gunships and
stealth hghters to swng-out
with ‘what will be ane of the
most realistic goff games on
the market’. Up to fowr play-
ers can play six chabenging
courses in 30 Golf (working
titie). Four of these are accu-
rately mapped from reakife
and o appreciate the con-
tours of the fand the view
changes o a follow-0n cam-
era which fracks the goit-ball's
flight. 30 Golf will indtially be
availabie on 5T in the surm-
mer. Amiga and PC versians
will follow [ater i the year.

B =]

Shanghai II

Just when the boss thought it
was safe to buy you that new
PC comes yet another infuri-
atingly addictive puzzle
game destined to stop all
work for at least two hours
per day. With Shanghai [I:
Dragon’s Eye from Activision
you can experience the
intrigue and strategy of this
oriental game enhanced with new tile layouts, animation and sound-
effects. As you master Shanghai II, you earn the right to take-on the
challenge of Dragon’s Eye - a game of placing and blocking tiles against
the computer. Shanghai II: Dragon’s Eye will soon be available on Amiga,
5T and PC.

Look into the dragon's eye with Shanghai ¥

Has Infogrames, the
d French creator of
Captain Blood and
Purple Satin Day,
run out of new
gy ideas? “Like a good
& old film that you
i love to see over and
over again,” so the
sales-pitch goes,
“Tetris will be again
on the shelves to
complete your pri-
vate software
library.” 1 wonder how much money Soviet
programmer Alexei Pajitnov is making from
this re-release deal?

Tetris days are here again

E ADVANCED COMPUTER ENTERTAINMENT

Indiana Jones 4

Is Lucasfilm Games trying to persuade
Steven Spielberg and George Lucas into
doing a fourth Indiana Jones action movie?
Indiana Jones and the Fate of Atlantis is
superficially based around a comic doing the
rounds in Forbidden Planet and Virgin
Megastores. Again, Lucasfilm Games is work-
ing on adventure and action titles - both due
for release in November. The PC adaption of
Indy 4 will feature full 256-colour VGA graph-
ics with stirring tunes blasting out of your
AdLib soundboard. Sadly, there's still no

n ~% on that new Indy movie.

Their Finest Hour

Take to the skies again with this add-on
datadisk for Their Finest Hour: The Battle
of Britain historic air combat sim from
Lucasfilm Games and US Gold. For £15.99
you get new missions and a chance to fly
some first-rate aircraft from the early part
of World War Two.

Sonic Is Seized

As Sega's crack cutie game appears on the Megadrive, US Gold has
secured the home computer rights to Sonic the Hedgehog. The deal
comes as little surprise in the light of the Birmingham-based firm's
on-going agreement to convert Sega coin-ops like G-Loc over to the
Amiga, ST and PC.

Sonic the Hedgehog was the ‘darling’ of the influential Winter
Consumer Electronics Show in Las Vegas earlier this year, with many
veteran designers and players saying it was the best arcade platform
game they'd ever seen. Some even went on to say Sonic beats the
best-selling Super Mario Bros games from Nintendo.

“What we've created is a delightful little fellow whose unique per-
sonality explodes with every minute of gameplay,” says Sega. “You're
probably wondering how Sonic got his name.
Well, our little friend's ultra-sonic run-
ning and jumping abilities are
guaranteed to bust the sound
barrier wide
open. As a
matter of
fact, to the
best of Sega's
knowledge,
there is no other
game character
in existence that
compares to
Sonic's mind-bog-
gling pace.”

Mo release date
has been set for the
computer versions,
though Sonic the
Hedgehog should be
available on the
Megadrive as you read
this. Happy
Hedgehoging!

MOR
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The Pay Off
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o This one is for anybody who hasn't had e =
enough Cadaver lately. The Pay Off is an v >~
ovie? Ve %
£ extra levels datadisk for Cadaver which con- AR
; th sists of four more levels with about 200 new
ing the rooms to explore. All this can for yours for
only £14.99 on Amiga and ST. Renegade
;“d““" Software told us that while the Bitmap s u
= Brothers’ Philip Wilcox, Steve Kelly, Dan CRAZY CARS Il !
tion of Malone and Mike Montgomery were working  7he second title in this series
| graph- of rioting racing games has
on the original game, local council workers sold over 300,000 capies
s digging in the street outside their Wapping .oridwide. The Titus feam
B offices unearthed a real Cadaver... a mum- hopes to do better with
mified 16th Century corpse! Crazy Cars TII...

& d
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Battletoads

game should be ready for Christmas and a
Double Dragon movie is currently scheduled

from Registered Nintendo Developer to
European Nintendo Licensee, enabling The

" to be released early next year. Asylum is a Sales Curve to publish Nintendo software
tle “top view three-player interactive heavy on its Storm label throughout Europe. Just
British gamers can look forward to playing metal fantasy action adventure coin-op  in time for 1992!
5.99 Battletoads, the smash hit 12-level NES licensed from the Leyland Corp."” Phew! ¢
iy game, now that The Sales Curve and  Old Spectrum players will be pleased to see
et Tradewest have signed a joint publishing the return of the madcap hero of Ultimate's
| and development agreement. “Compared to Jetpac game in Solar Jetman. The very astute
| Battletoads," suggests the Texas-based Ultimate team moved onto producing games
| Tradewest, “Turtles seem like pond scum.” for the Nintendo console before any other
| Other Tradewest NES titles to be converted European developer had even heard of the
| to 16-bit computer formats and published on  peqst. They even managed to make some
. the Storm label include Double Dragon III:  extra cash by selling their brand-name to US
| The Rosetta Stones licensed from Technos in Gold. That's why they're called Rare now. In
! Japan, Asylum and Solar Jetman: Hunt for the game, Jetman must use his pod and pac
 hoe : the Golden Warship. to explore 12 alien planets in his quest to
Seal Martial arts bruiser brothers Billy and find and rebuild the Golden Warship. - ‘%’l ‘.‘*
e Jimmy are back in a 14-level beat'em-up  The Sales Curve is now looking to put its m\{;‘ &3
) the with Double Dragon III. Their quest takes chart-busting SWIV shoot'em-up onto the i'! WY NN
them through five missions in America, Megadrive and Super Famicom consoles. The o e e e e
: China, Japan, Italy and Egypt. The computer south-London firm was recently promoted pond scum.
many
itform =
the — : o J
MORE MONKEY BUSINESS ]-he Addnms Pamlly TURTLE SHELL-OUT
per- .'_um_il‘l.rm Games in rJ'.n’_ _ As Teenage .h:-:l.ulunl: Minja
You're Stales is curently devising a Ocean has snapped up the computer and 3 . % ~ " P
sequel to the Secret of Nintendo game rights to the forthcoming film  he Us movie charts malking
Monkey Island. The original

510 milfion (T) in the first four

clnematic adveniure fealured
o wide variety of entertaining
puzzies. Chuck's Revenge
will be here in early 1992

RAMPARTS

This Tengen coin-op takes
you back fo medieval times
where ywou play a territoris!
game of castles, battles and
canman aftecks. Dowmark s
releasing Romparts on the
Amiga, 5T and PC in january
1992, Build those battle-
mends or else!

]

-.'Lf 1
l! I'Ilbll'l:l Tls it plane Tis it the follow-up to the Lotus Esprit

I

Pegasus

Gremlin has taken a break from all those rac-
ing games to work on Pegasus, a colourful
romp through the six planes of existence. As
Persius you must collect all the fragments of
some crystals before Satan takes total con-
trol of your mortal world. Each level is split
into two stages. The first has you flying with
Pegasus, collecting crystals and killing crea-
tures to survive. Then you run, jump and fight
Your way across land before battling the end-
ofevel demon. Can you save the world?

'-'Ir'-i. iR

based around the frightful American comedy
TV-series from the sixties. The Addams Family
movie will have an all-new cast including
Anjelica Houston and Christopher Lloyd, the
crazy character from Taxi and The Back to the
Future films,

Mirrorsoft believes Legend
will becoma a landmark
Program

days of release, Mirrorsaft
announces its plan to convert
Kenami's cowabunga coin-op
ortto Amiga, 5T and PC. The
conversion is being handled
by Probwe and will be avallable
towards the end of the wear.

C ']

Legend

Set in a dark world,
Legend is the next fantasy
role playing game from
Tag, the programming
team behind Bloodwych.
The game itself is split between 2D views

depicting locations in the kingdom and an iso-
metric-3D display during the dungeon
sequences, Imageworks is introducing Legend
at the end of 1991 on Amiga, 5T and PC.

ADVANCED COMPUTER ENTERTAINMENT 9



CONSTRUCTOR

Systerm 3 has decided fo go
fully 16-hit with this strate-
gy game. “Constructor is a
rriassive project in eveny
aspect of the ward, * reckon
the guys from Pinner in
Middiesex, “Take the role of
a land developer, pitching
your wits against the com-
puter as you both strive lo
capitalise an the bulldings
you're are erecting and reni-
ing out. Constructor brings
you face o face with all the
corruption assoctated with
being a big time property
hycoorn. ” There doesn 't seem

fer be @ Ninja in sight!

Graham Gooch WC @iy ;-
| Cricket 3 NP~ 2 2

=75

L |

[

The Tirst
Marchester United
game has sold over

110,000 coples

classic sports sim and
released it onto the Amiga, ST and PC under
the grandiose title of Graham Gooch World
Class Cricket. The original GG's Test
Cricket was released in 1985 and has sold
over 60,000 copies. Audiogenic asserts the
new version is the ultimate cricket simula-
tion. “All the featuras you could ever imag-
ine along with incredible animation make
this the most exciting cricket game of all
time - even if it rains.”

Accolade Plays Hardball

Accolade has officially entered the 16-bit video games market with
Ballistic, a new label dedicated to producing titles for the Sega
Megadrive, NEC PC Engine and Nintendo Super Famicom.

The first three Ballistic games will be Hardball, Star Control and
Turrican. These games will each cost £35.99 and should be in the
shops from next month. Titles due on the Super Famicom and PC
Engine this year include a golf sim tied into Accolade’s Jack Nicklaus
license and a soccer game. There may even be something on the
Sega Gamegear colour handheld console before the end of 1991.

Hardball is the all-time best selling computer baseball simulation
with sales of more than 250,000 units so far. Accolade infers the
Megadrive version is the very first 8-megabit sports game. Anyway,
this adaption has fully digitised speech and sound, numerous batting
and pitching options, and a team manager feature for total strategic
control.

Star Control (which had a mixed reception) is a game of ‘ship-to-
ship combat and galactic conquest’. Accolade maintains this very
primitive shoot'em-up represents the industry's very first 12-megabit
video game. ACE doesn’t know where all the memory has gone, there
certainly isn't any sign of it in the gameplay, graphics or sound!

Tyrrican is a futuristic arcade-action game originally released on
computer format by Rainbow Arts. This cart is packed with multiple
levels and special effects such as waterfalls, storms and thunder.

Accolade has also announced a European distribution deal with
Intracorp/Capstone, the American publisher of quite a few movie and
TV-based games for the PC, Amiga, ST and Macintosh. The agree-
ment includes such titles as the old cops ‘n’ robbers television show
Miami Vice and the off-beat movie Bill and Ted's Excellent
Adventure. Didn't Ocean own the rights to this film?

Those hazy, crazy,

lazy days of sum- 1 { (e _:-f
mer are almost i | l w_!"€
here... and s0 T "1"' "rf-'* Al el W
is that
Graham -r -_e. - ql-#.;

Gooch cricket

game.
Audiogenic
has dusted off
the source code
and spruced up
the graphics of this

BB ko k5

Manchester
United Europe

The team may have lost the Rumbelows
League Cup last month, but that hasn't
stopped Krisalis from launching a second
soccer sim based around Manchester United.
The first game was released in February 1990
and has now sold over 110,000 copies.
Manchester United Europe takes the team
into the European arena of club knockout competitions featuring
The European Cup, European Cup Winners Cup and UEFA Cup. The
game also includes the opportunity to play in the European Super
Cup and the World Club Champlonship held each year
in Japan. Krisalis took onboard the constructive ideas
and suggestions from over 3000 reply cards and has
completely reworked the original football game,
Manchester United Europe incorporates a combination
of management and arcade action - along with full
goal-keeper control and one to four player options.
According to Krisalis, Manchester United is the biggest
brand-name in sport. What did ever happen to that
Liverpool game from Ocean?

&,

n 4
6. LAY TORD SCHEENTHE

10 ADVANCED COMPUTER ENTERTAINMENT

Accolads says
Hardball is the
first B-mergabit
sports game on
the Megadrive !

 That's Illogical

Guess what? Yet another one of those arcade

puzzlers is coming your way. German soft-

. ware house Rainbow Arts describes Logical
as a truly skillful and thrilling game. This
brain teaser has 100 levels, four different
backdrops and a construction kit for further
mind twisters. Tetris has a lot to answer for!

BACHK TD THE FAMICOM
Thase guys ai Mirrorsoft fust
wort 't stay stll. Ecseco
Industries in Japan is now
converfing Mirrorsofl s Back
to the Future Part 2 com-
puler game anile the
Nintendo Super Famicom.
The film has become one af
the highest grossing in the
history of Japanese cinerma.
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Death Or Glory

Death or Glory lets flight-sim fans reenact 76
years of air combat drama courtesy of
Activision. You're able to choose between 12
different warplanes, each based around a
NASA flight physics model, and fly a mission
in any one of six eras. Go for Sopwith Camel
biplane from World War One or jump into a
Spitfire and dogfight a Messerschmidt 109.
Why not try a bombing run through the

= )
e =
v’ S
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Falklands in a Sea Harrier? Death or Glory DROP SOLDIER
also inmrpnrﬂtes a ‘'What If? feature where Up to 16 players can forrm a
platoon in Drop Soldier, a

you can pit an F-4 Phantom jet-fighter
against a Fokker DR1 flown by the Red
Baron. This game should be available for the
PC in October.

Back To The War!

After attempts at producing original software, Elite has decided to go
back to converting coin-op games onto major home micro formats.

The West Midlands company achieved great success in the mid-
1980's when its conversions of Paperboy, Space Harrier,
Ghosts’'n’'Goblins and Commando hit the top of the charts. Since
those heady days, Elite has concentrated on console development
and games such as Overlander and Gremlins 2.

The four new titles from Elite, currently scheduled for release

futuristic strategy RPG rem-
iniscent of The Forever
War novel by Joe Halde
man. Sef in the distant
future, the drop soldier is a
highly trained combat
trooper equipped with the
latest in military technolo-
ay, including o power suit
which enables the soldier to
rur, faster, furmp higher
and ooy more poweriul
weaponry than any ordi-
nary grunt., [mageworks
thinks [PrOQraimer Ross
Goodley has even surpassed
his critically-acclaimed
game, Gravity. Drop
Soldier will be published on

E between November and Spring 1992, will be 16-bit conversions of the PC, Amiga and 5T at
rrgabiy European Championship 1992 (Tecmo), Caveman Ninja (Data East), the end of 1991,

e | Suzuka GP/Winning Run Il (Namco) and Edward Randy (Data East). e —

Formerly entitled Tecmo's World Cup'90, the first game is a soccer
simulation adapted to tie-in with next summers eagerly-awaited event
in Sweden. “In co-operation with Tecmo, we will be using the source Catra :Z
Infogrames has decided to produce a sequel
to its highly successful Hostages game. You

code and graphic data from the coin-op original to produce a conver-
lead this commando team assigned to cap-

l sion of the very highest quality,” proposes Elite.
l Eldritch the Cat, the development team responsible for Shadow of
the Beast and Last Ninja 3, is converting Caveman Ninja. While

'l';g'_d': Suzuka GP/Winning Run Il pits driver and car against Japan's world  ture a drug tycoon from his lair in Alcatraz,
ical championship circuit at Suzuka. Elite says Edward Randy is a truly San Francisco. The four hand-picked ‘coke- Lr J
m:!}h:'_t different looking game with fights taking place on the wings of a busters’ SEMESERE of two camouflaged interven- SIM EARTH
" fleet of biplanes as they R— —— tion men (equipped with knives, cross-bows Prestiglous Japanese games
further pitch and roll all over the i S and fire-arms) und_lw:o crack shots placed on  oyeiper Imagineer is
skies. “The way Edward the top of the buildings. Alcatraz employs  releasing the Super
er for! Famicom version of this

some novel gameplay where sound is crucial
to success or failure - you have to avoid the
slightest sound so that your team won't be
spotted. During the game you have to climb

Randy uses his whip for
moving, balance and as
a deadly weapon is one
of the reasons why this

garme, ef, extraordinary

program. Mearrwhile, Maxis
has decided to call the Ant
Farrn game featured in last
month’s ACE, 5im Ant. Fou

new Data East coin-op cell walls, destroy the cocaine stocks with a i
stands out from the flame-thrower and search the prison for o ‘Mo makes sense
crowd.” helicopter. Alcatraz is available now for

Amiga, ST and PC. )

RBI 2 Baseball

The kind people at Domark are inserting a ‘free’ Baseball cap into
every copy of RBI 2 Baseball. Look cool and play hard. This
Amiga, ST and PC conversion of the NES sports game from
Tengen features 26 pro teams with real stats from the 1989 sea-
son, close-up shots and instant replays of home runs. “The anima-
tion is superb and the action fluid,” promises Domark. “When in
play, the ‘camera’ follows the flight of the ball and then zooms to
follow your batter's progress from base to base.A radar map at
the bottom of the screen gives you an overview of how play is pro-
gressing and allows you to decide how far your player should run
for, or if fielding, which base to throw the ball to.” For those of you
not-in-the-know, RBI stands for Runs Batted In (the number of runs
scored as a result of a player’s hit, whether they be by him or the
result of getting other players home). The next ACE sports special
will appear shortly...
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Are video games bad fo;_ your health? Ril_c_

Haynes investigates...

Super Mario School

Nintendo is taking no chances with the next generation of game
designers and programmers. The far-sighted console company has
set-up a school in Tokyo to teach keen
coders how to animate sprites, design a
platform game from top to bottom, and
fine-tune collision detection.

The school is appropriately named
Mario and teaches 30 would-be
Nintendo games engineers how to code
the perfect console game on the Super
Famicom, Gameboy and NES. Literally
thousands of hopefuls have applied
entry. A job at Nintendo is virtually guar-
anteed for the most successful students.

ACE hopes to visit this school for
games developers soon. Look out for our
exclusive report in a future issue...

EAST GOES ELECTRIC

Video Salons are the latest
craze in the Soviel Union,
These chic cafes go on 24-
hour riu!r.‘l—rﬂn?' ol the lalest
music videos and cheap
Australion SOap operas
directly beamed in by salel-
lite. Meanwhile, punters in
East Berlin are buying
surveillance hardware ance
used by the Secret Police in
dodgy undergrownd sales. [t
seemis the hord-up civil ser-
varis are trading in their
Walther PPK pistols and
bugging devices for some
hard currency. No credit
L‘Ir.'-.’eplé‘d here, comrade!

E;I. R
S T AR (s e

Music Master

Ubisoft's latest is a departure for the French games developer. Music
Master is a musical studio program for the Amiga, ST and PC where you
can create and medify your own sound samples and compose muzak.
“Music Master finally transforms your computer into an actual synthesiz-
er,” Ubisoft proclaims. The package comes with
10 ready-made music-tracks, 100 sound FX and
the capability to integrate its audio into your own
programs. The Atari ST version is also fully com-
patible with MIDI and the MV16 soundcard used
Bl by Ubisoft in the game BAT.

Video Seizure

Playing video games could damage your health... if you suffer from photosensitive epilepsy.

The parents of a 15-year-old girl from Michigan in the USA have filed a law suit against
Nintendo, claiming a video game caused an epileptic seizure. The young girl was playing
Kid Icarus on her NES console when she suffered a seizure states the family lawyer Douglas
Webster. “She had a grand mal seizure and was totally unconscious,” Webster says, “Her doc-
tor said it was a videogame-induced epilepsy.”

Photosensitive epilepsy occurs in approximately 3% of epilepsy patients the US, that's one
in 10,000 of the population. Photosensitive epileptics can suffer seizures after exposure to
flashing lights, television screens and video games.

A healthy girl before the attack, she will now have to take medication for the forseeable
future. The law suit seeks at least $10,000 in damages. Lynne Gray, a spokeswoman for
Nintendo of America, says the company is reserving comment on the case until it has had a
chance to review the lawsuit. Current studies suggest there is no reason to believe videogame
seizure is strictly related to Nintendo product.
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Fantastic Voyage On CD
In a follow-up story to our exclusive report last
month, Psygnosis co-founder lan Hetherington
has told ACE that he now plans to produce
three games based around Psygnosis' revolu-
tionary CD-ROM games system.

“We now have more than one game in pro-
duction,” confirms Hetherington, “One of them
is set inside the body in a Fantastic Voyage-style
game with a working title of Inner Explorer.
We're doing fractalised blood vessels. [t's all
very abstract, Cathedral-like structures which
you can fly around in with multiple ships
killing rogue viruses and that sort of thing. It's
very go out there and wipe them out.
Obviously, different viruses respond to different
things. One craft is for passing down the blood
vessels, one is airborne for being in the lungs,
and another moves in and out of muscular tis-
sue. Inner Explorer has an educational element
because it's spread over a sixty year life-cycle
compressed into something like 10 hours of
gameplay. This educational spin-off will teach
you about the inner workings of the body."

Psygnosis is also planning to use the ‘Fractal
Engine’ CD-ROM software technology on a
time-travelling sci-fi game and a pure military
combat product which will use similar imagery
to the Planetside technology demonstration
revealed in the last issue of ACE.

"The reason we want to do this type of game
is because we know we can run 3D in real-time
on just about every CD-ROM machine,” estab-
lishes Hetherington. “We can model about
10,000 polygons on a ship and reduce that to
just 30 polygons which we can plot it in real-
time and draw anything in-between.
Everything we do now will be window-based, if
the processing power is not available the win-
dow shrinks."

“The idea is to be on just about everything.
The investment in the product is 5o massive
that we have to have it on multiple formats.
Our CD-ROM intentions are to support dedicat-
ed machines, which are either console-based or
like CD-1 and CDTV, M5-DOS and Macintosh.
Anything we design now will work on all these
formats. The implementations will simply vary
according to the capabilities of the individual
machine. These games will have set pieces of
interactivity, though we're trying for free-for-
mat gameplay where ever possible. You can
have both in one product. We should be ship-
ping our first CD-ROM product in early 1992."

-
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letters

Send your letters c/o Jim Douglas Priory Court, 30-32
Faringdon Lane, London, EC1 3AU.

EASY PCs

What is it exactly that you have against PCs? |
am tired of reading ridiculous comments like
“When was the last time you saw a good shoot-
em-up on the PC?" (ACE 43) or misleading
statements saying that a good games PC costs
several thousand pounds (ACE 44). And then of
course there is the completely incorrect PC infor-
mation in the Pink Pages.

Are you afraid that people will realise the PC is
actually quite cheap and is a far better games
machine than the Amiga. Or What?

My 16MHz 286 has VGA, Monitor, 40Mb hard
disk and an AdLib sound card, yet it cost me
less than £100. (And let's face it, nobody who
plays games buys a PC less powerful than that
these days).

Does £1000 sound like a lot? Well how much
do you think that configuration would cost for an
Amiga? My PC is superior in EVERY way to an
Amiga, and | know what I'm talking about
because | play on one of my friend’s Amiga's
every week,

Also, there are plenty of good shoot-em-ups
on the PC. My own favourites are Thunderstrike,
¥enon |l and Wing Commander. in particular,
Xenon |l is so fast as to be completely
unplayable unless | turn off my Turbo switch.
Even then it runs significantly faster than the
Amiga version,

This proves the statement which you seemed
to ignore in Chris Low's PC Power letter - sheer
processing power mare than compensates for
lack of hardware sprites.

| know it must be hard for you Amiga fans to
accept that your favourite machine has been
superseded in every respect, but why don’t you
just stop the sour grapes and accept the fact?

M Goodall
Morth Yorkshire

We're far from biased toward the Amiga.
Indeed, we're continually being criticised by
Amiga owners for always singing the
praises of machines just like yours. Space
Quest IV, one of this month's featured
games is only available on PC at present,
and it's the VGA graphics and excellent
storage capacity of the machine which
makes it work. And Falcon I, this

month's cover story no less, is on which
machine? PC,

However, contrary to your opinions, it is
possible to play excellent games on an
entry level Amiga system (£600 with a
decent monitor) while by your own
admission, PC owners have to spend at
least £1,000 on an upgraded machine
before they can get started.

And until we see Shadow of the Beast II's
parallax scrolling, graphic definition and
sprite movement on a PC, we'll have to
disagree with your statement about your
machine being superior in every way.

ACE is a multi-format magazine, and |
wish individual owners would wake up to the
fact that we are inevitably going to print
favourable opinions about machines other
than their own.

CAUSE FROM
CONCERN

Firstly, | would like to say how much | agreed
with Mr Mussons letter in the april edition. but
perhaps the software companies stand to gain
more than they loose through this practise of
advertising before the game has been
completed. By getting magazines to review unfin-
ished copies, it means that things that the
company have no intention of fitting into the final
game can be used to describe it under the label
“specifications subject to change”. This way, it
increases public antitipation, when in reality, the
game might not be as good as promised, thus
falsely boosting sales.

This point leads on nicely to my second point. |
am very disappointed by Anco, and their Kick Off
series. Can someone please tell me how Mike
Singleton can create a whole world in 3D with
freedom of movement throughout and yet, after
four versions/updates Anco still cannot provide
visibly different pitches, and linesmen/refs on a
standard ST?

This relates strongly to my first point. The
adverts for Kick Off 2 showed screen shots
portraying linesmen and different pitch surfaces.
The “sneak preview” reviews told us these would
be available. | rushed out to upgrade to KO2
and was disappointed by the results. Now the
Final Whistle is being advertised , and when |

LETTER

picked up the box, lo and behold, these features
are still only available on the expanded Amiga.
Something has got to be done about the
standard in the software business. if software
houses lost vast sums when their advertising
went out too early, they would not allow it to hap-
pen. They must be reapons some kind of benefit,
and if it is as | have suggested above, it is a
breech of trust between the companies and
their customers.

R.D. Davies
Mottingham.

Sorry to disappoint you, but the software
industry isn't quite the crooked back-hand
conspiratorial den of iniquity you seem to
think. Early ads and late games are unfortu-
nate accidents, and missing levels/features
are more attributable to lack of time and
memory than a desire to hood-wink
innocent Joe Punter. If you've got a real
greivance, I'm sure Anco would be pleased
to try and sort it out.

CART TRICKS

On the subject of consoles, | myself own a Sega
Megadrive and a Nintendo Gameboy, and | want
to express my annoyance at the lack of quality
software available for the Megadrive.

Why oh why do Sega insist on churning out
shoot em ups time after time. Don't they realise
that once you've played one or two you've played
them all?

Apart from the high price asked by all the
games manufacturers for megadrive cartridges,
| feel that the originality in games design has
gone down hill. | beliece that the Megadrive is
being sole solely on graphic capabilities and not
playability.

To give an example, the best garmes at the
moment are John Madden's Football and Mickey
Mouse. They both have great graphics and playa-
bility where as Tructon, Demaon Wing ect, have
good graphics and that “played once, put it to
the back of the shelf” type playability.

| feel that games manufacturers could at least
try, why not look at previous games from older
machines and see if they can recreate the great
addictiveness and playability values.

| bet that loads of older games could be “dug
up" updated and re-marketed on the new line of
high quality consoles.

If not as a single game, then as a compilation,
how about a compilation of old ULTIMATE games
or HEWSON games (somebody must hold the
rights, even if the company has gone bust).

| don't expect work to stop on design of new
games or arcade conversions, but | feel there is
a hole in the market where originality and
playability are being left behind. S0 come on
games manufacturers. Let's go back to the days
when you didn't mind spending x pounds on a
game because you got more than a month's play
out of it rather than 3 hours most games offer
these days.

M. Pilgrim
Worksop
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LETTER

How right you are! We feel there's a lot of

However, | could envisage problems. Only one

scope for improving and upgrading old clas- person could watch a set at a time, proving fami-

sics to maximize the capabilities of both 16
Bit and console machines. Now there's an
idea for a feature...

THE LESS, THE
MORE

| am writing to you about some things | think are
missing from the magazine. | think ACE is ace,
but there are a couple of improvements which
could be made.

1) Please, please, please cut down on the
amount of writing you bung on a review. | love
reading about it but there is far too much to
read. And don't say that | don't have to read it,
because the more writing there is, the more |
want to read about the game.

2) Can you lengthen the letter pages. 3 pages
would be good.

And to finish off my point, can the letter writers
please stop complaining about the mag. It is brill.

L McHMeill
York

Glad to help on one count. You'll have
already realised, I'm sure, that letters are
three pages long this month. However, it's
entirely driven by the amount of interesting
correspondence we receive; you write 'em
and we'll print "em.

Text in reviews? Well, we feel we've got
the balance pretty much there. Any less and
we couldn’t do the games justice.

ALIEN 3-D

During a conversation about VR headsets, a sug-
gestion cropped up regarding VR television.
Imagine that TV pictures were broadcast so that
they could be viewed using the headset. Pictures
would appear in perfect 3D. it would be like actu-
ally being there. Also, using NICAM digital steren
(of CD quality) it would also sound realistic.

It wouldn't be too difficult to flim: simply requir-
ing two slightly offset cameras as used in the
good old 3D films that required blue and red
glasses.,

Just think of it. Flat, wide-screen TVs would
become obsolete. After all, who would want to
watch a 2D scene?

Horror and sciHi films would spring to life. It
would be just as though you were in the room
with Ripley waiting for the Aliens to arrive! 3D TV
would bring a whole new dimension to these
types of films (pun intended). Nature
programmes would be able to demonstrate
things far better than on an ordinary TV. Just
imagine if they strapped a camera onto the front
of a Formula One car - experience the same as
Mansell! Or football - just like being on the
terraces!

“ ADVAMCED CORPUT IR DNTERTAI NASENT

ly viewing to be very expensive. It could also be a
very solitary pastime. And the sheer reality of
some films could prove very disturbing. If you
were being chased by the Alien wouldn't you be
worried? New laws governing TVs would have to
be introduced to prevent people from watching
something too stressful.

We have the technology to make do this so
why doesn't someone try to make a 3D TV
system? Or has one already been made?

lan Flory
Banff, Scotland

Hmmm. It's a nice idea, but isn't it
underselling the concept of VR to just use it
as a high-guality 3D-glasses system? Also,
the cost of using two cameras to film would
probably make such an exercise
prohibitively expensive, at least until 2 huge
user-base was installed.

Far more interesting is the use of VR to
actually walk around and interact with a
computer-generated environment. But that
doesn’t mean you can't meet up with your
favourite film star. Software routines exist
to take two photographs and deduce the
intervening animation frames in real time.
Thus, by taking a range of images of, say,
Sigourney Weaver (maybe stored on CD-
ROM), the program could calculate just
about any pose imaginable.

This image could then be superimposed
on your 3D world, and you could fight the
marauding Aliens side-by-side with Ripley.
Admittedly the price of such high-power
hardware puts it out of reach of the average
consumer, but as computer power
increases as prices drop, it won't be too
long before a workable system will be in the
home.

CONVERT!

I'm getting totally &5£'ed off with software
publishers. | own an IBM PC and generally speak-
ing most games are available on this format. But,
software publishers don't seem to acknowledge
the fact that there are PC versions of their
games in their adverts, One example of this is
Virgin's advert for Golden Axe. There is no
mention of a PC version, yet the next day | visited
my local computer shop and it was there - a PC
version of Golden Axe! This seems to happen
with many games - Pang, Chase HQ I, Puzznic,
Robocop Il to name but a few.

Also, why are some of the major film licences
not available on the PC (e.g. Navy Seals)? Surely
if these films are such big hits Stateside (as
claimed by many), they should be converted to
America's most popular machine? And what
about arcade games?

Finally, why aren't screenshots from all formats
on the games packaging, not just the arcade and
16-bit versions, but the 8bits as well?

Leo Sen
Ruislip

MANUAL
LABOUR

| am writing to your magazine in the hope
thay my letter will be seen by the software
houses,

The cause of my dismay, and the subject
of my concern is the quality of many of the
manuals which are supplied with current
games. All too often these contain the bare
essentials needed to pay the game and little
else, sometimes a useless litte novella is
through in so the player has to wade through
pages of terrible prose in order to glean a
few vital playing hints.

In the worst cases trial and error is needed
o work out basic game functions.

Is this minimalist approach to manuals real-
ly necessary? Some companies, mainly
those with a reputation for high-guality
games manage to produce excellent
manuals, although it saddens me as a true
Brit that these are mainly US companies, eg
S5l and Origin. It has been argued that part
of the fun of a game is discovering what is
possible, but this can become a tedious

The nature of most movie conversions,
especially from Ocean, make them pretty
unsuitable for conversion to the PC, hence
the Nightbreed Action/Adventure option for
PC owners.

UK software companies must cater for the
UK market, and research suggests that PC
owners are less keen to fork out for a
product simply because of its connection to
a movie.

As for screenshots on packaging,
companies are pretty free to include as
many or few as they wish, so long as the
overall look gives a fair and reasonable
impression to the buyer of the game they
will get. The best screenshots are inevitably
used because they simply look more attrac-
tive - the aim of packaging is to make the
product enticing to the potential purchaser,
after all.

The cost of producing separate packaging
for each version is prohibitive and space on
the back of a single box is too limited to
devote to relatively unattractive 8-bit shots,

they say.

WHAT'S THE
FUSS ABOUT?

While | agree that Virtual Reality is an exciting
concept and has great potential for Advanced
Computer Entertainment, | find it very hard to
believe that VR will create a gaming revolution.
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chore after a while. Some of us players are
actually interested in the game mechanics
also (eg, the hit probability with weapon X,
at range Y with skill level Z) and the wealth
of printed matter available for classic RPGs
would indicate that gamers wish to know
these things. Again, most of SSI's manuals
have a section on these very topics.
Perhaps, some of the money spent in
producing those silly novellas could be
diverted to this?

Finally (although this is a personal view) |
would argue that a small amount of
“factual” information, given in the form of a
bestiary, armour descriptions or technical
details for objects in the game world make
that imaginary world far more real and con-
crete than any short story.

John Leigh
Tyne and Wear

American manuals tend to be superior
to their British counterparts for two
reasons. 1: The American PC market is
desperately competitive, and with
products costing upwards of $50, the
most easy way to heighten the
perceived value of the product (since
everyone is claiming amazing sized

And | don't feel that the technology used is a
great leap forwards, or even particularly 'state-
ofthe-art',

Both the hardware used and the software
programming techniques involved to create VR
(and more specifically the Virtuality system) have
been around for a few years. There is nothing
new about miniature televisions, quadrophonic
sound or filled polygon 3D. It is the combination
of existing technology that creates this so-called
‘breakthrough', and it is fairly logical that if you
stick a pair of mini-TVs over your eyes, attach
sensors to your body and link it all to a system
running a 3D program you can get Virtual Reality.

| also think comparisons being drawn between
VR and the Cyberpunk concept of Cyberspace
are inaccurate and misleading, as Cyberspace is
a direct cimputer link with all the senses, not just
sight and sound, where you become totally
integrated into the game world and not a casual
observer controlling data within the program via
fairly basic input devices.

In short, | feel that VR is not quite as important
as it is being made out to be, and if the
computer industry and the media continue to
blow it up out of proportion with hype, many peo-
ple are going to be disappointed when they final-
y find out what VR is really like.

Matthew Kearsey
Gravesend, Kent

You gloss over the complexities of a true

VR system a little easily. You ignore the fact
that these systems adjust your 'world view'
according to you movements, generating a
true sense of a realistic environment. Also,
interaction with the Virtual world is as

playworlds and lengthy gametime) is to
include some glossy books. 2: The
British public are perfectly happy to
put up with crappy novellas since, until
recently, we haven't had the opportuni-
ty to be ‘spoiled’ with the American
bumper-boxes. What you've never
had....

However, with Sierra, Microprose and
Mindscape heading up the top-end of
the UK market, the future is looking
brighter.

natural as the real one: to pick up an item
you simply move your hand's Virtual
counterpart and grasp it. Via tactile
feedback you can actually feel the object
your holding. Agreed, the Virtuality is a
relatively simple VR system, but it's still a
huge technical achievement.

Surely the comparisons between VR and

LITTER

(5) Do you think it's best to use mail order for
games?

(6) Is the Megadrive capable of producing Amiga-
guality graphics and sound?

John Holmes,
Lowestoft

Glad to be of service, John. To answer your
guestions one at a time:

(1) You certainly can! Sega produce a piece
of hardware called the Power-Base
Converter for around £25, which will allow
you to play any Master System game on
your Megadrive. But isn't that a bit like
playing a scratched 78 on a Goodman's
turntable stereo system?

{2) Everyone seems to be keen to get into
console development, especially for the
Megadrive, so definitely yes.

{3) That’s really up to you to decide. In
ACE'’s opinion the Megadrive is the best
console available, and with the recent drop
in price to £150 for the Mickey Mouse
game bundle, there's never been a better
time to buy.

{4) Yes - you should be able to find
Megadrive software in places like Dixons
right now.

(5) Mail order co.'s are pretty reliable.
However, the current economic climate is
putting these businesses under a lot of
pressure, so stick to the names you know.
Even if things do go seriously awry then rest
your mind, safe in the knowledge that the
consumer is fully covered by the Mail-Order
Protection Scheme.

{6) Yes... and no! For sprite-based games
{shoot-'em-ups, platform affairs and
anything scrolly-shooty) the Megadrive
beats the Amiga hands down, but the
Amiga's qualities shine through in filled-
polygon 3D games and anything requiring

Cyberspace are justified? The aim of both is complex user interaction.
to create a realistic yet artificial interactive
environment where the control interface is
effectively invisible. True, Cyberspace does-
n't require that the user wear sensor suits
or goggles, but then again, it's a fictional
concept and doesn't actually exist!

INDUSTRY ANSWERS

Each month, w
gure into a

MAKE MINE A |8
MEGADRIVE

am thinking of purchasing a Sega Megadrive,
but first there are a few questions I'd like to ask
you.

lirrorsoft.

our queries

(1) Is there any chance of the Megadrive playing
the old Sega Master System games?

(2) Is there any chance that the Megadrive will
become as popular as the Amiga with any of the
big software companies?

(3) Do you think the Megadrive is worth the
money that it's sold for?

(4] Is there a chance that Megadrive games will
become available in the big high-sireet stores,
e.g. W. H. Smiths, Boots, Woolworths?
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FERTURE

As MINDSCAPE prepares
the first ozone-friendly
video game,

Rik Haynes wonders if
the competition will

go green with envy...

ith his spiky green hair and mission

to save the Earth, Captain Flanet is a

new breed of comic superhero,
Gone are the shark-repellent Batspray and choco-
late-anchovy pizzas of previous crimefighters.
This Turtle-buster uses totally natural ingredients
like Earth, Wind and Fire. American children no
longer cry-out ‘COWABUNGA' in wanton
aggression. No, they're too busy rescuing
Mother Earth from uncaring humans.

The same thing could happen to British pre
teenagers now the Captain Planet cartoon series
is being shown during a prime-time slot on Tv-am
every Saturday morning. And, no big surprise, a
software company is currently working on
computer and console games based around
Captain Planet. Let's just hope Mindscape
doesn't give us recycled gameplay!

THE STORY SO FAR...

Gaia, the worried spirit of Earth, sends magic
rings to five youngsters from around the globe -
Wheeler (North America), Linka (Soviet Union). Gl
(Asia), Kwame (Africa) and Ma-Ti (South America),
These are Gaia's team in the battle against the
further destruction of the Earth. Each has the
personal power of Earth, Fire, Water, Wind and
Heart.
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Guide Captain Planet sround the platferm levels and ey
plamts to climb ta the higher ledges,

1“ ALVARLCIT COMPUTES FNTIRTAIRSAERT

Can Captain Planct save the Earth from the
unthinking carelessness of the polluters? You,
green thumb on your joystick’s fire button,
must use your arcade skills to help him
preserve our planet's natural beauty.




T “Our children can inherit
relp him 3
cauty. a legacy of wastefulness,

or an action plan that
can save our planet.
That is why we created
Captain Planet.”

Ted Turfer
Chairman of Turner Broadcasting System

When the Planeteers join together the names
of these five elements, beams of light shoot
from their rings and a new superhero literally
bursts from the ground. Captain Planet is
endowed with the combined powers of the nings
and, thankfully, a sense of humour. OI" blue skin
i5n't indestructible, though. If Captain Planet is
exposed to pollutants - such as acid rain, toxic
waste and smog - his powers are temporarily
weakened and he must return to the Earth to
'recharge’.

Together, Captain Planet and the Planeteers
battle the preposterously named eco-villains
Hoggish Greddly, Verminous Skumm and Looten
Plunder who are looting and polluting the Earth.
Despite lots of action and excitement, nobody
actually gets seriously hurt. There's always a
happy ending and an epilogue showing kids how
they can save the Earth in true Blue Pefer style.

WHAT'S IN A GAME?
In an effort to cope with the varying tastes of
console and computer gamers, Mindscape has
commissioned two veteran games developers
* from both sides of the Atlantic to handle the
adaptions,

Chris Grey, the Canadian creator of
Boulderdash and Infiltrator, is writing the

Mintendo Super Famicom and NES console
versions of Captain FPlanet.

Mindscape's decision to use Tony Crowther on
the computer counterparts comes as little
surprise. This self-confessed workaholic has pro-
grammed more games than even he can remem-
ber. Captive, his first project for Mindscape, not
only scooped a myriad of prestigious awards but
started a partnership which looks set to continue
for guite some time. Who else could concurrently
develop games based around Kmightmare and
Captain Planet? In his spare time, Crowther 15
also devising a sequel to Captive. Does this man
ever sleep?

Like the TV-show, both Captain Planet games
tackle the planetary problems of endangered
species, destruction of the ozone layer, toxic
waste dumping, deforestation, ocean pollution
and the greenhouse effect. And that's where the
similarity between them ends. Grey has opted for
a very visual shoot'em-up with Geo-Cruiser, Eco-
Copter and Eco-Sub vehicles. Crowther thinks
this Canadian coder has missed the whole point.
“| don't like the Nintendo version,” he reveals,
“It's just another shoot'em-up. There's nothing
new in it whatsoever.”

Instead, Crowther is programming a cute
platform-inspired arcade game along the lines of

itself is an endangered species,”
action-adventure television cartoon proclaims Chairman Ted Turner. :
siries comes from the same company  ~Everyone, no matter how young, has e
that brought us those disturbing CNN  the power to help. The power is theirs =
satellite-TV newscasts during the Gulf  if we give it to them.” As you've prob-
War. Remember the scene when that  ably guessed, viewers are therefore

based Turner Broadcasting System Perhaps President Bush, and other E R A el A
seems to put a little more effort into leaders of not-so environmentally-

getting the facts right with Captain friendly nations, should watch every -

Planet, a co-venture with DIC episode for some tips! o ™l
Enterprises. Signs of laughable i

American ‘superiority” and overall

smugness still manage to creep in. =
“For most of us, saving Earth's - "
precious resources has not had the pri- O

ority it should have. We are just Toin = g i AT g

waking up to the fact that the planet another scens from the NES game.

treated to a simplistic lesson in DIY
planet-saving at the end of each show,
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the background - it's just a
guide to help in slotting
together the graphic blocks.

Super Mario Bros and Rainbow Islands. For
instance, in one of the six levels players must
grow trees in order to reach safety at the top of
the screen. Eco-monsters then come along and
try to chop these trees down. “ don't want to kil
anyone in Captain Planet because it's a
Greenpeace-type thing. The first action players
do in the Nintendo version is shoot down
helicopters,” states Crowther. Perhaps this sym-
bolises Earth vs planet-destroying machines?

Returming to the ‘good-old’ days when he wrote
games in under 10 days, Crowther designed his
interactive interpretation of Captain Planet in a
matter of hours and plans to completely finish
the Amiga adaption within five weeks. Will the
game suffer due to this short development time?
“Mope, there's already far more than | originally
wanted anyway," asserts Crowther, “'ve put
hidden bonuses in there. In certain areas,
players will be able to collect cans for extra
points_” This Sheffieldbased programmer isn't
foolhardy enough to take everything on. The ani
mation sequences and sound are being created
elsewhere,

“ never liked the cartoon series to be honest,”
he says, “It certainly looks like it's going to be
very big. Somebody is going to be very rich at
the end of it."

The Nintends game s more shoot:em-up
inspired than Crowther's platform based

Vb,

Turner Broadecasting System and DIC

Enterprises have managed to attract
= guite a few stars to provide voices to
the characters in their Captain Planet
TV-show. In fact, | can't think of any

Whoopi Goldberg plays Gaia and the
list of eco-baddies sounds like a bunch

= of Oscar nominees: Sly Sludge (Martin

ADVAWCED COMPUTER ENTERTAINMENT “
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U.S. Gold Ltd, Units 2/3 Holford Way, Holiord, Birmingham B6 7AX. Tel

Screen shot froem CEM Amiga.

Based in the 1920's, Inspector Raoul Dussentier is aboard
ashipin the Mediterranean. But no sooner has the cruise
begun when Raoul is summoned to investigate a crime -

the murder of his host Niklos Karaboudjan, the Greek
shipping magnate. It's up to Raoul to throw some light
on this sinister mystery!

® Wide range of actions, including the aption to question
other characters in true Agatha Christie style.

® PCversion features 256 colours, Ad Lib & Roland sonic
support.

® Amiga version features 32 colours.

ATARIST, AMIGA & PC (CGA,EGA, VGA, TANDY AD-LIB

& ROLAND).

C1991 DELPHINE SOFTWARE. All rights reserved, Cinématique is a trademark
of Delphine Software.

THE SECRET OF
MONKEY ISLAND"

A comedy set during the “gnlden age” of piracy in the
Caribbean. The game's twisty plot leads our hero, fresh
from the old world, on an hilarious, complex, swash-
buckling search for the fabled Secret of Monkey Island.

@ Fealtures dazzling 3D graphics, an original reggae
sound track and a point “n’ click no-typing interface.

® Awide variely of original enterfaining puzzles, unravel
hidden meanings in hilarious repartee.

® Proportionally scaled animated characters and
cinemalic pans and camera angles.

ATARIST, AMIGA & PC (EGA, CGA,VGA, MCGA, AD-LIB,
ROLAND and MT32 SOUND).

() 1990 Lucas Arts Entertainment Company. All rights reserved. |

(i.. fnrmaan} jm

MNEED HELPT CALL THE

GOLD PHONE

JUCASFIL\

HINTS & TIPS LIMNE

HILLSFAR + DRAGOMNS OF FLAME » HEROES OF THE LANCE TEL: DB98 442025 CURSE OF THE ATURE BOMDS * POOL OF RADIANCE + CHAMPIONS OF KRYMN TEL: 0898 84203
LUCASFILM HELPLINE + COMPETITION * INDIANA JOMES + TAK MCKRACKEN » MANIAC MANSION » LOOM = SECRET OF MOMKEY ISLAND « BATTLE OF BRITAIN TEL: 0BI9 65411

Sarvice provided by KEENHELME PLC., CANTERBURY HOUSE, MEWHALL STREET, BIRMINGHAM B3 11
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ADVANCED DESTROYER SIMULATOR
From the creators of Sherman M4

the A POWERFUL DETECTIVE DRAMA! It's World War Il - the naval forces of the world are waging

fresh A powerful crime syndicate has taken over large areas of war in fierce and unrelenting sea battles ... You must
ih- our major cities, turning them into a vast criminal command the destroyer and succeed in beating naval and
land. wasteland. Arson, extortion, drug distribution and now air forces in 15 challenging missions.
e -+~ terrorist abduction! A.D.S. is a stunning sea battle simulator using 3D
face. Your purpose: Wipe out the criminal organisation and technology.
o FEACHE Tt Prosisent ¢ Snligiter. : - ® 40page manualincludes detailed maps of the combat
® More than a “shoot em-up” game. Crimewave conlains zones rﬂgeﬁ,er with historical and technical
secref rooms, swifches, kcycardsi, d'iffenlcnf weapons, information.
varying levels of difficulty along with a variety of other @ Adjustable difficulty level will suit all levels of player.
LB, strategy elements that provide endless hours of .
challenge and excitement. ATARI 5T, AMI:GA & PC (EGA, CGA).
® A multitude of brilliant 256 colour scrolling game E) 1991 Futura. All rights reserved.
screens.

® Incredible digitalised “Motion Graphics” (featuring
real actors and models).

ATARIST, AMIGA & PC (EGA, MCGA, VGA,

TGA and REAL SOUND™).

2 by ACCESS SOFTWARE, INC,
1'}911 AN rights reserved,

ACCESS

o

Software Incorporated —

198 442026 ALK BOGERS + SECRET OF THE SILVER BLADES + EYE OF THE BEHOLDER (When Released) TEL: 0898 442030 OPERATION STEALTH + FUTURE WARS + CRUISE FOR A CORPSE TEL: 0839 654284 NEED HELP? CALL THE
130 554123 HEW RELEASES « COMPETITION TEL: 089 654124 COMPETITION - £200.00 WORTH* OF US GOLD GAMES TO BE WON EACH MONTH. * Ar Retail Prices GOLD PHONE
IAM B3 TLH If you are under 18 please get permission to use the telephone. Calls cost 34p per minute cheap rate, 45p per minute all other fimes.

HINTS & TIPS LINE
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smashed. Video gaming is no longer
the pursuit of spotty male teenagers
playing Space Invaders till the early
hours of the morning. When a household name
like Sony actively gets involved, you know video
games are a format whose time has come,

“The demographics of video games are chang.
ing - females and adults are getting involved
too,” confirms 29-year-old Olaf Olafsson,
President of the newly formed Sony Electronic
Publishing. Based in the never-sleeping sprawl of
New York, this subsidiary of Sony Software
Corporation has been specifically setup to
create, produce and distribute interactive and
multimedia entertainment and software
information products.

Olafsson adds: “We're trying to achieve a wider
audience through a combination of technology
and more exciting programs.”

The global entertainment giant is aiming for the
perfect fusion of software and hardware by
reusing the images and music produced by
movie and record companies. Not such a crazy
idea, when you consider Sony already owns
Columbia Pictures Entertainment and Sony Music
Entertainment (formerly CBS Records). Hot prop-
erties at these two companies include
Ghostbusters, Gloria Estefan, Gearge Michael
and the Sinatra-style crooner Harry Connick, Jr.
Not forgetting Michael Jackson, who recentty
signed a lucrative contract with Sony believed to
be worth over $500 million.

You will soon be able to watch the movie, hear
the soundtrack and play the game without ever
having to leave the ‘quality-assurance’ of Sony.

n ADANCED COMPUTER ENTERTAINSMENT

popular preconception is about to be g

Sony video games, you've got to be joking!

That’s what Rik Haynes thought, until he spoke

to the President of Sony Electronic Publishing

Many of the best-selling console and computer
games of recent years have been structured
around mowvies. Players have been driving down
the streets of Gotham City, getting Back to the
Future and fighting crime in Robocap.
Unsurprisingly, software houses such as US
Gold, Ocean and Mirrorsoft are putting most of
their future chart-topping hopes into the likes of
Godfather W, Terminator Il and Alien Ill. Despite
this popularity, the quality of video games based
on movies has rarely lived up to the ariginal con-
cept. Will Sony tolerate this kind of failure?

“Our Columbia and Tri-Star studios are very
interested in getting more control over how the
movies will be exploited in video games. We
want to make sure that the guality of the original
product is maintained,” declares Olafsson.

laf Olafsson

-




first
Sony

Sony has already made some successful,
albeit small, steps into the world of video game
development through CSG Imagesoft. Solstice
for the Nintendo Entertainment System was the
first hit. This arcade adventure game was actual
Iy written by Software Creations in Manchester.
{Hafsson has decided to publish forthcoming
video games under a new name, Sony
Imagesoft, a subsidiary of Sony Electronic
Publishing. He may even start another label,
somy Electronic Entertainment.

Sony Imagesoft is in charge of all video game
development. This unit is using a variety of soft-
ware developers including two European games
specialists, Ocean and Software Creations. "l
think Ocean has done some very good work., We
are confident that they can produce what we've
asked them to do,” states Olafsson.

Ocean is understandably elated. Software
Director Gary Bracey says: “| don't think we
could have any greater partner in the consumer
electronics industry, Hopefully this relationship
will enable us to venture into new areas along
with Sony.”

The first fruits of this deal will be cartridge and
floppy disk games based on two new films from
Columbia Pictures. Hudson Hawk has Bruce
Willis, the star of Die Hard and Moonlighting,
playing a cat burglar who tries to go straight
before being forced into stealing some priceless
works of Leonardo Da Vinci. Hook is a big-
budget movie telling the story of a grown-up
Peter Pan. The film, directed by Steven
Spielberg, has attracted top names like Dustin
Hoffman, Robin Williams and Julia Roberts. No
wonder the estimated cost of producing the
movie currently runs at S60 million!

“We feel Hook is a natural for video games,”
claims Olafsson, “We're making sure that the
development of the video game is tied closely to
the development of the movie and story. We
want to make things as exciting as possible.”

ACE has got a feeling that Hudson Hawk and
Hook will be improvements over recent maovie-
licensed product from Ocean (see our Licence
Revoked article on page 60) Bracey told us
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Cicean will publish the games in Europe while
Sony will handle North America and Japan. They
will be released later this year on a variety of for-
mats.

“We will support any format that makes sense,”

Olafsson reveals, “We're not limiting ourselves to
any one particular format. We would publish
video games on potato chips if it made sense.
We have to make sure that we maximise the cov-
erage, s0 as many consumers as possible can
enjoy the games. We have an obligation both to
the artist and the consumer.”

Sony is also getting into the video game
business as a hardware company. "We will be
announcing our overall plans for video game
hardware in a couple of months,” indicates
Olafsson. He is probably referring to the recent
agreement with Nintendo, whereby Sony is
supplying an add-on CO-ROM drive for the Super
Famicom console, Industry sources suggest the
price of the new drive will be just below

MULTIMEDIA IN
THE HOME

This summer Sony will be introducing multime-
dia to unsuspecting American consumaers with
the release of a CD-ROM package for the home
computer market. “We're attempting to
release a hardware product for the IBM PC-
compatible with all the accessories you need,
like headphones, and six software discs for
less than $700 (a little over £400)," remarks
Sony Electranic Publishing President Olaf
Olafsson. This new multimedia software will
break down into entertainment and education
titles integrating digitised video, audio, graph-
ics and text. Olafsson will soon announce rela-
tionships with a number of different book and
magazine publishers. The initial ‘CD-ROM for
the Home' titles will eventually expand into a
catalogue of 40-50 applications including ency-
clopaedias, sophisticated video games, multi-
language dictionaries, interactive audio titles
and other reference works. No price or release
date has been set for the European launch. Is
Sony tired of waiting around for CD-1 like the
rest of us? “The reason we're going for CD-
ROM is very simple. People have been waiting
for a 747 with vertical take-off when we have
a lot of 727s around. The most important thing
is to get you from one place to another,
Optimum technology might get you there
faster but it's not going to be around for a few
years.”

“We would publish video
games on potato chips if it
made sense.”

laf Glafsson
President of Sony Electronic Publishing

¥100,000 {approximately £400).

Dlafsson is less sure about creating ‘'musical’
video games, though. “Today, with current tech-
nologies, music doesn't really come across that
elegantly. However, once we introduce CD-based
video games we open a whole new category of
opportunities. We will be working with our music
artists once this technology gets introduced.”

WIRED FOR DATA
Data Diseman may look like an ordinary
portable audio-CD player, it plays the latest
CO-single from The Farm without any hint of
wobble, but Sony reckons the consumer wants
much more than this, That's why this matt
black deck is also a portable CD-ROM device
with the capability to display dictionaries,
novels and travel guides on a small pop-up
LCD screen. Already available in Japan, this
trendy toy will be released into the USA and
Europe before the end of the year. Sony
should have 10-20 software titles available at
launch. Most of this will be reference-based
because of the nature of the product. “We've
got all kinds of stuff planned,” says Sony's
Olaf Olafsson. “Our vision for this thing is very
simple and family-orientated. For instance,
kids will walk into school with a Data Discman
in their pocket and listen to their favourite
audio-CD. They can then use it as their person-
al library - just put an encyclopaedia disc in it
and look-up the desired information. We're
sure that the Data Discman will have a
number of applications in the business world
but it is primarily a consumer product. There
are a tremendous amount of opportunities.”

ACVAMCED COMPUTER FNTIRTAINBENT B



{Left)

Mario’s graphics are cute beyond
belief, and although clear, are
anything but simplistic. Maris
Iias s s bl
appropriate to every situation.

(Balaw)

Dusk | As Mario ducks to avoid
the enormous bullet, ke pulls his
cap tight aver his ears. Note dust
trails at his heels,

(Battam]
While riding Dino, Mario elip-
clops along eating his foes,

{Balow Left)
Dragon's Lair Il Nice graphies at

ew games have kept the
hardened gamers at ACE
addicted as long as Super
Mario World on Nintendo's
Super Famicom. It's vice-like grip
over our hearts and minds begged
the question: what is it about Mario = = - .
World that makes you want to keep  SUPEF Mario World on Nintendo's Super Famicom is
playing? And why do so few other a

games have that special it? arguably the most playable game ever written. But

GRAPHICS AND SOUND just what is it that makes Mario the maestro? ACE

The Super Famicom is a highly-pow-

erful piece of electronics hardware. — dlisects the game and explains where Nintendo are

Mario World boasts dozens of flashy
visual tricks - fast multi-level parallax i i H
oot smouth comte o going right and where others are going wrong.
in the Assault coin-op), searchlight-
like effects, fade-ins and fade-outs -
thanks to its graphics chip. The
Famicom's sound chip is no slouch
either - the echoing effects in the
cave levels is proof enough of that.
What really impresses is the
amount of thought that's gone into
the design of Mario World and its
inhabitants - there’s nothing that jars
or looks out of place - and the
cartoon-ike animation makes the
characters instantly appealing and
lovable. The care that's gone into
the game is exhibited in minor but
neat details such as the dust rising

the balls with thumping sounds and end-af-
lewel monsters have their own dramatic
themes.

from Maria's feet when he skids CONTROL lan
(also seen in Gremlin's Switchblade Mario is nothing if not agile. M
I, or the way Mario pulls his cap Depending on whether the 'Speed- S
down tight over his head when he Up’ button on the control pad is ott
crouches, held down or not, Mario can jump tc .
But anyone who has played various heights and even change Mz
Dragon's Lair Nl will tell you that it direction in mid-flight. This strange fir:
takes more than pretty pictures and physical law peculiar to Mario World
stunning sound effects to make a is vital to the player's enjoyment - in e
classic game. As good as Mario a platform game there's nothing
World's aesthetic qualities are, they more frustrating than jumping and _
are basically icing on the cake. The then realising that you're going fo L/

game elements that make Mario so
addictive and engrossing could just
as easily be implemented on an
Amiga or ST.

S0 ancEn COMPUTER INTERTABMENT

(Lt}

While underwater the controls change, and
Mario must learn to swim. Holding onto emp
ty turtle shells enablos him ta move swiltly
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FEATURE

and unavoidably in the path of a

nonster that's just wandered on-
reen, a problem that marred the
therwise highly-enjoyable Car-Vup.
Another major control feature is

Mani's inertia. It's a nuisance at

first, and nowvices will find

themselves skidding into baddies.
However, as the player grows in
experience, he or she learns to
compensate for it and then use it to

their own advantage, especially

when in the air, to perform some

fancy manoeuvres; twisting and

" "ax g8l ] =%
-

turning, bouncing from the head of
one monster onto the head of
another. Fans of Asteroids-style
games like Qids and Thrust will well
know the satisfaction reaped from
such complete mastery of the
controls.

{Fair laft)

Sliding platforms are a real test of contral.
Holding down the speed-up button makes for
better jumps but less traction on landing
Left)

In areas such as this, surrounded by sliding
blocks, rapid mid-air about-faces are vital.
(Right)

Car-Vup from Core Design. No about-Tace
option here, more's the pity.




FEATURE

(Right)

The variety is immenss, offering players a new
skill to master for practically every level. As
weell as the basic control skills over Mario, a
hast of landscape-puziles like the moving plat-
forms (top) and the sheer surfaces which must
b scaled confromt him,

VARIETY

It's the spice of life, they say, and it
certainly adds a strong flavour to
Mario World. As the player progress-
es through the 100 levels of Mario
World, he or she is constantly
encountering new challenges and
having to adjust their playing style to
survive. Usually progress involves
having to face more and harder-to-
kill aliens, whereas Mario World's
monsters change very little. Instead,
it's the game style that changes.

In effect, each level has it's own
specific learning curve. Unlike most
games where the player is
encouraged to play to see what new
graphic delights await, Mario World
entices the player with the lure of a
totally different game challenge.

B

So what's holding other games
back? Well, memory is probably
the biggest factor. Super Mario
World can afford to go to town
simply because each Super
Famicom cartridge can address -
instantaneously - an incredible
16 Mb of data.

Compare this to, say, the
Amiga. Most games are designed
for the basic 512K machine -
that's 32 times less memory than
the Famicom! Since a decent
arcade-like parallax scroll uses
up around 150K, you'll begin to
see how tight things get.

Memory aside, there's no tech-
nical reasons why Mario World

0000490 5*[ 02

couldn't convert almost
identically to the Amiga (or, to a
lesser extent, Atari 5T or PC).
Another important point is
the amount of development that
goes into a Nintendo game.
Twenty-odd people are credited
with Mario World, whereas
typically three or four write a UK
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FAIRNESS
Mario World is never unfair. When
you die it's invariably your fault, and
not just random chance. Too many
games rely on the unexpected to
trick the player - a sudden swirl of
aliens from the bottom of the
screen in Xenon 2, a monster
appearing from nowhere and
dropping on top of you in Tokr
These sort of games rely on you
learmning when these surprise
attacks occur and reacting
accordingly. Mario World nearly

always gives you some sort of warn-

ing - 2 wobbling spike means it's
about to fall, crushers fall slowly at
first then speed up - allowing the
deft player to avoid trouble.

Mario World, although constantly
full of surprises, cleverly introduces
new game elements slowly. For

example, on one level there are plat-

forms with numbers on the side.

(Top and middie top)

Xenon 2 from Imageworks and Toki from
Dcean. Both fine games, but isn't a litthe wnfair
to prevent the player making progress by
lawnching snieak attacks.

(Middle bottom]

Even Mario World isn't quite perfect. The
wizards appear randomly {even on top of you!)
and cause huge headaches.

When Mario stands on one, it starts
maoving to the right, carrying Mario
with it. The number starts to count
down, and when it hits zero the
platform disappears. When first
encountered, these platforms are
above solid ground, giving the play-
er a chance to safely learn how
they work, but later the platforms
will carry Mario over bottomless
chasms.

(Top left) =
Readysoft's Dragon's Lair il is 50
a draam to look at bat a

game. But remember that Super
Mario Bros 3 on the NES has sold
over 7 million copies (grossing in
excess of 5427 million) and com-
pare that with sales of 80, 000
for a top UK game, and you'll
realise it just isn't viable to
allocate a similarly-sized team.
But console owners shouldn't

100000
—-—
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(Left)
A& restart point is denoted by a small gate.
Each ghast house offers a cartridge-save.

SAVE GAME
After completing certain special lev-
els (typically ghost houses or
casties) Mario World allows you to
save your game. What's more,
since you can replay a level once
you've completed it once, you can
constantly keep saving your
game, Since, as described
earlier, each level is a
challenge in itself, this
facility doesn't
damage the game's

longevity.
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get too smug. A look at the ACE
review pages will reveal that
consoles have had their fair
share of so-so and downright
awful games. Sometimes all the
memory and developers in the
world can't make up for dull
ideas, uninspired graphics and
M"“" mh’l Et::ﬂing a banus ream will fill in transpar-

ent blocks throughout the world, making it
easier to get argund.

EXPLORATION

Each level of Mario World is packed
with secret rooms and levels, most
accesses by the pipes poking out
of the ground. Although Mario World
boasts 100 levels, it's possible to
reach the ‘end’ having only complet-
ed less than half of them. However,
the urge to continue playing
remains due to the constant
challenge posed by each level -
completing a level provides enough
satisfaction in itself,

(Top)

It's unlikely that you can ever predict what
you're going to find in a level..

[Middie)

Bt the map affers some clues as to the
style of stage you are about to attempt.

EASY OR HARD? - YOU
CHOOSE

Once a level's has been completed,
the player can re-enter it as many
times as he or she wishes, and exit
at any point. Therefore, if the player
finds a level laden with lots of easy-
to-get power-ups or extra lives, then
it's possible to become as powerful
as you wish. Certain levels are easi-
er to play with {or without) certain
powers, and the smart player will
realise this and capitalise on it.

PUZZLES AND PROBLEMS
One of Mario World's major
features are the puzzies and
problems it poses the player. While
they're not going to keep a
hardened adventure game player
awake at night, some are sufficient-
ly cunning to provide great satisfac-
tion when solved.

TiolE

e W) 2

Abowe (top to bottom)

Solbving mind-puzzles is one of Mario World's
many aspects that keeps you on your toes.
Take this scene, for enample. Just off-screen to
the right is a tube that'll transport Mario to &
bonus level, But the entrance s sealed off by
indestructible brown Blocks! That P pod will
turn all blocks into coins and allow you to
enter, but it'll also release those deadly apiky
turtles and - more importantly - remove the
ground from under Mario's feet. What to doT
Nou know that the yellow block (marked 77}
contains a friendly turtle-eating dinosaur, bt
if a dimosaur even so much as touches a P
pod it'll be activated. 5o start off by getting
the pod well out of harm®s way.

..Having thrown the pod onto firmer ground,
Maria heads back to the yellow blocks.

% luscky head-butt reveals a mushrogm.
Butting the neighbouring block releases it
[turning Mario in Super Mario) and also
allows Mario to reach the T block.

.0t pogs an egg. which promptly hatches
and reveals the culest dinosaur you ever saw.
—.Mario jumps on Dino's back, and by adminis-
tering a firm whack to the lizard's head causes
it 1o sheot out a sticky tongue with which it
CaF SCDOPE up the turtles.

.8l the hazards removed, Mario can now hit
the pod without fear.

...Pushing down on top of the pipe lets Mario
slip away to the bonus level.

...Tha fun's just beginning. Butt those yellow
blocks im the right order to reveal an extra lite
mushroom. Yum!
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WONDERLAND
Puzzles, conundrums, potions,
caterpi/lars, mushrooms and very
Mad Hatters for your IBM PC,

& Amiga, Atari ST and Archimedes
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"Nobody's an nnocent iti
we're just here to determin

the level of guilt.” Amstrad, '“*’%5\
Spectrum, Amiga, Atari & C64 . = =

Battle yourw
the biggests
time = Dot
Shinobi, Ninja'¥
Dynamite. D R
(64, Spectrtim
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ultimate in computer word games. Outis,
shines all previous versions. IBMPC %/
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Spectrt
Holobyte's
new game

system allows
players to do
battle with
each other
while playing
different
games! By
Steve Cooke

pectrum Holobyte's Falcon it a sporting chance against the simulation market - not just

has been sky-storming in combined weight of Jet Fighter 2 because of the quality of the game,
silicon for almost as long (see next month), F-16 Interceptor but because it revolves around a
as General Dynamics’ real  or even F29, whole new multi-player concept: the
life F-16 has been firing up Undaunted, Spectrum Holobyte Electronic Battlefield System.
afterburners. Once the undisputed are about to launch another mission EBS has been three years in the
king of 16-bit flight sims, the game’s  against those who dare to intrude making — most of which was spent
el for coding one ot SUPTEMACY has come under ever upon their air space. The release of  on steady refinement of the
tomorrow's

heavy-weight contenders  iNCreasing fire from more recent Falcon 3.0, scheduled for early concept rather than actual coding.
Lo el Moo wplonahies: M) releases and nowadays only a June, is the first sortie in an It's going to be firing salvoes at
Erick Jap, and Gary Stotthemyer particularly indulgent fan could give  astonishing assault on the military several different targets; not only
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will it feature advanced multiplayer
capability, but it also allow players
owning different Spectrum Holobyte
fittes to do battle over the same ter-
rain. And, just to lob a final shell at
the opposition, it could also be
implemented in arcades as well in a
special ultra-high resolution version.
The maximum number of
participants in an EBS scenario
hasn't been fixed yet, but you can

be certain it will be a lot more than
the traditional two player head-to-
head. Falcon 3.0 is the first game
to feature in-built EBS capability.
The next will be A10 Tank Killer (see
panel), followed by an EBS version
of Tank in 1992, By the time we
enter the single European market,
you could be thundering across a
3D virtual world in your metal
monster, while your buddy from

This is the plane you'll be fly-
ing - literally. ' one of two
scale models that were
digitised by the Spactrum
Holobyts graphics team and
incorporated inte the game
graphics

Faloon 1.0 offers all tha usual
multiple view facilities,
including instamt replay

Holland sits on your shoulder in his
Falcon, alert for the unwelcome
attentions of that objectionable nerd
from Stoke Poges who fancies him-
self as an A10Q tank buster.

IT'S ONLY A GAME

Getting back into the cockpit of
Falcon 3.0 for a moment, what -
apartfitom a monstrous multiplayer
capability - does this beast
promise?

First, the game is a massive
improvement on its excellent prede-
cessor in terms of scenario,
Whereas the original Falcon has
fived missions (boring missions,
after a week or two of intensive
gaming, the uncharitable might
add), Falcon 3.0 offers the player a
three way choice: a complete, con-
tinuous campaign scenario, individu-
al missions, or even the option to
design your own missions for that
particularly devious or personally
inspired combat challenge.

Once you've made up your mind,
you enter a whole game sub-strata
involving equipment and manpower
management. Starting with your
team-mates, you can create
different squadrons and save them
to disk together with their call
signs, attributes, flying history,
morale and individual skills.

Weapon selection is detailed and
comprehensive. Unlike the earlier
Falcon program, Falcon 3.0 gives
you a complete choice of ordnance
(that's military supplies, jargon

The six main sections of the game offer you
numerous control and management options,
induding one (Instant Action) that bypasses
them all and gets you straight into the sky

:;-'\-'-- 2 '--\.--'u..-- » -T-'.'\- i Pt re -.Ee
#® Supports EGA/VGA 16 or 256
colours as appropriate.

® Occuples over B megabytes.

® Destructive capability includes
MSP heat seekers, MAM120 radar
guided missiles, Maverick
airlground guided missiles, GBU
guided bombs, CBU cluster
bombs, MKB2 1000lb monsters,
Turandel anti-runway bombs,

® Graphics alone required three
full-time artists

& Modem support from 1200 to
9600 baud;\ also direct connect
and networking

@ Electronic Battlefield System
capability
@ Suggested US retail price

=S

freaks), ranging from the M9P heat
seeking missile to Paveway guided
bombs. ‘If it's commercially
available for the F16," claims
project leader Kuswara
Pranawahadi, ‘we've got it in the
game.'

Maturally you choose your
weapons according to the mission
you have to accomplish. There are
three different theatres of war to

ADVANCED COMPUTER EMTERTAINMENT “




operate in; Israel, Kuwait, and one
that has yet to be decided, but could
be modelled on Panama. If you can't
be bothered to design your own mis-
sion, don't worry — there are over
ten associated with each theatre,
providing enough challenge to keep
you playing for weeks, if not months.

If you're on campaign and out to
win the war, your day starts with a
choice of available missions. Your
selection could be influenced by
many different factors: weather,
availability of team mates with the
correct skills, defensive/offensive
activity on possible routes to the tar-
get, available weaponry, and other
life-or-death decisions.

If you're in normal (as opposed to
EBS) multiplayer mode (linked over a
modem, or — for PC players — via a
network), you can choose whether to
fly missions head-to-head or jointly.

Befare you can fire up on the
runway, however, you've got to
decide how to reach your target.
Falcon 3.0 can display detailed
maps of possible routes, including
information about threats en route
and relevant topography. You might
choose, for example, a low-level
strike, using the valleys for shelter
and then approaching your target
from behind a range of mountains,
limiting visual contact to the last few
vital seconds. Topography - as we'll
seg later = is vitally important in this
game and plays a major role in tacti
cal decision making,

Setting out on a mission can get
you skyborne with as many as eight
friendly aircraft, giving you four pos-
sible double-up formations. Your
route displays will have given you
waypoints and time/co-ordinate data
that can be fed to each formation,
enabling you to rendezvous (or split
off) at any time en route or at the tar-
get. You can also pre-select combat
procedures for different waypoints,
enabling you to, for example, send a
colleague ahead to bomb certain
strategic points en route before
committing the rest of your men.

Choosing the pilot skills you need
will also involve routing
considerations: let's, for example,
send Lieutenant ‘Chucky’ Cobblers
(who's a dab hand with the airto-sur-
face missiles) off round that
mountain range at high altitude so he
can flatten that artillery range, ready
for our approach from the North
accompanied by Captain "Shivers'
Malarkey, who couldn't hit New
Orleans at 500 yards but can take
out practically anything with
wings...and so on. The level of detail
involved in mission planning is so
great that, as the weight of responsi-
bility begins to settle on your
shoulders, your adrenalin levels are

u ADVANCED COMPUTER ENTERTAISMENT

© lan Allan Ltd, photo by Peter Foster

combat well inte the next

The General Dynamics F16 Fighting Falcon first hit
the hangars in January 1979 after several years of
development and military spending controversy.
Airforces ranging from Venezuela to Japan (a
massive order for 130 aircraft) have joined the queue
to operate one of the world's most popular fighters,
Its success has guaranteed it a major role in aerial

ACE readers who would like a superb portfolio of
F16 photography could do a lot worse than shell out
£5.95 for Peter Foster's excellent pictorial souvenir of
the aircraft, published by lan Allan Ltd, and from
which this photograph was taken. You ean order it
from your local bookseller: ISBN no 0-7110-1812-X,

Mot anly do you get topographical landscaps — you also get enhanced
terrain features as well. And check out the smoke in the bottom left af
the cockpit display - you actually gat smoke in this game, not polygon

clustars that look like rock-solid pyramids in mid-air

popping the cranial rivets before
you've even got into the plane...

TOPO' THE WORLD
Once you've actually made it above
200 feet, you're in for another
suprise — the topography. 'l haven't
seen a single game with good 3D
terrain,’ says Kuswara, ‘We will be
the first company to bring out a
flight sim with a realistic 3D terrain.’
Mountains in Falcon 3.0 aren't just
pyramids, they're towering jagged
polygons of rock that line deep, ver-
dant valleys. Once you're in the driv-
ing seat, you and your wingmen can
take the high road or the low road.
You fly over a full 64-coloured
landscape — the game version that
we saw was still in development and
didn't have the turn of speed one
would like to see in a finished
product, but Spectrum Holobyte are
confident they can deliver a
satisfying punch in the kidneys when

you blow the afterburners in the fin-
ished version,

There's variety up in the sky as
well as down on the ground. As well
as the F16, you'll encounter at least
five other makes of plane, including
AWACS spotter aircraft who can
communicate vital information
about threat and opportunity
beyond your personal horizon. And
if you've got a PC you get some
pretty sexy sound as well, thanks to
AdLib, Soundblaster, MT32 and
PS1 sound system support.

Simulation sensitivity is adjustable
too, over four levels ranging from a
barnstorming beginners mode, for
those who want to be able to climb
to 60000 feet at full speed without
dropping a single point on the air-
speed indicator, to a serious
simulator fans' fantasy with a
control sensitivity that, claim the
company, “...is the same as a
professional simulation trainer.' And

they ought to know — they make
them.

You can also determine many
other game factors, ranging from
enemy logic (from ‘Drone’ to ‘ACE"),
weapon effectiveness, and speed of
game setup. The latter is particular-
ly useful if you want to get up into
the air within seconds of booting up
your computer and can't be
bothered with all that realworld sim-
ulation stuff beforehand...

spectrum Holobyte had a winner
on their hands with the original
Falcon. If the finished version of
Falcon 3.0 lives up to the promise
of the program we saw running in
Oakland, California, it'll be burning
up the skies over Chingford, the
Gorbals, Warrington, Tierra del
Fuego, Canterbury, the Piddle
Valley...wherever there’s a mains
plug to fire up with, a computer to
arm and a comfortable chair to get
you airborne.
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Flames of Freedom, the new blockbuster A
from the creators of Midwinter, offers you wi
total freedom. Freedom of choice, Freedom En
of action, Freedom of movement. W

Dogfight with opponents over @
villages for command of the skies,
or attack ground targets which
serve the enemy’s cause.

Night time sequences afford
excellent cover for secret movement
and actions, illuminated by the glare

of your jeep’s headlights.

The playing area of three million
cubic miles is not restricted solely to
areas above ground. You have full

freedom of movement underwater, Seek out and destroy enemy
and three types of ‘submarine’ in shipping units, condemning them to
which to achieve it. a watery grave on the sea bed, from
where the ocean’s surface is clearly
Screen shots shown are taken from the Atari visible above.
ST versions. Actual sceens may vary by .
format TOTAL FREEDOM- FROM RAL

(1,000 miles long X 1,000 miles wide X 15,000 feet high.) + ( 4,000 characters X 22 modirar



A three dimensional environment packed
with action, adventure and strategy.
Entering it is easy......breaking free is
what’s hard !

A million square miles of accurately
mapped 3-D terrain, generated by
fractal techniques, and fully light

sourced throughout, provides a
playing arena far superior to even
its predecessor, Midwinter 1.

Fly the skies above the forty-one
islands by helicopter, zeppelin,
parachute, rocket pack, or, as seen
here, biplane and balloon, all
offering superb views of the land

\\ and of the other aircraft.

B -

o .- The enemy have a vast array for

ﬂ!lb [rl_rip == i firepower aimed at you, on land, in
the air, and across the sea, and

LAMES RE The sea surface is generated by react quickly and intelligently to

' | constantly moving fractal points, your actions.

causing you to bob up and down as
you swim or sail across it.

'\
i

f’ Flames of Freedom will be available
: shortly for your Commodore Amiga,

IRABRD MASTERS OF STRATEGY  Atari STand IBM PC compatibles.
?md dransprt X 1,000s of buildings) = 3,000,000 cubic miles of Action, Adventure and Strategy.
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/NCIZ MERCHANDISE OFFER
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here can surely be nothing
more sexy and fashionable
than the ACE t-shirt. This latest
item in the Ace Clothing Collection
is what every self respecting
computing genius will be wearing
this season. The eye catching
ensemble has been exclusively
designed by ACE’s own art editor,
Jim “Gaultier” Willis, for the lover
of fine things and the reader with
good taste. The t-shirt is available
in sizes small, medium and extra
large and can be purchased at the
ridiculously low price of £5.99

here is no better way of storing your copies of this,
the world’s finest computer entertainment magazine,
than in an ACE binder. The binders are available in two
designs - so as to satisfy even the most stalwart supporter
of style and quality - and can be yours for the
embarrassingly inexpensive price of £5.99

Order without delay, to avoid gross disappointment.
Simply complete the form below (enclosing your postal
order or cheque, made payable to
EMAP IMAGES MERCHANDISE)
and send it to the following address:

A ACE Binder A

A ACE Binder

Please remember, these top quality items must be handled with the utmaost care by our dispatchers - therefore do allow 28 days for your arder to be fulfilled
Rest assured you have chosen well,

PC WISE, UNIT 3, MERTHYR INDUSTRIAL PARK, PENTREBACH, MERTHYR TYDFIL, MID GLAMORGAN, WALES CF48

I want to be an ACE Adonis, so please send me:-

ACE T- shirt £599 sSMALL(J  wmepiumQ  ExTRA LARGE

ACE Binder A £599 [}
ACE Binder B £5.99 ]

I enclose a cheque/ postal order for £................ made payable to EMAP IMAGES

(Al prices include postage, packing and VAT)
Please send your orders to:
ACE MERCHANDISE OFFER

PC WISE UNIT 3, MERTHYR INDUSTRIAL PARK
PENTREBACH, MERTHYR TYDFIL, MID GLAMORGAN CF48 4DR




Consale development under
way at Gremlin. You could
join in the fun in the new
season of ACE
Conferences.,.

in us at the next ACE Conference, travel to
exotic locations around Britain, bypass elabo-
rate security systems, enter Restricted
Programming Zones, see Top Secret
Unreleased Games...and play them. Here's
how...

You don't just get to play games at the ACE
Conferences either. Even more important, you
also get a chance to meet the peaple who
develop them. In 1990, ACE readers have gone
on safari to companies like US Gold, Activision,
Domark, and Mirrorsoft. We're now opening the
hunting season again for 1991, and our first
venues will be Virgin and Gremlin.

Virgin are based in West London and Gremlin
are up in Sheffield, so readers from different
areas of the country will get a chance to pay a
visit to someone (relatively) close. If the
distance is daunting, don't worry — we've got vis-
its coming up to Manchester, Scotland, and
Reading, so keep your fingers crossed.

THE HUNT
What happens at an ACE Conference?

This question is actually impossible to answer
because we try to structure the day as little as
possible. As a general rule, however,
conferences begin at 12.30pm and end around
E.ﬁpm. A light lunch is provided to keep you
going.

When you arrive you're introduced to the
other attendees (we try to create a spread of
age ranges and machine owners at each event),
to the ACE staff members who are present
{lucky you) and, of course, to the software
house crew you're visiting. You'll probably get a
quick guided tour of the premises and a
member of the software house will tell you a bit
about the business side of developing games.

ON SAFARI?

Despite the fact that we have a lot of fun and
games at conferences, there is a serious side to
it all too. Here at ACE we believe that contact
between developers and the people who actually
buy their games is vitally important for everyone.
It gives them a chance to hear your honest opin-
won about their titles {which you'll be encouraged
to give) and you a chance to hear their opinions
on topics ranging from licenses and piracy
through to graphics and gameplay.

During the afterncon, the software house will
usually enjoy showing off some of their latest
titles under development. You'll get a chance to

play some of their games and tell the developers

what you think of their efforts. During past ACE
Conferences, ACE readers' opinions have actual

ly resulted in significant changes to new games -

something you can justifiably boast about for
several months afterwards!

At the end of the day, you'll find you've made
some new friends — and most important, you'll
know a lot more than most people about the real
world of games publishing. So...what are you
waiting for?!

FORTHCOMING CONFERENCES

Virgin Mastertronic
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HOW TO JOIN THE PARTY...

Each month, we'll let you know in the
magazine about forthcoming conferences
around the country. If you think you might be
interested in attending one, all you have to do
= send us a postcard with your name and
address dlearly written, together with a
daytime telephone number if at all possible.

You also need to tell us:

« Which conference you would like to attend. If
you're applying for more than one, put them
in order of preference. If no conference is
listed for the software house you'd fike to
visit, put the software house's name down and
we'll put you the list for that conference when
(and if) it is organised in the future.

* The machine you own, so we can make sure
you get some juicy free gifts for your micro!

= Your age, 50 that we can ensure a good
spread of age groups at each conference.

* If you are a subscriber, send your application
in an envelope together with the address
panel from the last issue of ACE that you were
sent.

s |f you are not a subscriber, we make a token
charge of £5. You will need to bring this
payment to the conference and we reserve the
right to refuse admission to anyone who
hasn't got it! if you've taken out a
subscription since applying, you can bring
your address panel with you instead - so if
you're planning on coming to a conference
anyway, it's a neat way of effectively saving
£5 on your subscription charge...You can find a
subscription offer on pages B4/8S in this ssue.

Obviously we have to limit the number of
people attending each conference. Numbers
vary depending on the location, but we usual-
Iy accept between eight and 15 people for
each event. All places are allocated on a first
come, first served basis.

A couple of weeks (sometimes the notice is
shorter) before each conference we'll let you
know whether you've been selected. If any of
the selected attendees cant attend, we'll
shortlist you for a future conference and
choose someone else to take their place.

A truly awesome day out with the company who brought you game classics ranging from Dan Dare to
Supremacy, who are investing heavily in new technology and €D development, and who are part of a
group that's into everything from airlines to computer supplies.

The location: West London
The date: Wednesday 19th June

Gremlin Graphics

A company who have produced the most stunning reversal of fortune the software industry has ever
seen, from being perceived as a puppet of US Gold to a dynamic and innovative publisher with superb
titles like Lotus Esprit and Switchblade Il. They go a long way back, too, to the days of Tony Crowther,
Potty Pigeon, and Monty Mole. Gremlin are also heavily involved in console development, and you’ll

be able to see projects underway for the PC Engine, Game Boy, and MES...

The location: Sheffield
The date: Tuesday 11th June

ATVARCED COMPUTTR ENTERTAmAENT S



LET'S DO THE SHOW

RIGHT HERE »

The games-buying public aren’t invited to the ECT S.
ACE sneaks you in the back door...

ris year's European Computer Trade Show
was a peculiar event. Although never expect-
ed to boast the razzmatazz of the Entertainment
show in September, it was none-the-less a some-
what subdued affair, with folks from the
software biz less concerned about hawving an
enjoyable time and more concerned with
expending more of their energies on the seamy
side of actually making money.

The non-consumer policy enables exhibitors to
wander around freely without being trampled,
and makes for a slightly more sane atmosphere,
but without the flashing lights, pumping music
and frenetic buzz generated by a consumerded
event, it's easy to forget that these people are in
the entertainment business,

Without the incentive to dazzle the prospective
punters, mast exhibitors opted for conservative

(Abowe)

US Gold PR Manager. Danieile Woodyatt (left) was busy as
ewer, promoting a range of products including Cruise for 2
Corpse, indiana Jones IV and Refurn to Monkey Island.

[Abowve right)

“Wild" Bill Stealoy, Microprose's infamous founder paid & fly-
ing visit from the States carly in the show. He's certainly
getting into the sling of it.

[Right)
Ocean's Gary Bracey tries out the latest Japanese crame: Virtual
Raality contact lenses!

{ Far Right )

“Did you hear the one about the man who crossed an 5T with a
Spectrum?” Alan Miles (Team SAM) already knows the
punchlime.

“ ADVARCED COMPUTER EMTERTAINMENT

box-ike stands with a meagre frontispiece and an
office inside. Indeed, the quotient of profitable
deals was pretty high, but no-one seemed to be
having much fun.

Even the promotional activity seemed to be a
bit half-hearted with a couple of men dressed up
as Lemmings wandering folornly through the
ranks of suits.

Among the more noteworthy items on show
were Sonic the Hedgehog, a game finally offering
Megadrive owners some ammunition with which
to defend themselves from rabid Famicom Mario
fans, and the arrival of the Gamegear.

And the best news of all is that the number of
exhibitors signing up for a massive presence at
the trade and consumer European Computer
Entertainment Show in September is rising by the
day. We look forward to seeing you there!

Wi

" o

No! Mot Victoria Station, it's the Business Dasign Centra
ini trendy Islington, venus for show.

THE PARTIES:

After all the deals have been done, and before
the ink has dried, happy (and not so happy) busi-
nessmen are enjoying civilised drinkies in one of
the nearby alehouses.

Saturday evening, and Vic Naylor's near
Smithfield market is the venue for the Black and
White Party, arranged by PR guru Simon Harvey
and Ocean's Gary Bracey and Dean Barrett,

@ Atmosphere: 7: - Non-groovy sounds. A bit
crowded owing to size of the venue, However,
the beer was flowing nicely and everyone was
in a good mood. Helped along by top industry

[Inset Loft)
Snore! The latest
in Gamabay soft-
weare, MHand-Held
Home Accounts
and Super
Spreadshesbland
has the players
fighting hard - to
stay awakel
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figures and the fact that the show hadn't start
ed yet and so no-one was knackered.

@ Food: 1 - Rubbish! Hungry journos need
some decent nosh, not measly peanuts and
cheesy nibbles.

® Drink: 4 - “Free” beers and wine supplied
although it cost £15 on the door for entry in
the first place.

@ PR Validity: 8 - No product to push, this was
an allout fun-binge. Everyone let their hair
down and had a nice time. Gary, Simon and
Dean boosted their already soaring popularity
among the industry movers and shakers.

Sunday evening, and the Major Event!
Leicester Square's trendy Hippodrome plays
host to the industry for what should have been a
glittering and enjoyable event from all
concerned. Anything further from the truth would
have been hard to imagine. This particular party
was heralded as a big deal owing to the
announcement of various computer-leisure
awards. However, revellers were disappointed
on a number of counts. The ceremony took
forever, there weren't any awards to give away
anyway (they were held up in transit) the celebri-
ty cabaret was terrible and the “free” bar extend-
ed to two (count ‘em) drinks.
And the cost of entry? £44 each.
® Atmosphere:2-Trendy location, lotsof people.
® Food: 3 - Horrible buffet.
® Drink: 2 - Champagne/beer. Far from cheap.
@ PR Validity: 0.

Monday evening saw the Accolade cocktail
reception in full swing in The Filling Station bar,
attached to the Business Design Centre.

Rarely have so many industry heavyweights
had to come into quite such close contact with
each other. The promise of sampling the novel
Accolade Atom Bomb (a concoction so bizarre
a prize was awarded for anyone brave enough
to successfully determine its contents)
proved tempting enough to fill the station to
bursting point.

® Atmosphere: 6 - No music. Lots of fun but

enjoyment hampered by feeling like you were
standing in a cattle truck in the rush hour.

@ Drink:10 - Anything you want, all for free,

@ Food: 5 - Lots of nice nibbles, not especially
substantial

@ PR Validity: 3 - No big announcements to
maximize potential coverage for the receptive
audience.

@ Jim Douglas

For a full repart on the :

(Far left)
Top TV personality Jonathan Ross enjoys a
wander arcund the show.

(Left)

STORM were whipping up enthusiam for
their forthcoming titles, Rodlang, Big Run
and Doubide Dragon 3.

(Below)

Dominic Whaatley {left) and Mark
Sirachan, heads of Domark, scour &n Hide
of ACE for t*lﬂl"l.l’lfﬂdlffl‘l'}.

(Below right)

Jonathan Ellis, hiéad hondhs &t
Psygnosis, is keen to scotch
rumours that he provided the
imepiration for those dreamy litthe
Lemmings.

{Battom)

Adirian Parr, MD of Microprose UK,
is currently filling the recently
vacated shoas of ex-Marketing
Manager Peter Jones, who has
taken up residence at Sierra’s
newly-opened UK office. Looks
he'll have to play it by aar!

anvARCTD conruTER ENTERTAnMENT ST



Four levels of
difficulty will help
you to learn quickly
- and optional
autopilot landings
will allow you to
concentrate on
airborne action. The
controls are simple,
effective, and easy
o remember. It is a great flight sim for beginners and
experts alike.

Fly missions in any
of six real world
arenas from the
Persian Gulf to
Vietnam, Central
Europe to the
Middle East and
the North Cape to
Morth Africa, giving
you a total flying
area of nearly half a million square miles.

Each area contains hundreds of missions and each mission
will differ depending on your chosen tactics, even if you fly it
Iwice!

An amazing ten
viewpoints give you
the opportunity to
view the fast flowing
3-D environmant
from wirtually
anywhere around
your plane - and a
unique “Director”
option can be used
lo automatically change the view for you, so that you're
always looking right at the centre of the action.

IBM PC & Amiga screen shots

The newest smart
weaponry and laser-
guided armaments
are primed for
launch - it's your job
to make sure that
you're in the right
place at the right
time, and avoiding
the constant enemy

Enemy pilots and
missile crews act
and react
intelligently and
quickly. Success
depends on making
the right moves -
and making them
fast. F15 Strike
Eagle Il puts you in
the hottest seat of them all - Take a look for yourself.

F15 Strike Eagle Il follows F19 and Gunship into the front line. The latest and ites
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AIR SUPERIORITY

The F15 Strike Eagle is the latest in a
long line of F15 Eagles, whose
development began in the mid ‘60s.
Originally conceived as an ultra-
powerful, ultra-fast air-superiority fighter,
the design has developed into an air-
superiority fighter with ground-attack
capabilities.

The F15 Strike Eagle is one of the
fastest, most manoeuvrable, and most
powerful military aircraft in the world. It
has the capacity to carry the latest air-
to-air and air-to-ground armament in
addition to its 20mm cannon.

The latest version of the Strike Eagle is
equipped with a sophisticated zoom
FLIR/TV/Laser target tracking system
that allows the pilot to see close up
views (either TV or thermal) of the target
at all times.

st from MicroProse will soon be available for Commodore Amiga and Atari ST.
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AIR DUEL

Welcome to the first all-action dogfighting flight
simulation from MICROPROSE. Rik Haynes talks to
programmer Glyn Williams about his new baby...

and the game!

Dﬂ you ever wonder what it's like to dogfight
at supersonic speeds over bright desert
skies? What about outflying the Red Baron in
World War One? Imagine the kind of neat
reversethrust frolics you could do in outer
space with a futuristic fighter? These are just
three of the questions that have inspired Glyn
Williams to write Air Duel, a flight-sim that lets
you dogfight some exhilarating combat aircraft
from the past, present and future. With Air Duel
you can climb into a Sopwith Camel biplane or
hit hyperspace with an interstellar spacecraft.
You can even go Tora! Toral Tora! in a Japanese
Zero carrierfighter from the Second World War.

Blasting away from the cockpit of your biplane.

“ ADVANCTD COMPUTER ERTER TAINBIENT

Explain the concept of Air Duel?

Fm more interested in Air Duel being a game
rather than a simulator - although it does borrow
from the simulator genre. My original intention
was to make it more towards a coin-opy sort of
3D game rather than a heavily detailed
simulator. The simulation elements are important
to Microprose so I'm developing those a little bit
more,

Gﬂl"ﬂ'ﬂp.'l"r Wﬂ‘ﬂt'ﬁ ﬂ‘at?

Things like immediacy, speed and pace. The fact
that a playing session will be two minutes rather
than two hours. With a coin-op, it's immediately
obvious what you're supposed to do with it. You
don’t have to read a massive manual to play it.
You just pick-it-up and go. The objective is simple
and obvious. There are certain ways of doing
things in coinops. There are scores and when
your attention is being diverted in a particular
way you get a big arrow rather than a subtle
hint. The difference is a stylistic one.

What do players get up to?

The objective of the game is aerial combat and
dogfighting. The fact there are two players fight-
ing each other in, ideally, the most violent way
possible — where their involvement in that

In Air Duel the player
can take up anything
from a WWI biplana

WWHI jei! Even
better, two players
CAN ENGQIGE e
another in a tense
dogfight thanks to a
unigue split-soreen
display.

Buzzing the airfield. By flying through
an open hanger or performing some
other dangerous stunt, you could sarn
axtra fuel, weapons or just points.

conflict is maximised, their emotional
involvement should be heightened. The ideal way
of playing Air Duel will be between two-players
with split-screen or two machines.

How does the game work?

It's set-up so there are four scenarios to choose
from, which are sort of classic dogfighting
encounters through history. This is a way of
adding value to the game and makes Air Duel
almost four separate products in its own right.
The World War One scenario is played over the
entrenched battlefields of Europe in 1918 -
Sopwith Camels versus Fokker triplanes. This is
an introduction to dogfighting, you get very
close to your opponent. You move quite slowly,
s0 there's a stronger element of strategy. The
second scenario is set in the Pacific during
World War Two. Carrier-based Wildcats against
Japanese Zero’s over a little Pacific islands. The
main difference between the two World War sce-
narios is pace really. World War Two introduces
power as an element in the conflict. The next
scenario is the present day and this introduces
jet aircraft, radar, HUDs and missiles as well as
retaining the other elements. I'm going to do it in
a Gulfy desert sort of scenario, carrier-based F-
18 against the MiG-29 (one of the sexiest planes
in the game). It was designed before the Gulf
War but nobody will believe me. For the fourth
option | thought I'd just go wacky and do &
space game. | can chuck everything to the wind.
Gravity goes out of the window. You have a
much wider selection of weapons systems,
some of them quite stupid and bizarre.

to o Wi fighter toa

e e
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JUST WILLIAMS

Air Duel will be the last project that Glyn
Williams will design and write entirely on his
own, He now has plans to set-up his own
saftware development team dedicated to pro-
ducing top guality 3D games. The 27-year-old
Williams wants to do more game designing
and is already devising a big campaign
wargame/simulator with lots of vehicles and
real-time action. He also thinks it would be
nice to do a sequel to Warhead, his challenging
space-simulator with insect-like aliens and
‘authentic” spaceflight controls. “I'd like to
make the scenario bigger and wider,” Willlams
says, “Down onto different worlds for
Planetbusting. Heavy spaceships bombarding
craggy planats. Something along the line of
Aliens with descent vehicles plunging dewn
into the atmosphere and tearing the crap out
of alien cities. It's quite an intellectual type of
product.”

Will there be ground objects?

When | pick up a simulator the first thing | ever
do is find a bridge or try and fly through a

hangar, things like this. I'm not interested in
authentically landing a 747 at Gatwick, | just

want to do the stunts and stuff. So | want to

force that kind of action into Air Duel. Every one
of the scenarios is structured for this kind of
thing. There are stunt positions and opportunities
scattered throughout the maps. These are
actually useful in gameplay terms. Pulling a stunt
during the course of the game translates into
extra score, fuel or weaponry. Imagine, if you're
running low on fuel the conflict is going to end
real quick but if you can manage to fly under that
bridge with the amount of fuel you've got

avallable you could go back to full fuel and
weaponry and have that as an advantage over
your enemy.

Give some examples of these stunts?
There’s some quite dull ones. There's bridges
and things that you have to underfly.
Barnstorming. There's barns and various
buildings that you have to fly through. And then
there are some more exciting ones. In the World
War Two scenario there's a carrier with holes
under the main deck which you can actually fly
through. Erm, are you with me? In the present
day scenario there's obvious things like
suspension bridges and oil stores. Similar to
this, there are also things that you want to blow
up other than your opponent. These are called
Active Targets like fuel supplies, ammo dumps,
radio masts, missile sites, all that sort of thing.
0f course these Active Targets are appropriate
to the current scenario. You fly over trenches

and craters filled with water - and blow-up
tanks, observation balloons and Zeppelins - in
the World War One setting. The Active Targets
blow up entertainingly and also translate into
scoring points, fuel or weapons. These are very
much gamey sort of things. They don't fit in with
a mission-driven simulator,

Is it difficult simulating planes in a
computer game?

It's quite interesting that. One of the ways that
Microprose have been useful is that the Project
Manager and Shape Designer Martin Moth can
actually fly. So he does know what he's talking
about. | do think there's a lot of bullshit talked
about flight models by programmers. | trying to
get something that feels right more than
anything else. Responsive and flyable. The
model has to be quite realistic as well. If I'm say-
ing this is supposed to be a Wildcat, people
would be disappointed if they could fly it 500
miles per hour or past the speed of sound. So
you have to tweak the model make it behave
within a reasonable set of characteristics that
resemble that aircraft. It's more about being fun
to play and fun to fight with.

Have you nearly finished Air Duel?

The surface detail is very scarce. Only half the
artwork is done. It's at that sort of stage. Sort of
in the middle. Air Duel was born out of the ashes
of the Fokker project | was doing for Activision.
If it was a team of 57 working on it, Air Duel
would be finished next week. Since it's only me,
it will be finished sometime later this year. I've
got to take the prototype which is working com-
bat and enrich that up into something people
want to pay a lot of money for. So there's a lot
of work left to do on presentation. You're going
to have a really rich form of combat and options
which allow players to fundamentally modify the
way the game works. You can tinker about with
how the game plays and scores, how difficult
planes are to fly, whether you bounce-off or

crash into the ground, and so on. You effectively
get 10 games for the price of one. It's like a
sport — one activity — which is beating the other
player. It lives and dies on that one activity.

Were did you get the ideas?

Mainly through my own frustrations with flight
simulator product. They didn't address what my
needs were. | want to blow things up and kill
other people. | wasn't interested in executing
meticulously detailed missions. That's my gut
reaction when | pick-up a flight simulator
product. In Air Duel you want to locate the
enemy straightaway. That's normally a very diffi-
cult thing to do in a computer flight-sim. You
can't look behind or around you. You can't look
into the distance very well. The tradition way to
overcome this is by providing instruments. With
a coinop you don't want to learn about radars
and HUDs or press keys on the keyboard. So in
Air Duel if you can't find the enemy you fire
some shots off - you've got limited ammo so it's
costing you something — and you immediately
get a big floating arrow that tells you the
direction of your enemy. This wouldn't look too
out of place in an arcade.

Care to describe any advances on the code
front?

I'm kind of happy with the way my graphics
system works. Not so much in dramatic
performance, which | think seems about to be
the same with every simulator released these
days, but how nice and easy it is to program.
This means it becormes quite inexpensive for me
to do things like, erm, getting it to do stuff. If |
wanted to show a particular view from a particu-
lar angle after something has happened, it's real
ly easy to set-up a little program to do that. It's
all very well and good having a graphics engine
which can run at terrific speeds but if it's a
bugger to program your game is going to suffer
because it makes it very expensive to do a lot of
little effects. Mine will pay off. | can say | want
smoke to come out of this crashing aircraft just
by turning on a smoke-generator. Does that
make sense? | make full use of the computers
colours. In the World War One scenario for
instance you get ‘fogging’, | suppose you could
also call these depth-cueing, it's going to be
mistiness. | want to get a quite unigue look for
the game. In terms of detail, you can actually
see the propellers moving round.

ADNANCED COMPUTER ENTERTAINMENT “
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TAKES OFF

ell, it’s finally happened - and coin-ops
w~.-f'rll never be the same again. The

world's first Virtual Reality coin-op
made it on-site this month, to the ecstatic
response of the general public, At least those of
the general public that were lucky enough to be
staying at SouthCoast World in sunny Bognor -
for that is the place where the arcade industry
finally made it into the 90s.

The Virtuality SD Unit, first covered in ACE late
last year, has finally made it into the arcades
after an impressive World launch at Wembley
Conference Centre which included thunder-
flashes, public address systems,
manner of coloured i

games on offer for the Virtuality
anit right now - one mainstream air combat game
called VTOL and another more original title based
in the true Space Opera tradition, Battlesphere.

VTOL first. Playing the game on Cadet level,
the easiest, you are given limited aircraft dynam-
ICs - 50 you can't do anything spectacularly
wrong. It's a question of zapping down waves of
enermy fighters that appear in order to earn refy-
els, either mid-air jobs, rendezvousing with a C-
120 Tanker (starting off automatic... then you
have to do it yourself!), or by landing on a carrier
or airfield.

Directional controls are on the right-hand
Joystick, along with the guided-missile trigger and
ordinary cannon button. On the left joystick you
have a simple forward-to-go-faster, back-to-go-
slower action.

This in itself is impressive, with fast vector
action, fractal landscape and bucketfulls of sam-

“ ADVANCID COMMPLITER ENTERT AMMENT
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pled speech, sound effects and a “Get-down! Hit
me! Ouch!” Top Gun style CD soundtrack to top
everything off.

But once you've mastered Cadet level, there's
Filot and Ace levels that gradually bring in extra
controls, extra tasks and extra grief in the form
of some very intelligent enemy fighters. The flight
model becomes realistic, refuelling and landing
the plane becomes decidedly tricky and there's a
big grandstand finish to aim for that Wi aren't let-
ting on about yet. There's also a Player vs Player

level that will let you play headto-head with up to
20 or so linked machines!

Some early players have called it comparable
to being in a top-spec flight simulator - check it
out for yourself! It certainly takes some getting
over the conceptual wall that there is no screen -
that you're inside the game universe itself!

Battlesphere is the game that all scifi fans are
going to freak over, because it lets you live out
your wildest Luke Skywalker fantasies for real.
This is a game set in a real 3-D universe, In
Space, there’s no up/down, left/right! There are
a hell of a lot of alien fighter craft, however and
they're all out to get, you!

In actual fact, they're defending their
Mothership - and quite a Mother it is too.
Unfortunately, you (or you plus a whole team of
guys) have to travel over to it and take out all its
laser ports (requiring considerable skill) and then
skillfully fire a bomb into the depths of the main
exhaust port. No worries, eh? Again, play
happens in waves of aliens, with you getting
increasingly more gametime if you manage to
take out each successive wave.
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With an ear-shattering boom an enemy jet explodes in a shower of shrapnel. One down,
loads more to go. ¥

[Abowve) The VTOL gama in action. You're being buzzed by a whole squadron of enemy fighters.
Mh:lﬂdﬂﬂﬂlndﬂnnbﬂuhﬂ-ﬂdh'dulh-d#mmﬁ*tqﬂu
m.ummmnmmmmumqmmdmha

fraction of a second.

{Loft) *Yeeeee-hasaaaal You're all clear, kid, Now biow this thing and we can all go on.” DR
sharp shot down the Battlesphere's exhaust port and the evil Emplre’s reign will be at an end.

What makes Battlesphere an outstanding game
is its innovative use of the VR environment.
Superimposed on your view in the headset is a
head-up display that includes, not surprisingly, a
gunsight. Move your head - and the gunsight
maoves too - that is, it's not linked to the direction
of travel of your Pod. It's like have a laser stuck
on the end of your nose, so you end up tracking
alien fighters across space with your head in one
direction, as you zoom towards the Mothership.

Different skill levels bring in different weapon
types (laser, photon star and the infamous Chaos
Bomb... drop one and see why!) and harder
enemies, while you can either slug it out with a
friend in Asteroid Dogfight (a Player vs Player
mode) or even try and take out each others
Motherships in the major Battlesphere level.

However, if you really feel like getting friendly,
you and a friend can share a Pod, with one of
you being the Gunner and the other being a Pilot.

Battlesphere has given me the best buzz from
a game since | got good at Defender - which
puts it straight up there in my top three ever, try
it for yourself to see if it hooks you too!

Thunder Force
- Capcom -
After the success of Mercs -
playing to the would-be Arnies
of this world - Capcom are now
trying something of the same
ilk, but for up to four players at
a time. Nice graphics, good
sound and some neat pallette
effects should make this popw
lar with proto-Commandos.

Big Karnak

- %aolco -
A harizontal scrolly with jumpy-
jumpy, shooty-shooty
tendencies, set in Ancient
Egypt. More of a puzzle
glement than many of its kind -
and with more than adequate
graphics - this one appears to
trancend its genre. Sort of.,

Well - it's Conan time, as your
large, barechested (or should
that be bear-chested) sprite
scrolls vertically up the screen
and hacks away at assorted
Goblins, Kobolds, Cavemen,
etc, etc. The top-down view
works OK, but this is a bit of a
filler rather than a major
release from the increasingly
cuddly Jaleco.

ACARCED COMPUTER INTERTAINSSENT ‘?
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Roger Wilco and the Time Rippers, otherwise known Gods from the Bitmaps. Intelligent monsters and
a3 Space Quest IV offers some enticing graphics and excellent graphics, but does it offer anything that
excellent adventuring to boot. Page 50 exciting?

IT TAKES ALL SORTS

And that fact is rarely more evident than when discussing
games. One man's meat is more often than not another’s poi-
son. And when hyperbole and superlatives fill the air like so
many noxious human emissions, it's easy to become desensi-
tized to the real feel of the review. Here at ACE, we try to be
a little more conservative in our approach. You won't find
wasted words here. ACE reviews aim to be level headed and
analytical. But that doesn't mean we don't get excited about
the games we see. We simply make sure we get excited about
the right ones.

The PIC - Predicted Interest
Curve

- is the most sophisticated
reviewing tool around.

The curve is divided into six sec-
tions, indicating the player's
adrenalin level after one minute,
one hour, one day, one week, one
L B P RS e e T i month, and one year. And this can
fow .'-.-n-..r- -.I |.I'|-- .||“p.'.' -...r .,.u.-.l- play -.._.I-:,- h.:.--.._ A tell you a lot more about a game
Urfartunately a repetitnve challéngs means il 's dovenbell thiniuﬂmimmﬂ lewls_,"
The minute, hour, and day rat-
ings can tell you a lot too. If
there's a dip here, followed by a
rise, you've got a game that may
take a bit of getting into.
Alternatively, the graphics may
put you off for a while until the
gameplay starts to grip. Check out
the PIC comment for more details.

from there on
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SPACE QUEST IV Sierra
GODS Renegade
ATOMINO FPsygnosis
SHADOW DANCER U5 Gold
SQUASH Krisalis

HILL ST BLUES Krisalis
DARKMAN Ocean

ALIEN STORM U5 Gold
MERCS U5 Gold

JET FIGHTER 2 U5 Gold
VIZ Virgin Games

DAS BOOT Mindscape
COHORT Impressions
BURAI FIGHTER Nintendo
R-TYPE Nintendo g
AERD BLASTER Megadrive
MEGA TRAVELLER Empire
PREDATOR 2 Image Works
GAUNTLET 3 US Gold
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SCREENTEST

Harving spied a possible
route of escape (abowva,
left) you stow yoursel
AWAY ON AN EREMY Space-
craft (beft). It rises up
from the shattered city,
and flies off towards an
enormous alien building
[balow), These sequendes
add & lot to the

atmosphere but take a
while to skip through.

Naming the hero of your adventure game
after a radio check-sign doesn't bode well
for a sustained level of amusement. However,
that Roger Wilco has been around for a full four
games now, and his latest excursion is a more
lavish and incredible trip than any before must
indicate that the joke has some considerable
legs.

Wilco, inept janitor and reluctant space hero, is
confronted in a seedy bar by the Blake's 7 looka-
like Sequel Police. No ordinary constabulary
these, once in the parking lot it emerges their
intentions are strictly for Roger's demise. It looks
as if Roger's goose is cooked, and only the swift
actions of the friendly Time Rippers enable him
to escape.

And so, after a lengthy intro sequence, Roger
finds himself dropping through the other end of
the time rip into - urk! - Space Quest XiI! His home
planet has been virtually destroyed by the evil
Vohaul and is on the brink of collapse. Staring
mutants wander the darkened streets. Burned
out vehicles lie abandoned and useless, riddled
with laser-fire, What has happened? How can
Roger get back to the, er, adventure? And what
i5 that pink fluffy rabbit doing?

Controlled exclusively with point-and-click
commands, Roger moves reasonably freely
through his environment, examining, touching

iﬂ ADWARCED COMPUTER ENTERTAINMENT

&THE,
TIME RIPPERS

SIERRA reaches new heights in goofball adventuring

and collecting objects, talking to characters he
encounters etc. The two most immediate points
of note are that (a) the graphics are astonishing,
and (b) Roger gets killed an awful lot.

It's a rough old life for a space hero these
days. Continual raids by the Sequel Police intent
on Roger's discovery, deadly oozing slime down
in the sewers, unstable explosives, and that's all
in the first ten locations!

Avoiding these untimely ends obviously takes a
bit of practise, but Roger will rarely come
unstuck without some foolishness on your part.
Dangerous situations are always clearly
explained, and thanks to an excellent user-
interface, the game can be saved in virtually any
position with the minimum fuss. Even in move-

Wandering the deserted streets are cyborg mutants,
programmed by the Sequel Police and thair evil controller
to locate resistance forces and convey their location badk to
HOQ. By the time you see him, your game is virtually over,

b amn: aENE el Ny wmn  emw e



cribcal srtuations, a Save can be used without
taking up precious game turns.

Aside from the graphics which in places are
guite awe-inspiring, textual descriptions for all
major items in the game are included Thankfully,
no cop-out “l can see nothing of interest hare”
messages are included. The only negative point
lo make is that since the designers have gone
into such detail, it's sometimes a bit difficult to
identify what are ‘useful’ objects and what are
simply background features.

Speech is the area where the player has the
least control. The player can click his “talk” icon
on any character in the game, which may or may
not initiate a dialogue. The player can't tell Roger
what to say. Instead, the computer feeds Roger
mes appropriate to his current situation. Go into
a gent's retailers without any trousers on, and
Roger will have a discussion about buying some.
This format works better than you may expect.

Ihe back-and-forth nature of time-travel games
can usually tum into a pain in the neck, jaunting
all over the place to try and effect events before
they happen and the like. Here the path is quite
inear, in a flexible sort of way. Rather than offer-
ing enarmous areas to explore and get lost in,
the player is for the most part kept in a suite of
around ten locations, and forced to concentrate
on the problem in hand, before moving onto the
next zone.

Indeed, the nature of the puzzles is pretty solid,
On finding yourself in an apparently dead-end sit-
uation, the answer will usually be close at hand.
In that sense, Space Quest [Vis an immensely
fair game, allowing the player in theory to play
through all the puzzles first time round, without
learning too many costly lessons. This doesn't
mean the game is easy - far from it - but it helps
dispel irrational fears that maybe if you were to
refrace two-days effort and get the bunny it
would help you fly the space ship, for no better
reason other than it's the only object you aren't
holding.

Occasionally the game will demand that an
event has happened which will make Roger
hnow’ something before allowing another
occurrence. For example, in the Galaxy Galleria
Mall, Roger (for a number of reasons) needs to

[Right) The most fiendish torture of all, a deadly HAIR REMOVER! (Below right)
Crozi-dressing may seem like a bit of a come-down for a top-flight space hero, but
#uch indignities must be endured. {Bottom) Work in the leisure age is limited, and
making a buck is far from sasy. There's slways work in the Burger hars.

[Laft) Restrained in a space-chair by two buxom captors, Reger
must think on his fast last he lodes more than his trowusers

‘Balow] Much nicer scenery than in Space Quest XIi, althaugh
1 beid threatening.
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An eucellent sci-fi romp. Quick-paced and quick witted,
the action seldom grinds to a halt, and for an intention-
ally furiny game it manages to maintain a decent level
of tention too. Even when you're stuck in a dead-snd,
thare are enough jokes to keep you amused.

s

RELEASE DETAILS

IBM PC £34.99 OUT NOW

Space Quest IV's top-notch graphics are a far cry from those found in adventure games only a short time sgo. Hofty hard-
disk sccess and some irritating waits sre part and parcel of the deal, and playing off floppy disks is really out of the
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get dressed up as a woman. The first time |
played, after dithering around the mall for a bit, |
found myself presented with a helpful shop
assistant and was into my slinky-black number
and wig in no time. However, after coming
unstuck and reloading, my visit to the boutique
was in vain, and | couldn't get served to save my
life. Since | presumed | needed the disguise to
get past the burly security guard on the door, it
didn't occur to me that | had to try to try to use
the Autobucks Teller Machine before atternpting
to buy the dress. The teller machine does a visu-
al identity check, you see, triggering the helpful
ness or otherwise of the assistant in the
boutique.

The selfreferential nature of the plot makes for
Bood reading and easy ironies. A particular
favourite of mine is the option to travel back in
time to Space Quest 1, and have Super-VGA
Roger wandering around the excellent
throwback graphics of his first adventure. Black
and white hoodlums even threaten to chase Rog
and his fancy-boy 256-colour ways out of town.
And if you think that's convoluted, how about
going to visit a software store in the future
selling (among other things) a working electronic
tip book for... Space Quest W

Dramatic scenes are handled well, although
they may verge too much on the Dragon’s Lair
style for some gamers. There are instances
where lengthy scenes of animation precede a
brief opportunity for you to act. Miss the chance
or try the wrong option and Roger will invariably
buy it. Again, however, the save-at-any-time
makes it possible to jump right back into the
action at the critical moment should your choice
prove incorrect.

There's no doubt, though, that Space Quest iV
15 a deep, challenging and entertaining
adventure, gaining a lot from doing away with a
fype-in parser and concentrating on the team's
graphic and storytelling abilities.

® Jim Douglas

tumbling through the time rip in an attempt to escape the evil
sequel Police.

“ ADVARCED COMPUTER EMTERTAIWASENT

---A THOUSAND WORDS

ol'lﬂ of 5Q I/'s novel fll'lﬂrﬁiiﬂ'll-!rlphiu handler. Rather than beirg constrained to a partic-
ular single-screen location, Roger can enjoy enormous panaramic views of his environment!
By walking to the edge of certain screens, Roger triggers a scroll revealing his new location and
how it connects with the last. Although far from smooth, it genuinely adds to the feeling of
realism. Almost intentionally | suspect, the technique is first used in a far from inspiring manner,
scrolling around dingy little tunnels in an underground sewer. However, it's second use in an enor-
mous space-hanger and third an a breath-taking alien world are quite stunning.

The Skate-o-Rama in the Galaxy Galleria Mall is a
fine place to go shopping, but it isn't getting the
adventure solved, is it7

The entrance to the Sequel Police
E (Latt] Inside the headguarters is a far from

landing bay. These hospitable place,

i Policeman aren't the
s=ort of whom you
ask the time.

Your inventory
screen (loft) offers a
handy user-imterface
with the bits and

EXTRA! E:




MEGAFORTRESS is
ready when you are

| tﬂchnuhgy terrain guidance radar, multiple
missions, and a massive arsenal at your
disposal. Full colour VGA graphics and
Sound Blaster/Adlib sound boards
support brings the reality of
long-range strategic air
assaults into your home.

Available for Commodore
Amiga, Atari 5T, IBM PC
and compatibles,

Based on ‘Flight of the
Old Dog’, Dale Brown's
best selling novel.

A " - o g TT— Mindscape international Ltd
it = : '-:',r. The lilum.h House &

MINDSCAPE

Tel; (0444) 831761

. n"un Al
Fax: (0444) 8311688

y
roducts please phone

(0 arged at 34p per r1||r|uh.
Mavigator's Stati lobal Display s Station during cheap rate and |.1|. 45p per minute at other times)
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1 {below) One of the most satisfying

i aspects of Gods (from a haok 'n' slay
point of view) i the rsmber of
weapons you can lob abogt, It won't
be long before you've picked up
enough hardware 1o become a
mh-bl.m-m’.
(bottem) Another intelligent alien -
this ones after rl)l.'llhﬂd,.‘ld"lﬂpl
up and down the platforms in pursuit,
Bah! These new-fangled intelligencoe
r I cam r ber the good old
days when baddies WERE baddies, and
just trundied mindlessly left and right
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RENEGADE take
you to Hell
and back in their

latest release

COORI2ES

F el i kb i

ﬁl!l‘du!l'di—l!l'ﬂ:}]r al

h, births. Difficult times for all concerned,

especially when this is your first child, While
the Bitmap Brothers strain and grunt in a sealed
room, all Renegade can do is nervously pace the
corridor, chain-smoke like crazy and wait, wait,
wait....

Gods is a multi-directional scrolling arcade
adventure, where you must guide a hunky hero
through a hazardous quest to slay the vile Lord
of'the Underworld. Your epic journey will take you
through four distinct regions, a ruined Greek city,
an ancient temple, the tombs below and finally
Hell, each split into three sub-levels packed with

—  bgly monsters, valuable treasure, sneaky traps,

2

~-secret rooms and cunning puzzles.

Mid-way and at the end of each level there's the
ancient Greek version of the shopkeeper from
Xenon 2, where, cash permitting, you can buy a
wide selection of weaponry (daggers, shooting
~ stars, fireballs, etc), plus loads of special icons
like invulnerability shields, monster freezers and
smart bombs,

And you'll need all the help you can get,
especially when you reach the end of a level,
hecause that's where yvou'll have to face a huge
guardian which will do its best to make sure you
go no further.

MNow, now, stifle that yawn. Admittedly the
Bitmaps win no prizes for originality, but they've

done for arcade adventures what they did for
shoot-'em-ups with Xenon 2, i.e. take all the best
ideas from other games and then add that extra
something special to lift it head and shoulders
above the rest.

So what is that ‘something special? Well, for a
start the monsters have been kitted out with
state-of-the-art brains. On the first few sub-levels
the creatures are as thick as so many short
planks, but it's not long before they're hunting
you down, avoiding your shots, nicking magic
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{far left] The Bitmaps have packed
Gardls full of secret rooms, bonuses
and surprises. At first these
gargoyles look like innocuous
stone statwes, then one-by-one
they come to life and home in!
Aaargh! Pulling the lever causes a
shigld icon to appear. which
promptly drops through the simul-
1 ly-opened trapdoor. Race
to pick it up because it's the anly
way you'll survive the leng, long
drop to....

{lfefe)...The entrance to a bonus
room. Inside are riches beyond the
dreams of avarice - provided you
remembered to pick up the correct
door key along the way.
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{left top to bottam)
A puzsle, There's o shield icon, bat it's
guiardaed by lethal spikes. How can you got
T Ah-ha! Here comes a thiel monster,

U he heops, through the spikes, and grabs
the bomus. O, come back !,

W% going to take more than kind waords
to encowrage the avaricious litle * 8! to
e down lrom his perch. Select a shiny
bauble from your inventory and drop it...
~.Tha thief can't resist, and jumps down to
snatch the glittering gem..

. barrage of daggers and fireballs sends
the sneak to the great prison cell in the shy
(el spare you the gory details), leaving
behind bath the pewel and the shield icon
for you to pick up. Clover, ah?
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v e el diiiiss |
(o) Wil you ever find
peace? This is World 2 of
Lewel 1, and your task is to
take that vase 1o tha
potiery - anly then will
thi Warld Key be
revealed.

(middie) The risks in deowvi-
ating from the easy path
are many but so are the
Fwiards, Whe knows? You
may discover a treasurs
room like this one, stulfed
full of lucre.

(bottom) This flyer is pret-
ty tricky to eliminate. He
flits about, trying to
dodge your shots, then
darts in for the kill.

items and generally being a big nuisance.

Then there are the puzzles. Tripping switches
and pressing pressure pads in certain orders
can reveal all sorts of surprises, not all of them
peasant. Sound effects are cleverly used to give
audio clues to off-screen events, such as a
switch causing a distant trapdoor to open.

There's a genuine thrill in playing through an
area a hundred times then spotting a slightly dif
ferent wall area concealing a switch which, when
toggled, unveils a secret bonus-packed room.

Last but certainly not least are the game’s
graphics. They're a wonder to behold, and the
scrolling is excellent for an ST. The Amiga
scrolling is better than the 5T°s but not on par
with, say, Turrican 's - but then Turrican I didn't
have Gods' depth of gameplay.

MNow for the carping niggles. All control, includ-
ing movement, firing, toggling switches and pick
ing up and dropping objects, is via the joystick.
It's a little fiddly at first, but not annoyingly so,
and you'll soon have the hang of it. The hero also

{ab and leff) The first end-
of-level baddy is this giant
warrior (remamber Talos
fram the film Jason and the
4 Argonsuts). Whatever you do
&2l STAY AWAY FROM THAT
{ SWORD! The fullmess (or ath-
erwise) of the jars at the bot-
e tom of the screen indicate
how much energy you (left
jar) and tha conturion (Fight jar) have left...
oI o shower of sparks and stars the centurion finally keels
ower, revealing bags of goodies for the taking. Don't let all
that cash burn a hole in your pocket - the shop's just around

the comer.

{left) There's no time to relax and take in that gorgeous shy -
you're under attack once again, this time by a swarm of
harpies,

| _STIAMIGA

The diffsculty has been pliched just right. The first couple of
warlds ane relatively easy (though no %), but provide a
Fireely-pudged tuitkon in the job abead. Only after you've been
playing for & while will you discover that Geas packs consideralsln

ACE RATHSG
”' The Mmiga version's 5T noots ane shghily wisdbe: the
srndling H & tasd “dranky’, ot the Sreaga’s wapenoe
I a _ q l g I hardhasare b been vsed to smooth out the rde (e
- | wrol rabe rever drops. balow 17 frarss per wscord],

making e a mone enjopsble playng espenience
Sound s sturming - the o grumis and pants wath
WRETL L, MDD rodr and wream @ they reathe
thair last and this wsund tiss Tor actaaliveg jveitchn,
such as trapdoors opening, spiles mowing, ete, are
siperhly realitio

|
AR RATI ATARI 5T
” I Thi grapiiecs and hll-screser serollng are amaning

ardd just showe what the all-too- #requenthy belarked

™ 9 5T can de i this hands of & geod programimer
I . Ll B | Sisundl i great foo, although understandsbly not up
I I L I l l i the Amiga's standard. Whthes you'ne inta mon
I I I I I sbf Padkin' o whether you'ne inbo bren wracon”,

dRas m. far pouw

LEASE DETAILS

AMIGA £25.53 QUT NOW
ATARI 5T £25.53 OUT NOW
IBM PC £TBA JUNE

takes his time turning from left to right and vice
versa, which can be frustrating when you're
being attacked from both sides. But neither of
these faults in any way ruin the gameplay of
what is undeniably an enjoyable product of great
depth.

Congratulations, Renegade, Go down the pub
and buy all your mates a pint and a fat cigar:
your first child is a healthy bouncy bundle of joy.

@ Richard Evans
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Hardly an overwhelming first impression, though things
certainly improve the further into the levels you get.
Controls are pretty simple, but the ability to send the
dog off 1o weaken the opposition works guite well. Not

The bad guys tend to hide
bahind anything arownd,
bins, crates, cars, It's

unwise to put yourself im
a situation when you have
to face off with the armed

Baddies.

Ithough the novelty of the ninja

may have worn dangerously thin,
Shadow Dancer at least offers a novel
twist on the theme. This time, the dead-
ly hooded assassin under your control
must scour a cityscape, seeking out
and defusing deadly high-explosive
devices. Your mission is hindered by
hordes of drug-crazed miscreants intent
on your downfall,

Indeed, the foes you face are so fero-
cious and number so highly, that one
ninja alone - no matter how tough -
wouldn't be able to defeat them all.
Enter a monstrous icey-white dog; your
pet and fellow battler for the Good,

Each level has a number of bombs,
all must be located and touched (thus
defusing them) before you can success-
fully progress to the next level, As well
as the rank and file bad guys, extra-spe
cial hardmen are assigned to protect
the bombs, and you'll need to plan your
attack carefully for each one.

Armed with both a sword (for close
quarters combat) and an unlimited sup-
ply of throwing stars, you can deal with
most bad guys easily. They'll fall away
like so much chopped liver under a hail
of the spinning steel stars. However,
contact with any of the bad guys or any

By dpir,
I.-up“i.ntn the air and
blast away with your

alternatively, you can

Ninja Power, end-of
level guardians can be
dispensed with sage,

SE ADARNCED COPPUTER EMTERT AIMMENT

deadly spinning stars. Or

send your dog ahead 1o
do your dirty wark

a firecracker, but fun none-the-less,

AMIGA

ATARI 5T

US GOLD offer us a fierce duo if there ever
was one; a man in a sheet and his pet dog. |

R e 5 W
The bonus stage is actually graphicaliy superior to
the rest of the game, looking akin to a comic book.

of their bullets (yes, they're armed too)
will cause your warrior to conk out and
return to the start of the stage.

Many of the baddies lurk in shielded
positions, behind crates and barrels
which will halt your shiruken. In order to
get at themn, your hound can be sent
ahead on an arm-savaging mission.
While fighting off the toothsome
advances of the canine, your intended
victhm stands up from behind whichever
object they're currently hiding, enabling
a clear shot to be taken,

Inevitably, the dog will come off badly
every now and again, but rather than
being reduced to a yelping bloodied _
mess, it simply turns into a miniature i
version of itself, useless in any fight for
a short period of time,

Bonus stages between the levels offer
extralives for proficient players.
Peculiarly, the graphics in the bonus
stage are considerably more attractive
than those in the main game, like the
exaggerated perspective-view up the
side of a towering pagoda, with enemy
warriors hurling themselves down at
you, Guiding your screen-arm left and
right to aim, you must fling the deadly
shiruken upwards, killing the ninjas on
their way down.

Depending on the size of your own
collection, this particular Ninja offering
may well prove worthwhile, Even if
you're overloaded with fighting product,
the canine slant will probably offer
enough novelty value to justify pur-
chase,

@Jim Douglas
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[ if you are interested in buying an Atari ST (or if you alread?
own one), then you will not want to miss the FREE Atari
ST Product Guide from Silica Shop. This 48 page, full col-
our guide is packed with details of peripherals, ac-
cessories, books and software for the Atari ST range of
computers. In fact, the 1990 Atari ST Product Guide is the
most comprehensive product handbook available for the
Atari ST. Not only does the Product Guide provide an in-
valuable source of information on the UK's largest 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:
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“BLUES

f you have ever wondered - while watching the

TV exploits of Renko, Bates and Hunter : what
it takes to police a tough downtown
neighbourhood, here's your chance to find out

You take on the role of Captain Frank Furillo of
the Hill Street Precinct, who has to keep his pop-
ularity up and the crime rate down by efficiently
superwvising his highly trained team of profession
als and thus protecting the public from pickpock-
els, muggers, drug dealers, armed robbers,
vicious killers and other unpleasant characters
one wouldn't like to meet personally. But simply
rounding up the bad guys isn't enough: once
arrested they must be found guilty and
successfully sentenced by the Court of Law.

The game starts with a flashy film-ike intro
sequence complete with digitised pictures of all
the officers at your disposal and mellow title
tune, Prior to beginning your mission you are
asked to choose the anguage version and the
difficulty level (though even at the easipst sefting
I found it hard to imagine anyone other than a
21st Century cyborg supercop managing to keep
the soaring crime rate down).

The main game screen is split into three areas:
a birds-eye view of the Hill Street Precinct: a set

38 ovencn
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Bekond

Pounding the beat on foot
it the quickest way to get
o the scens of a erime, but )
P Ehere [ allows you 1o

or.
tem)

g up the map while
iffeeing an officer allows
ta be sent between
tions more quickly.

L
-

(bove top) The intro features a Faithful

-

e randition of the TV show's tune and
- &% g opening.
P T 05 ™ 1 {Abowve middle) Furillo's office. From here
- :r f L gl —""l || ¥OUl Can aCoess a precinct map and check
—-—rTiE : = - out various statistics on the computer.
el k| et N el 5 (Above bottom) Hill Street by night. The
AL g T 13 ~ = game has full day and night cycles, with the
= e - :-'."2. citizens going to work etx, just like real life.
", g
"mrmo =
T2 28 KRISALIS get the
: § =
BEsE . -
. 4l street beat in

s

gl 5,

their new TV
show licence

[ Street Blues

of control icons; and either a radio operator
giving you details of the latest crimes being com
mitted, a car dashboard or a police belt indicat-
Ing your current form of transport.

Command of all your officers' actions is via
pointing-and-clicking on icons with the mouse.
You can access the main police computer for the
latest crime and officer statistics information, dis
play a map of the area, send an officer to a desti-
nation on foot or by patrol car, take manual
control over a selected officer, use numerous
radio facilities, examine any citizen's record, set
up road blocks and warn, arrest or shoot (check
out the hilarious sound effect!) criminal suspects.

Betore setting off on your mission you should
spend some time not only studying the map of
the area but also the actual reconnaissance
patrols. Like most strategic games success
depends on a wellplanned approach to all tasks,
everreadiness and quick decision-making, It
would be also a good idea to practice your
mouse skills (and get a proper mouse pad 1),
because the icon-controlled command system
can prove quite tricky when used in a situation
requiring rapid response.

Hill Street Blues' near life-ike realism (including

day and night cycles) and complex variety of
Eame tasks are impressive but they increase the
ever-so-high difficulty level. Apart from tracing
criminals and giving evidence in the Court, you §
will also be expected to maintain a high level of §

Although it's guite sasy to get the hang of the icon
based control system. the high difficulty sotting may
scare off the less-porsistent gamer.
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Are KRISALIS cuurt -mg
disaster with their latest
sports sim?

t has to be said that Jahangir Khan's

World Championship Squash resembles a
game released a couple of years ago. But
you should never judge a game on looks
alone. Although the graphics may seem a
litle dated compared to other current
releases, they don't affect the gameplay or
have any bad influence on the general feel.
Rest assured that Squash will test your
reflexes and joystick skills to their utmost
limits.

The game allows you to choose between
two independent competition systems: a
Club Tournament played according to the
league rules and a knockout World

The cup room, where you can save or laad your current league
position by clicking on the relevant icons.

popularity among the public. Frequent gun
battles, corpses littering the pavements,
excessive use of car sirens, traffic congestion
caused by road blocks and above all a high
crime rate will cost you popularity and possibly
your job. However, if all crimes are quickly
solved and the guilty are successfully sentenced
in Court your popularity will rise and you may be
rewarded with a promotion.

Graphically the game is above average with an
well-designed game screen, meaningful icons
and several nice touches, including digitised pic-
tures. The birds-eye view of the area serves its
purpose quite well, although the multidirectional
scrolling is far from perfect. The game doesn't
make a full use of the computer's sound capabili-
ties, however the pleasant title tune makes the
intro a pleasure to watch.

On the whole, Hill Street Blues is an enter-
taining game, but the high difficulty level means
it won't appeal to everyone. Strategy fans will
find the game challenging and rewarding to play,
but more casual gamers may find them-selves
frustrated by the large number of balls which
need to be kept simultaneously in the air.

@ Tom Troscianka-Carroll

AR SRRERN SCREENTEST

Sguash allows you to play any combination of competitors imaginable: computer vs oom-
puter, compater ¥s human, human vs human. The computer opponents range from in
ability from pathetic to world class, providing a challenge whatever your playing guality.

Championship. A variety of options, includ-
ing ball type, service rules, competition
characteristics and the ever-so-useful
practice mode, can be selected from the
icon-controlled menu system which may be
displayed in five European languages
{another step towards 19927). There's also
an option to select and watch matches
played between the computer opponents;
it's supposedly designed for you to build up
a picture of their individual styles and skills,
but it's no real help and very dull.

Like the real thing, Squash is quite difficult
to get into, but once masterad it can prove
extremely addictive. Your player can be
moved around the court with joystick.
Tapping fire and pushing the joystick when
near the ball will play a lob or power shot to
the left, right or straight-ahead. There's an
option to let the computer take shots for
you so that you can concentrate on getting
your positioning right - very useful!

The general feel is quite good with a very
realistic ball animation and not-so-realistic

player control which gives an impression of
slightly random movement. The unusual
isometric-3D view of the squash court
makes it difficult to correctly position your
player to hit the ball, but after a few
practice matches you should be able not
only to effectively control the character,
but also to produce some brilliant shots
which will make your opponent run away in
fear.

Sound-wise the game is above average. It
incorporates realistic sound effects and
some jolly tunes which could make you tap
your fingers and maybe sometimes stomp
your feet (and that's ‘maybe’).

In all, Jahangir Khan's World Champion-
ship Squash is a good sports simulation
which unfortunately lacks the graphic quali-
ty of today's top games, but should bring
the patient many hours of enjoyment. Don’t
be put off by the initial chaos: remember -
practice makes perfect!

@ Tom Troscianka-Carroll

JAHANGIR KHAN'S
WORLD CHAMPIONSHIP
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The attractively-dranwn main menu screen. From hare you can
view the lsague ladders and the names and statistios of all the

participating competitors.
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SQUASH

AMIGA

Difficult to get into and play, though once mastered
you'll fimd that Squash's wide range of various|y-skilled
opponents and two-player options offer an addictive
long-lasting challenge
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SCREELNTEST ERRASEE

his spoof comic-style thriller from

Writer,/Director Sam Raimi doesn't quite live
up to his previous Evil Dead movies. Although
there is an occasional glimpse of the Raimi
slapstick genius in Darkman, the film was a flop
at the box office. Still, this fact doesn't seem to
bother Ocean. Darkman is now out on video (cert
15) from CIC. Ocean expects it to be a bit of a
cult on the smallscreen - and possibly on
computer and console as well.

Raimi describes Darkman as a “high-tech,
action-packed Phantom of the Opera”. The idea
of the game, naturally enough, is to play through
the events of the film.

Doctor Peyton Westlake, played by towering
Irish actor Liam Neeson in the movie, is a brilliant
scientist working on a new synthetic skin ideal
for burns sufferers. Taking old photographs of
burns victims, he's able to mould a mask using a
computer to recreate their faces. Unfortunately,
the skin is photosensitive and cannot last longer
than 99 minutes in light. An evil gang lead by
Durant then breaks into Westlake's lab looking
for an important document. They kill his assistant
and, attempting to leave no witness, they blow
up the lab and Westlake with it. Horribly burnt, he
receives surgical treatment making him unable
to feel any pain. The side effects include violent
mood swings — adrenalin flows through his body
unchecked giving him great strength. Westlake
escapes from the hospital, becomes the
Darkman, and seeks his revenge.

With some design input from Ocean Software
Director Gary Bracey, the Amiga and ST versions
of Darkman have been handled by Mick West
(programmer) and James Clarke (graphic artist).
West previously wrote the 16-bit versions of
Rotox (US Gold), Steve Davies Snooker (CDS)
and UN Squadron (US Gold) — while Clarke has

“ ADVANCED COMPUTER ENTERTAINMENT

DARKMAN

gam
kit ethic...
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Darigman (shown here) also includ
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provided the visuals in Strider, Indiana Jones and
the Last Crusade, World Cup 90 and UN
Squadron for US Gold. Jonathan Dunn, Ocean's
resident artist of the audio, is composing the
music and sound FX.

Darkman is in the familiar Ocean movie-licensed
mould. A little bit of beat'em-up coupled with the
ubiquitous platform section and a 3D section for
added spice. “The basic idea of the game was to
replicate the action of the film as closely as
possible,” offers West.

Players take the role of Westlake, alias the
Darkman, and begin snapping photographs of
Durant's henchmen as they briefly appear at a
series of windows. So we're talking Ocean
"Shooting Gallery” yet again. if some good pics
are taken, they'll have enough data to make a
mask and disguise themselves. This translates
into a few hassle-free seconds on the next stage,
which bares an uncanny resemblance to the
Double Dragon martial arts arcade game.
Players then enter, surprise, a warehouse. “This

Rik Haynes i
e-nf-the'movl

Mick Wast and lames Clarks, ,..._- - ‘.i

fts the lid off Ocean’s
e cunstructmn

programmen of Darkman. 3

F himﬂ-rnrwmm
Fmﬂhmmﬂhphmﬁ.

is the standard platform section that you get in
all Ocean movie conversions,” West confirms.

After these platform perils, the player runs and
jumps across rooftops while being chased by a
helicopter, “This is quite a nice little level,"
according to West. He says this section is a little
bit like Super Mario Bros. Although the style is
similar, the smoothness is a bit lacking. This is
followed by the ‘3D bit’ where Darkman grabs
onto a rope hanging from the helicopter. Players
have to dodge traffic on the road and avoid
being shot. Finally, players are thrown into a
showdown with the big boss at the top of a
building. Didn't we see this in Robocop 27

West and Clarke developed Darkman over the
course of five months on the PC-based PDS
development system, They used the script and
stills from the film as a source of reference.
Interestingly, Ocean couldn't actually use the
faces of the actors in the game. The sprite
expansion part in the 3D section has caused the
most headaches as far as coding is concerned.
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'WILD WHEELS

here is an odd idea for a
game - and a blast from the
past. The idea? A football game
where the players are cars. The past?
I Red Rat Software.

This Manchester-based developer
started out in 1985 producing games
for the old Atari 8-bit computer. The
first Red Rat title was, in fact, an art
package called Technicolour Dream.
Eventually, Red Rat produced about
15 games for this veteran computer
before turning its attention to more
mainstream micros. The Rat-pack had
more success with the Amiga and 5T
varsions of Lombard RAC Rally
(Mandarin) and Infernational Soccer
Challenge (Microprose).

The concept behind Wild Wheels
dates back to some old news-reel
footage of maniacal American Gis
playing football with jeeps. In the
game, players control teams of five
cars in a race to bounce the ball into
the opponents goal. These
| sutemobiles are a futuristic cross
| between stock-cars and those pursuit
vehicles driven in the Mad Max
movies. “We've come up with some
fantasy vehicles if you like,~ sSays &

elements of science-fiction.”

The first car players drive is &
fairly simple combustion-engined
vehicle called the Shrimp. As
competitions are won they can
upgrade to bigger, better and faster
vehicles. They'll even end-up driving
monster cars which can shoot or sat
lesser opponents.

Wild Wheels, a strange soccer-
inspired game, is played over a head-
on 3D view of the pitch with players
able to rotate their cars in the
desired direction. Owners of tracked-
vehicles have the advantage of being
able to perform very tight turns.
“They can practically spin on a six-
pence,” the spokesman says. Of
course, all these cars aren‘'t a million
miles away from those tiny toys
made by Mattel. Red Rat is now
hoping to do Wild Wheels 2 where
players can buy extra bits and bobs
for their cars.,

WIZKID

games development talents of

Chrris Yates and Jon Hare, better
known as Sensible Software, will
soon be on display again in the
sequel to what many believe was
their best ever effort. Wizball was a
surreal shoot'em-up with rain drops
and a great two-player team-up
option. 5o what are the duo planning
for Wizkid, so-called son of Wizhall?

A “blodk’em-up” seems to be their
answer, a sort of cross between
Arkanoid and an all-action blaster
with a bit of a flight-sim and paint-
package thrown in for good
measure. In other words, another

¢ (left) Keep an eye out for
the special Wirkid exploding
heads.

crazy odd-ball release. Just the sort
of thing Dcean neads in the face of
yet another Robocop game and the
appalling Darkman. Take a look at
these screenshots for confirmation
of this not-so Sensible Software. The
full ACE review will appear next
month.

Does West think he's a good programmer? “1
write efficient code which doesn't crash. |
wouldn't say my games designing skill is up
there though.” West reckons his greatest
achievemnent has been a Mono Emulator PD
utility for the Atari ST, And did he like the
Darkman film? “l’s a low budget movie and it
shows. Some of the acting is a bit dodgy. It's a
fun movie. Il do well on videg."

Take any Ocean movie licensed game of the
past three years and it won't be hard to make
striking comparisons between them. The
defacto warehouse/platform scene, shooting
gallery and beat'em-up section are all starting to
wear a little bit thin. Perhaps Ocean should

spend more time on development? Batman on
the Amiga, for instance, was written in less than
eight weeks. In many ways we encourage
Ocean's lackdustre attempts at more
sophisticated software. After all, the Manchester
powerhouse has been voted Software House of
the Year more times than | can remember, Lack
of originality doesn't really matter when you're
assured a top five hit in the charts — or does it?
Consumers want to try something new
occasionally. Ocean are certainly not the only
offenders, but as arguably the top softco in the
country, they have a responsibility to lead by
example, and break this slightly over-familiar
mould.
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ELF

M The ideas for EIf just sort of came
together," says Paul Oglesby of Mirvana
Systems, “It's quite hard to say how the game
actually developed. We just thought of the Elf
character and the rest filled around that.”

Oglesby is in charge of the graphics and
Damian Slee, his mate from University, is
programming EIf. This is the first computer
game they've worked on and, amazingly, Slee's
first attempt at machine code programming.
Even considering these potential stumbling
blocks, the team think they've spent far too long
on the project. They began the EIf back in
February last year. “We weren't really influenced
by any other games, though we did used to play
a lot of platform games on the BBC micro.”

A lively arcade adventure, Eif is split into six
levels. Each of these span over 100 screens and
i5 filled with different backdrops and creatures.
First comes the Forest with trees and hills in the
background. Next you're outside the ruins of an
old castle complete with crumbling walkways
and underground passages. Here men-at-arms
give you grief with spears, shields, cannon and
flamethrowers. Progress across the lake using
stilts and a series of platforms while dodging
flying fish and a few other things. Run away from
swamp people and slime beasts. Venture into
the caves filled with dwarves mining precious
crystals. Don't forget you've got to rescue your
girlfriend from the evil gang.

Elf is very puzzle-orientated, although there’s a
lot of shooting and jumping involved. These
puzzles stem from Oglesby and Slee sitting

52 ADNARCED COMPUTER EMTERTAIRNANT

As an EIf you must jump, duck and shoot your way through troubie.

down together and hatching silly ideas.
Characters in EIf are all intended to be
humorous. The things they want are silly, like
the old lady who is after a pair of falseteeth.
“The whole thing joins together as one big
joke,” confides Oglesby. You must interact with
and talk to these crazy creatures. Along the
way you bump into a series of shops where you
can swap the junk collected on your travels for
more useful spells,

The gorgeous graphics seen in the game
would sit very comfortably on a Japanese
console. Does Dglesby think EIf will appear on
the Megadrive? “That's up to Ocean,” he
confirms. The boys next project will probably be
a space game, they're not saying too much
about it at this stage.

Cornelius the EIf in on a quest to save his girlfriend
from an evil gang.

0K, MISTER SORGWRITER

onathan Dunn has been creating computer ’ G
J game music and sound-effects for the past r
five years. This 22-year-old effectively took | 33
over from Martin Galway as Ocean’s main
musician. As a teenager he tinkered with his
CE4d in the dead silence of night, just like most
boys do at that age. Dunn has worked on 30-40
games over a multitude of farmats - from
Spectrum and Amiga, PC to Gameboy. He
recently added consoles to the extensive list of
machines supported. Dunn is looking forward
to getting his first assignment on the Nintendo
Super Famicom which he thinks has got the best |
audio spec of any machine on the market i
thanks to eight-channel sound and built-in echo
effects. "Creating good quality audio on the 5T
is a real bitch,” says Dunn. "It would be nice if
maore Roland sound modules were used by ST
gameplayers. | just use samples on the Amiga.”

These Amiga sounds are created using the
Futuresound sampler hardware and Audio
Master Il editing software. Dunn has developed
his own music and sound-effect routines for
each computer and console. It can take anything
from two hours to two weeks to produce a |
single tune. Sometimes he hits the Korg
keyboard to work out a tune but finds it hard to |
pinpoint his musical influences. “I'll listen to
anything really, from Depeche Mode to Def
Leppard.” Even so, Dunn seems to have an
affection for soul-funk and is currently kicking
around a few ideas with a friend after work.
“I'm not into the Manchester-scene of Happy
Mondays and Stone Roses. | keep away from all
that.” This is a great shame, it would have been
nice to have an indie-dance track on the next
Ocean game. |

It comes as kind of a shock that Dunn dislikes
doing the sound FX in games, surely this is the
maost important aspect of his job. "It's hard
synthesising the effects when you can’t sample
them. You've heard these effects 20 times
before. | normally use sound FX records and
tapes.”

Every so often Dunn leaves the sanctuary of
his music studio to do wacky things, like the
time he ran off with his girlfriend to get
married in Las Vegas.
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GOLDEN SHOT - - -

Rescue a President, pilot a top jet and save the World
from aliens in US GOLD's forthcoming releases

3 Gold have had a long line of successes

with their CapCom arcade machine
conversions, including Ghouls ‘n° Ghosts, Strider
and Black Tiger, and Mercs looks set to be the
finest conversion yet,

The former President of the United States,
while on a peace mission in central Africa, has
been kidnapped by Zutula rebels, Due to the pos-
sible diplomatic repercussions, the US
Government can't mount a rescue mission with
its own troops, and is forced to hire an elite band
of mercenaries to do its dirty work. Okay, so the
story’s not going to win the Booker Prize, but as
an excuse for a non-stop frenzy of violence it
works perfectly.

b i

(Abowve Laft)
The final level - and what a challenge! The rebels are flying
the ex-Pres out of the warzone in this Hercules transport.
You've got o run alongside the taxiing ‘plane, idinvg
enemy fire while pumping the fuselage full of lead.
{Above Centre)

Orvi of Mercs more-appealing features is the way you can
blast away great chunks of the landscaps. Pump a few shots
into this watch tower and watch it spectacularly explode,
h-uhgbchihd’ﬂudun-dswﬂth-w!

“ ADVANCED COMPUTER ENTERT ARMMENT

[(Middle Above)

-« With one player driving, crushing all opposition, and the
other mopping up stragglers, it's easy to make progress.
What & pity the tank only works for a limited time.

The rescue mission is split into eight stages,
each entailing a nightmare trek through crowds
of heavily-armed rebels, past lumbering tanks
and around machine-gun nests to a face-off with
a giant end-of-level piece of hardware. Along the
way extra weapons, power-ups and energy refills
can be collected by shooting open packing
crates found along the way.

Congratulations are due to Tiertex, who have
done an excellent job of reproducing the pace
and excitement of the arcade coin-op on the
ever-so-umble Amiga. Mercs, due soon, should
easily satisfy the bloodHust of even the most vio-
lent shoot-"em-up fan.

@ David Upchurch

(Abova)

The multi-directionally scrolling backdrops are very
impressive. Full of colour, detail and varisty, they're a joy
to behold. What a shame you've got to blow it all up!
(Right)

Maercs has some neat variations on the baskc formula. On
this stage you're placed on a railway truck that slowly
rolls up-screen, taking you past a giant loco. As you slow-
ly trundie past, you've got to blast away the lethal shell-
and rocket-lobbing emplacements.

R e o ad W o A oed A e S

- W B P



e B B s

:dl:u..l:.;:n.‘::..: ECEST

ALIEN STORM

ve for a September release is

Alien Storm, which is being
converted from the Sega coin-op by
Tiertex. Set in the near future, the
Earth has been Imﬂjﬂ ed by hideous
aliens. Taking on the role of either a
hunky man, amazonian woman or a
Terminator-like “droid, the player
has to make his or her way through
legions of aliens to a final
confrontation with the Alien Brain
aboard its huge mothership.

Alien Storm constantly keeps you on
your toes by chopping and changing
between three distinct gameplay
styles as you progress through its
many levels. You’ll get to play a hor-
izontal walk-and-shoot-"em-up (a

Having resd the mission

briafing and checked cut the
anemy positions on the map,

tapping RETURN will take

you on & vertiginouas

flight down to where
your ‘plane is waiting

and straight into
thie cochplt.

JETFIGHTER

(Lt}

“Grestings, allen visitors,
and welcome to Earth,” halls
the human [who®s still camry-
ing & gun just in cass).
“Blurgle off, Terran!” retorts
the little green monster,

(Below)

“Take that, you foul-
mouthed little zeeb! ™ cries
1 the brave defendor of
freedom, letting rip with a
blast from his gun.

little like Golden Axe with aliens and
short-range weapons); an Operation
Wolf style shoot-out between you
and wave after wave of leaping,
screaming weirdos; and a rapidly-
scrolling run through an obstacle

IJ.“!
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ot from the States, and just before the ACE

deadline, comes Jetfighter Il: Advanced
Tactical Fighter. When released in America the
S games magazine went wild, with PC Magazine
hailing it as “the best flight simulator on a desk-
top computer, period!”

Anyone who has played F/A-18 Interceptor (still
one of the best Amiga flight sims after all these
years) will get a definite feeling of deja vu when
they take Jetfighter Il for a spin. The control
system is almost identical, prior to take-off
there's the same exhilirating aerial camera zoom-
in on the cockpit and the ‘planes have the same
resilience to stalling that bad pilots love! This, on
glancing at the game credits, is not surprising
because the designer of both sims is Bob
Dinnerman, who also wrote the Bally coin-op
Discs of Tron (remember that?).

On booting up the first thing that impresses
«bout Jetfighter Il is the sheer number of
missions - there's well over 100 to

tackle (there's even one called

Mission Saddaml), all with the

accent on fast action. There are
several jets to try out, including the
F8-18 Hornet, F-16 Falcon, F-14
Tomcat and even the new F-
23 Advanced Tactical
Fighter, and each can be

lpaded up with a huge
range of the latest
combat weaponry

course of walls, holes and yet more
monsters.

These exclusive Amiga screenshots
show the sort of antics you can
expect on the first level. While it's
very early days ye#, Tierfex seem to
be doing an excellent job. The aliens
are fast-moving, well-animated and
very ugly, and the scrolling
backgrounds look great. i Tiertex do
as good a job on Alien Storm as
they’ve done on Mercs, then we're in
for a treat.

@ David Upchurch

(LT R
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(some of which is still Top Secret).

In flight the ‘planes are pretty easy to handie,
and forgiving of pilot error, though combat
certainly isn't - the enemy pilot's are cunning and
vicious. The 3D is stunmingly beautiful: even on
an under-powered 8MHz PC the speed and fluidi
ty of the detailed images is very impressive. The
‘plane can be viewed out-ofcockpit from any
angle, with the camera smoothly panning
between the various viewing angles..

Due to the proximity of the deadline, | haven't
spent enough time on the game to give it a true
Preplay, but my initial impressions are that those
highly-praising US gamers may well be right. The
full review will appear next month.

@ David Upchurch

Jetfighter il features
soma baautifully-ren:
dered 0. Here's your
Tomcat haading off
into the sunset - gor-
igrous !

Bust like FA-T8, the
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PRiCE Of
The On

In May you'll find an issue of The
One 100% dedicated to the Amiga
computer. All that's best in Amiga
gaming will be inside. And on the

outside you'll find not one but
TWO disks!!

I'he disks are packed with Amiga game
demos and also a complete game- US

Gold's 1”!,1—1'.111.*'.1 hit E. Motion.

E. Motion the game was

programmed by the

Assembly Line team and T R
WOI CVETY [Op Mmagazine rating going

on 1ts release last year. The One iwself
commented: "A work of genius" and
awarded 1t 92%.0Other mags were less

w{]']]rllll_-; in therr praisc.

Last year it cost £24.99.

8 Now it can be yours in full,

along with the best Amiga
magazine in the business, for just

L[2.95

Streetdate is April 26th - don't
be the only one to miss out...
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ow do you convert a top-selling ‘adult’ (I use

the term loosely) comic into a computer
game? Particularly one featuring bizarre
characters such as Finbarr Saunders (and his
double entendres), Sid the Sexist, Mrs Brady the
Old Lady, Aldridge Prior (the hopeless liar) and
Rodney Rix (he throws bricks)?

Simple. You turn it into a five-evel race
between Johnny Fartpants (with his amazing flat-
ulence force), Buster Gonad (who has unfeasibly
large testicles) and Biffa Bacon (the pathological
ly violent Geordie).

The player selects one of the characters to
control, who must then be guided through five
horizontally-scrolling race courses, set in the
Country, Town, Building Site, Beach and Disco.
Each course is packed with obstacles and manic

non-participating Viz characters to avoid. Any col-

lisions cost your dazed character valuable
seconds.

Each character has special powers which can
be called into play during the race by tapping or
holding down fire. Unfortunately each use of spe-
cial power costs one token, earned in brief sub-
games before each race (see the 'Place your
bets..." box for more details).

Come second or third, or collide more than
three times then the game's over.

Software developers Probe have done a good
job of capturing the expressions of the Viz
characters, and the humour of the comic does

come through at times via the speech bubbles
from the various characters (though it's amazing
how jokes that make you laugh on the printed
page often die on the TV screen).

Unfortunately the biggest problem with Viz is
that, although very playable, it's too simplistic
and lacks variety. The six sub-games are all
joystick-waggling variants, and it won't be long
before you've seen them all and become
completely proficient in them. The races
themselves are fun for a while, and there's a cer-
tain urge to play on to see the new courses and
characters, but they're very tough, sometimes
frustratingly so. If you're a big fan of the comic
then you'll get some fun star spotting, but those
looking for a classic game are likely to be disap-
pointed.

Mot bad, eh? A complete review of the Viz
game and not one double entendre. | wonder if
can keep it up.

@David Upchurch

Oooh dear! | don’t fancy yours much.

It's VIRGIN's VIZ game

AMIGA'ST

omr
The six sub-games, though limited and a bit samey, are
good fur for a while, as is the race. But eventually you' n

get tired of it, and the game doesn’t have enough depth
make you persevers
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three competitors.

your joystick-waggling skills),
Johnmny has to inflate as many

limit. And what do balloons make?
Tokens!

causes Johnny to bottom-blast

gets, the more tokens he wins.

SPECIAL POWERS
® Tapping fire causes Johnny to emit

a mini-guff that’ll blow him safely
_ ower smaller track obstacles.
ACE’s at-a-glance guide to the @ Holding down fire for a second then

tapping it builds up a Johnny special -
the mega-chuff - that'll blast him

_ down the track, shaving valuable sec-

Eu;ing his unique anal talents (and onds off his time.

Pump it up! Waggling the joystick oversized organs. Again, more
B joystick waggling is needed.
himself into the sky. The higher he Win tokens by waggling the
Ejnﬂtlﬂt to bounce Buster
skywards using his titanic testicles. A
painful test of endurance!

SPECIAL POWERS

small obstacles.

EAarms.

® Tapping fire lets Buster mount his
pliable plums and bounce over any

® Holding down fire for a second then
tapping it whips out Buster's special
plum-carrying wheelbarrow, allowing
him to make a speedy spurt for the
| susenconap susGAMEs 0
balloons as possible in a strict time Plum pancake time! Against the
mtlod: Buster has to flatten as
many doughballs as possible with his Ew:ggle the joystick to make Biffa
drink against the clock. The more
pints Biffa downs, the more tokens he & 414100 down fire for a second then

I o e kes &
@ Tapping fire makes Biffa bash

Token-bearing bricks rain down
on Biffa, who can try to head-
butt, punch or kick them away with a

well-timed joystick movement.

anyone or anything unfortunate to
get in his way.

tapping it convinces Biffa that
SOMEONE HAS SPILT HIS PINT,
whereupon he goes into an
unstoppable fighting frenzy.
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It’s difficult to combine strategy and tactics
with colourful graphics and animation; either
historical authenticity or excitement seems o fall
by the wayside. In the case of Cohort, though,
the combination comes off fairly well. History
buffs will find enough to satisfy them, while
arcade addicts will be able to keep their eyes
open for a change.

The success of the Roman civilisation was
based on their military prowess as much as the
sophistication of their laws and government; in
other words, smash the barbarians first then
build them an aquaduct. Cohort puts you in
charge of one of these civilising influences.

Like Impressions’ last hit, Rorke’s Drift, the

0N
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game has a fairly limited scope but gives you
plenty of control over your strategy and tactics;
you fight a small battle rather than an extended
campaign. Each of the dozen scenarios has a
definite objective - take that bridge, hold that hill
- but you can also define your own scenarios.
The game is entirely mouse controlled: you
control the Blue army, your opponent the Red,

with each unmounted figure on the sereen repre-

senting 100 men and each horseman 50. You
can choose one of eight pre-defined armies, or
define your own.

There are seven different troop types: light,
medium and heavy cavalry, archers, light,
medium and heavy infantry. You also have a
choice of four terrains; open field, bridge, cliff
and hill. An overview display shows the whole of
the landscape with troop positions.

The screen display features a number of icons
at the bottom, which access different
information displays and control options such as
Bame save; the main window showing the battle-
field; and control windows which pop up in the
middle of the screen,

You can issue movement orders to individual
figures or groups by clicking on the appropriate
icon in the command window: to move a short
distance, select a group, return to the main

Strap on your armour and get ready to smash
the barbarians in IMPRESSIONS’
colourful Roman romp

“ ADVANCED COMPUTES ENTERTAINBMENT

display and place a cross on the point you want
to move to. For long moves, use the directional
arrows to select the direction of movement. You
can then scroll around the battlefield, watching
your forces move into battle, and monitor their
progress by clicking on the icons for attack
strength, defence strength, missile power,
morale and numbers in the command window,

A number of different battle formations can be
selected, but you don't have the option to go for
exofic manoeuvres like the shield-backed Turtle,
more's the pity. Once you have selected a target
for missiles, firing is automated.

One of the best features of the game is the
realistic background soundtrack of thundering
hooves, clashing swords and the screams of
dying men, When two units clash, combat contin-
ues until one retreats, is wiped out, or loses its
morale and is routed. A statistics display gives
you the totals for alive, dead and routed for each
army, and a “FastForward-Battle” mode allows
you to move quickly through the battle.

With lack of efficient communication between
forces, this form of warfare presents
extraordinary challenges. Cohort manages to
present all these challenges in a colourful, enter-
taining and fastmoving form. It's a killer!

@ Chris Jenkins
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will
MINDSCAPE's
U-boat sim
give you that
sinking
feeling?

{Right)
Hegotiating an
underwater
minefield. Tha
ability to steer
while watching
the proceedings
from an “out-of-
sub' camera
makes life much
easier, On the
gama’s most
roalistic setting
the external
cameras are dis-
abled and you've
got to navigate
wiing
instruments
alome.

(Balow) Manning the anti-aircraft
guns - one of Das Boot's more
arcade-like aspacts. The guns can

ke rotated, elevated and fired

using the mouse. The 3D world has
high and low detail settings, with a
corresponding changs in game
spaed.

(Bottom) Navigating a surface
minefigld from the conming tower
isn't as easy as it looks. The trick s
to slowly edge forward, taking care
not to sweep inte mines when
turning the suh.

TAR
IBM PC

¥our submarine is
under attack from
two enemy oraft.
The subtle palette
used for tha
underwater soones
provides & pleasing-
Iy murky-looking
envirenment.

AR SRS SCREENTEST

eep below the waves the submarine crew

wait, not daring to move a muscle for fear
of alerting the enemy ships passing high above.
One submariner slowly raises his hand to wipe a
bead of sweat from his eye, clumsily knocking a
spanner to the floor. The metallic
clang rings around the vessel like a
bell. There’s a moment of heart-stop-
ping tension. Has the enemy heard?
Seconds pass, then minutes. The
enemy ships move on. The crew - for now -
are safe.

Tense stuff - anyone who watches those
‘405 war films BBC 1 always shows on dull
Sunday afternoons will know the scene. Can
Das Boot generate a similar atmosphere of
nervy claustrophobia?

Initial impressions are mixed. The manual
is interesting and filled with some fascinating
facts about U-boats and their crews. The in-game
presentation, however, can really only be
describdd as adequate. Although the main menu
has an attractive drawing of a U-boat under
attack as a backdrop, the rest are very drab,
largely being point-and-click lists on a plain grey
background.

The number of variables that can be altered is
impressively large. The player can choose to
control one of three U-boat classes, and define
how realistic (and hence tougher) the game is by
adjusting how reliable the torpedoes are, how
quickly repairs are made and whether equipment
developed post-1941 (when the game is sef) can
be installed.

Before beginning the missions prop-
er, there's an option to get in some
Baltic training, where you can
practice skills such as shooting down
enemy ‘planes with the deck anti-
aircraft gun, navigating through a
minefield, avoiding depth charges and
torpedoing enemy vessels. Thisis a

{Above) The
submarine’s main con-
trisl rivam. By clicking
o the rows of lcons at
the base of the screen
you can guickly switch
between the
submarine’s various
stations, You can send
and receive MEALAgOL
[some of which may
meed to be decoded) in
the radio room, load up
torpedoes in the
{wppropriatehy-named)
torpedo room, check on
thie ship’s performance
and damage status in
the engine room, plot &
course in the map room
and man the ship's can-
non and anti-aireratt
guan.

nice feature, as it allows the first
4ime player to get straight into
some action.

There are only five missions on offer, each set
in exotic locations ranging from the chill Arctic to
the warm waters of the Mediterranean. The
missions are generally seek-and-destroy based,
and their difficulty veers erratically between very
easy to very difficult. One mission, which simply
involved sailing from one side of the map to the
other while shooting down wave after wave of
enemy aircraft, was completed on my first go.
Another mission involved hunting down three
enemy ships; after a long hunt | was blown out of
the water within seconds of encountering the
first ship.

While Das Boot is enjoyable enough, what it
lacks is any real feeling of tension or
atmosphere. Apart from the occasional
disembodied status message from your First
Officer, there's no indication that anyone's on-
board apart from yourself, and any sense of
being responsible for the lives and safety of fifty-
odd sweaty, grimy bodies trapped in a leaky tin
can is sadly lacking.

Though dedicated sim fans may find Das Boot
lacking in detail and be repelled some of the
more ‘arcadelike aspects, as a playable
introduction to the world of simulation software
it's ideal.

@ David Upchurch
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R-TYPE

It's here! IREM’s ultimate shoot-em-up of all time
blasts onto the Gameboy

Eyes around the office go all misty when R- Instead, your mission is to pilot a lone fighter
Type is mentioned. The nostalgia level asso-  craft through the massed ranks of fighters and
ciated to this particular alien-death festis freighters, destroying the infrastructure of the
stronger than most. Inevitably, the monochrome  enemy forces as you go.
Gameboy version has its work cut out if it is to Initially, your ship is equipped with a pulselaser
be considered a decent conversion of a game  which can either be rapidired by jabbing the fire
best known for its fantastic colour graphics. button or built into a huge ball of anti-matter by
But addicts will be pleased to learn that the holding down and then releasing the button.
mini-screen version of their fave blast is every However, by blasting particular types of alien -
bit as frenetic, frustrating and fun. easily recognisable after a while - you can collect
Your aim is to halt the advance of a renegade  sidedasers, diagonal lasers, rockets and the
alien army, which is rampaging through space most vital power-up of all, a little pod which sits
destroying everything in its path. Many methods  on the front of your ship.
have been tried, but the might of the aliens’ The pod shields you from some forms of harm
arsenal has repelled all head-on attacks, not and is itself impervious to attack. In certain
|east because the intricate interiors to many of  circumstances, when flying up a blind alley or
the generationcraft are so complex, a large facing an especially well-protected end-of-level
ship simply can't negotiate its way around monster, it's advantageous to fire off the pod
inside. and then guide it deep into the heart of the
hostile zone. By making contact with the ‘soft
part of the target, the pod inflicts an equivalent
amount of damage as a constant laser beam,
and also leaves you free to concentrate on the

favourites are faithfully
reproduced on this
Gameboy mini-marvel -

even the Giger-inspired
tithe page graphics.
{Far right)

You'll need to bulld up
the beam weapon 1o
full power to see off
this big nasty.

GAMEBOY

Planty of action, plenty of blasting. plenty of fun... in the shart

ferm. The slight exploration elernent i an inberesting plus over R-
Tyie, bt Murai can't compete in the laagevity stakes.

GAMEBOY

RELEASE DETAILS

GAMEBOY £24.99 ouUT NOW

mechanics of flying.
Graphically, R-Type is top-notch. It should serve
to remind critics of the Gameboy's visual capabil-

ities that it's right up there with the best.

@ Jim Douglas

GAMEBOY

i
R S iy g

Instant grab-factor wehich lasts right through to the wnd. The
toughness of soame aliens ad the sxtisfying gamseplay will keep
you coming back until you've cracked it and even theen o'l
return o try and better your score.

GAMEBOY

RELEASE DETAILS

GAMEBOY £24.99 OUT NOW

BURAI i

Not too

FIGHTER DELUXE v mar

or thousands of years, the Burai have had

but one objective... the conguest of the uni-
verse, Not only have they created huge armies
of robo-mutants they've also signed up Max
Boyce amd Mike Harding and Barbara Dicksan
for a interstellar tour. Your mission, understand-
ably enough, is to stop this misery. So strap
your proton pack on, charge up your laser
cannon and get ready to blast some Burai.

Burai Fighter Deluxe is split into five different
stages, each filled with scabby starfighters and
Burai end-ofJevel boss sprites with fabby names
such as Giganticrab, Jawsipede and Fangskull.
you hadn't guessed by now, this baby is yet
another scrolling shootme-up. You start the
game with a simple gun which can be upgraded
to meaty missiles and rip-roaring rings.

The screen can scroll in all directions so it's
quite easy to miss a pick-up, bonus or escape
route. Sometimes the direction of the scroll
changes to trap you on a ledge. Your journey is
the same every time you play, so it's just a

question of remembering to be at the right
place at the right time. Most of the fun comes
from exploring the little alcoves which can yield
extra goodies. The aliens are pretty easy to
destray, you'll have more difficulty fiddling
around with your direction of fire than handiing
this lasercanon fodder.

The backdrop graphics and boss sprites are
fine, but the small size of the sprites is
disappointing. A little more effort should have
gone into creating the music and sound-effects
too. Those broken dishwasher bleeps and pings
just don't cut it. Were the wrong notcs intention-
al? Have | missed a new Japanese audio craze?
| think not.

®Rik Haynes

special thanks to Shekana Consoles
{081 340 B565)

for supplying this cart.
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Fleats of alien craft
mass befors your
eyes and bagin to
blast (left). The
cityscape hurtles past
a3 you do battle over-
head. {insat),

MIEGADATYE

0

MEGADRIVE £25.99 QUT NOWwW
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KANEKO take to the skies
in yet another Megadrive
shoot-'em-up

c.an Megadrive owners bear yet anather shoot-
‘em-up? Kaneko obviously think so. Aero-
Blasters is yet another in the long line of
turn-the-handle-and-crank-'em-out horizontally-
scrolling firefights. Anyone wha's played a
modern blaster will know the score: fight your
way through a seemingly endless supply of alien
scum, picking up power-ups and bolt-ons along
the way, to a final confrontation with a massive
guardian.

To be fair, Aero-Blasters does have a few
teatures which, if not completely novel, at least
add spice to a somewhat-stale brew. For a start
there's the option for two players to
simultaneously take on the alien might.

Then, on some levels, there are areas where
the caverns narrow to ridiculoushy-thin tunnels. If
that were not enough, the scrolling increases to
hyper-fast speeds. Somehow you've got to try
and avoid smashing into the walls. Believe me,
it'll leave your joypad drenched in sweat!

The power-ups are impressive yet familiar,
though the way that they're obtained is a little

0 Swirling bomblets

fall from the sky
- [above). Doing bat-
the with tha

ErOrTOUs and-of-
level guardian is no'gfr'
1 to be taken lightly /
[haft].

unusual. A supply ‘droid is periodically
despatched from home base to help you out.
Shooting it a couple of times causes a stream
of power-ups to be jettisoned into the air. You
then have a few seconds to try and pick the

L




It's the contrast in Asro that makes you go "0h!"® Narrowing
passages scream past at highest spoed testing your flying
skills &t the limit (Top), while an allen-intensive wave {abowe)
s more of a test of your trigger finger. End of level guardians
are nothing baskcally new, but at least they are polished and
have their innovative toudve (below)

Aero-Bl; g
from fun.
§ UNOrigin
ETE

g0
f there's an
n put the game on
s numbear
» willpower to

ro-Blastérs |

1. It plays well,
. But if wou're
B.or thefultim:

In the fipal ap
omeslp to
and_sound

g™ ome Megadrive releases have been disap-

pointing. Some have been dull. Others
have simply been uninspiring. Midnight
Resistance is something of a first being down
right shoddy.

Home computer owners may well remember
Ocean's version of the game, which was excel
lent on virtually all formats. Alas, owners who
have since purchased a Megadrive and wish to
relive the thrills and spills of infiltrating and
destroying a heavily guarded enemy base will
be sorely disappointed.

The player begins, after some pleasant
enough intro sequences, riding along atop a
jeep driven by a flaxen-haired comrade.
Immediately, he is confronted by a team of
exceptionally agile assailants, who can kill him
simply with a touch.

Initially armed with a rapidfiring machine
gun, the player can fire in virtually any
direction, being able to crouch down, lie flat
on the floor, fire directly up and down, as well
as firing on the run. It's here that Midnight
Resistance runs into its first difficulties.
Offering such a wide number of possible
positions means that there's no ‘cushion’ area
on the pad. If you want to fire diagonally down

The game looks okay
to bagin with, as you
ride into town atop
your fellow comrade’'s
jeap (above). Things
deteriorate swiftly,
though, when the hor:
rific wertical scrolling
begins (right).

|

B
1 | ‘ | l ~ :.
| N A ;
and right, you have to put the controller in
exactly the right position. Partially owing to the
imprecise nature of the control pad, and partic
uarly owing to the necessity to aim in an
extremely accurate manner, you will continually
find yourself on the receiving end of a bad
guy’s fire whom you simply couldn't point your
2un at
Despite these frustrations, the first level is
okay, and while the animations for the sprites
are basic to say the least, you can warm to the

MEGADRIVE

Miglnight Resistance, by name slone, should yield a reasonsble
smount of intenest, but things rever get better and the gasm
fails to schieve syen an abowe average amount of fun qualety

MEGADRIVE £34.99 OUT NOW

Thie Store Aoom
Keys can ba
axnchanged for axtra
Wl pOn:, Srrmour
amd bullets. The bet-
ter the weapon, the
maoreé keys you neaed.

How has DATA EAST's top-quality coin-op fared in its
lengthy conversion to the Megadrive?

game's healthy exuberance and continual
blasting.

The end of each level leads you to a shop
where, depending on the number of keys collect:
ed in the last stage, you can ‘buy’ extra
weapons, There's three-way fire, a flamethrower,
a more beefy laser and extra ammunition, each
offering an easier route through the next stage.

On the second stage, however, the cracks reak
ly start to show. As you work down the level, the
status area and your on-SCreen persona remain
visible, while the rest of the screen setup
absolutely falls apart, appearnng a second or 50
afterwards, scrolling down from the top in fantas-
tically ugly manner. Any hopes the designers
may have harboured about creating some sort of
atmosphere are instantly dashed. It's like having
gome really fat smelly bloke coming into the cin
ema and sitting down beside you when the film's
been running for ten minutes.

Indeed, the whale game is spoiled with rough-
edge coding and an unpleasant feel

If there were any Megadrive gamers still happy
to buy a coin-op conversion simply because o1
their fondness for the original, Midnight
Resistance should convince them otherwise.

@ Jim Douglas

@®David Upchurch
73
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-GOLDEN JOYSTICK-

GAME OF THE YEAR
fe’ 5 1

B - BLISTERING PACE
- PIXEL PERFECT PASSING

- SUPERB TACTICAL
GAMEPLAY

KICKOFF 2 g:tat[y enhances the gameplay of KICK OFF, wixmer of the THE GAME OF THE YEAR in the
U.K., and similar awards right across Europe. A host of new features have been added to the ones that
enthralled players the world over.

+ Full size onal scrolling pitch with the plm,-m ST ACTION - The best game ever to grace the ST. Highest accolade
markings etc. in proportion. I can give.
+ 1to 4 players w (Amiga and ST only) } AMIGA USER INT - The best computer game ever 97%

i THE ONE - Ultimate soccer simulation. 96%
2 players TEAM option agatnstthemmputeror?.other'phym. THE ACE - Brilliant. Buy, Buy, Buy. 930,

E&Fdﬁds(ammz acl mc{ﬂmb‘hi;tighﬂ:mw '%1_ AHIGHFDRIHI* Best footy game to have appeared on any machine. 94%
]h]iugmztc ) ORMAT - .Wﬂ game! Gem to play. Magic. 90%

+ Instinctive Kick ch‘jugsttck controls to dribble, pass, shoot, C & VG - Championship winning material. 95% ,
head or chip the ball and do sliding tackles. GAMES \ ""Prﬂbi!bl'ﬂ' the best sports game ever. 92%

« Set FREE KICKS including dummies ability to CDHHDDGRE USER - No other footie game can touch it. 90%
mmbﬂdhbﬂmﬂammﬁm e AMIGA ACTION - Surpasses all other football games. 93%

& gt,rpe_s of comer Hﬂhﬂhﬁﬂcmh'ulnfihn{pﬂwm Lﬂ'ﬂE POPULAR COMPUTING WEEKLY - Nothing short of brilliant.
and shost if g _ NEW COMPUTER EXFRESS - Computer football event of

* Tmsehﬂnn&mawdﬁlﬁmmmma the year. ki

choice of tactics.
AMIGA & ST£19.99  EXP. AMIGA £24.99
‘ mﬁimmmmm njury Time | TRM (AT & XT Turbo, EGA & VGA) £24.99
- Facllty to view, edit and save the Action Replays and create |CBM 64 - SPECTRUM - AMSTRAD £9.99, £14.9¢
a Golden Shots disc.(Excl. [BM & CBM 64)
* Facility to load Player Manager teams and tactics for a single or league game.

. Red;:ndyeg{r:cards lﬁdﬁﬂmrzfemes injury time and a host of features to create an atmosphere for a game which is
real fun to

An International class player takes charge of a third division club as Player Manager. His briefis simple
-Bring Back The Glory Days.

His success depends on his playing skills on the pitch and managerial skills in devising winning tactics,
aquiring the right players from the transfer market and building a team worthy of the highest honours.

* Unique facility to design and implement your own tactics.

* Over 1000 individual players, each with a unique combination of attributes and skills.
* A lively transfer market. Haggle for the best deal.

* 4 division league and a cup tournament with sudden dei.h penalty shoot out.

The P]’a};fr Manager brings the every day reaﬂi‘:es»? of
player, his triumphs and his faﬂm'es into a sharp FC FOCl

ST. ACTION - A stroke of pure genius.

THE ONE - An exceptional foo ding . |

THE ACE - Sumessﬁ.m-.rblend: . - 1d {6 end arcade action.

£19.99
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TOU AND YOUR FRIENDS SHARL

DRINHE AND RELIVE MEMORIES IN

THE FARDUS THREE ACES TAVERN.

ThE SouND OF LAUGMTER IS

ETLENCED WHEN A WORAN EUSHES
THROUGH THE ENTRANGCE. BRsiLy 3
ABLE TO CATOM HER BREATH, BEADE |
OF PEREFIRATION POURTHG DOWN

HER FACE, MER TERROR= FILLED
EYES FOCUIS DN YOU AND YOUR
conPANIONS. FEVIRISMLY PUSHTNG
THROUGH THE CROWD, SHE
AFFROACHES YOUR TABLE, GLANIES
QUICHLY TOWARD THE EMTRAMCE,
AND EEGING TO SPEMI

. -v.l_';!e.

4

B.i.‘-i.‘il on the Games Designers' Workshop's
worlddamous gaming system, Megatraveller
1 is the first in a series set in the 50th century
unverse of the human Imperium and the alien

£hodam, whose psionic powers and logical
approach to conflicts lack only a set .1I pointed
ears and green blood to make them positively
Vulcan

Like |saac science fiction, the
universe of the Megatraveller RPGs is one conve
mently occupied only by humanoids, This makes

easier to comprehend the desires and
motvations of your opponents, but doesn't
much to add any exotic alen flavourings
massive sci-h adventure,

Like most RPGs, only the basic scenanio of the
game theory, the characters you design
and your approach to the adventure are
completely free. Certainly, there are a vast
number of options: unless you opt for the easy
life and accept the default party of characters,
you can choose your

A i
ASMOV S

do

to this

9 '.[1!. in

characters from five

military classes including army, navy, marines,
F ]

£ Py

. *..- . %a '.',' ]

___e.'.. take on’

| MEGATRAUELLER 1-

[HE CHODANI CONSPIR

A quantum leap for sci- fi RPGs? Well
r yourself

LY
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al 4.~
merchants and scouts; allot themn eiuﬁne-urr‘
points in over 70 fields, including suditexotis®
skills as g ambling, high-gravitywark: ferderny
bribery, cooking, sub-machin e ngnw u'n(]i
carousing :'I i
H wing defined your five charag 1f'r1-. ._u'

apted the defaults, you MdvEto @ g:mm
screen where text appears on the :.j_‘[’. Pictures. *
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characters at the top. -r.
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you the info you "l"t‘l.'l and a lafge bag of eredits
as incentive, prompting’you to ‘set o far the *
planet Bougheres Before you do that_ wbuhave
to survive a gunhght, 1‘“1’ VBFOUS Weapons *com
puter progre H" s amdssupphes, make you way LL\»
|'t' spaceport andboard ypur ship, S
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“SURPRISE,., SURPRISE! LJELL

J | LenaRra, ['VE UNDERESTIMATED

* o . vou, I T YOU WERE ACTING
i ALONE, BUT 1 SEE YOU HAVE MORE
TrANSOM FOOLS WITH YOU. I HOPE
THEY ARE READY TO JOIN YOU IN
cEATH! LY, THE WOMAN
CRAWS AN AUTOMATIC mw
HER CLOAK AND SCREAMS, |
You AND YOUR FRIEMDS LEAP
ABRUPTLY OUT OF YOUR SEATS,
OVERTURNING THE TABLE AS YOU
DASH TOWARD THE DOOR.
EURSTS OF GUNFIRE RICOCHET OFF
THE WALLS, SENCING YOUR PARTY A
FOREEODING MESSAGE THAT THIS
SITUATION IS DEADLY SERIOUS.
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3 3 Too conplicated and slow for the sverage player, though it might
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RELEASE DETAILS
AMIGA E£24.99 OUT NOWY =z
ATARI 5T £24.99 IMMINENT ;
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coin-op conversion?

Micmprnse’s F-15 coin-op has proved to be
a pretty big hit in the states, and you'll be
able to get your hands on the joystick of one

in the UK pretty soon (unless you visit the
Trocadero in London where they) have

one already).

The coin-op, designed by Microprose
themselves, was pitched at a high-brow arcade
player sick of mashing sprites but still after some
pretty instant gratification,

This computer version, therefore, is aimed at
the low-end simulations market. It bypasses all
the fiddling around with cabin pressures and
radar beacons and enables the player to get
pretty much into the action from the off. You
don't even hand to land the plane for yourself if
you don't want to. And let's be honest, the fun of
these game is wasting the enemy birds, not
trying to put all three wheels down at the
right time.

The most important distinction between the two
is that while the coin-op would feed players pretty
specific instructions as to their next target and
it's whereabouts, F-15 on home machines allows
a bit more flexibility.

m ADVARCED COMPUTER ENTERTAINAME WT

PROSE npt] '5wtlr
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b Ll ¥ TR ET T
A FfEMNm-mhlmﬂm-:-mmmwﬁh
- | alreraft carrier. Some missions begin - and more

. problematically end - on this floating fortress,

A whole range of views from the cockpit are available.

And the way it's shaping up so far, the title
looks as if this not especially depthy game may
well become a storming success for the
company who built its reputation on producing
heavyweight simulations.

Revolving naturally around a series of seek-and-
destroy missions in such global beauty spots as
the Middle East, Vietnam, Lybia and the Persian
Gulf, the game arms the player with variable
cargos of airto-air and airto-ground missiles, as
well as around a thousand rounds of rapid-fire
cannon shells,

Incoming missiles can be deflected by
dropping clouds of aluminium chaff, on top of Belease Details
those Top-Gun escape rolls,

It's far more score-orientated than previous £24.99 buly
games from Microprose, awarding points for vir- S £24.99 July
tually every part of the mission where there's”
some skill involved. Take out a bad guy with your
cannon and chase him into the ground and you'll  prey hasn't eluded its date with doom.
score more points than if you simply loose off a For gamesters who are keen to add a flight

£24.99 OUT NOW

missile and let it do all the hard work, simulator to their catalogue, but are less

A range of views from both inside and outside  impressed with hefty manuals and flight paths,
the ‘plane is available and there's even an F-15 could be the answer.
inHmissile view, so you can ensure that your ® Richard Evans
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This rs the place where all the
deciions are made. With the option
play either good-guy Johnian o the
censiderably leas popular Nigon,
Mam immediately presents yau with
some tough decidions

:

‘simulation

mood for a good ba

mare filling

ppointing.
The loadir
troops and helicopte

required language
one of fi
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Teoop commltrents

‘i théraw trocgs

‘Fropose peserves

fupport South Vietnia
Propose alr support

Show Sumnary Report

‘Return te main screen

South-East Asia proved to be a tragically hostile environment.
US Troops were continually foiled by their surroundings, out-
matched by Charlie's superior knowledge of the country,
{inset above) Helicopter gunships are a much safer way to
perform grouwnd clearances.

Tet offensive, a major Morth Vietnamese push of
1968; Khe Sahn, a bloody conflict featuring US
Marines dug in on a plateau with heavy air
support; and the 1975 Spring offensive.

If you choose a full campaign, you start in the
Oval Room with a portrait of the President; in
front of him are two piles, one of newspapers
and the other of official reports. Click on one to
bring up headlines which give you an idea of the
progress of the war and the mood of the nation,
and the other to issue orders.

The reports index has eight options; the first is
Maps. This gives you a colourful map of the
whole Indo-China area, and by clicking on specific
areas you get closeups showing troop

Learning to
balance your pop-
ularity with aven
heavier
investmant in the
e s am
important lesson,

deployments. Clicking on the symbol for a partic-
ular unit brings up a display of its name, national-
ity, strength, efficiency, morale and so on;
moves are entered by clicking on a unit and then
on a new location on the map. An ‘order path’
appears on the screen, and the forces will begin
to move at a speed determined by its
equipment, the terrain and so on. If you have suf-
ficient airpower you can ‘airmobilise’ a foot unit;
this is particularly valuable when guerilla forces
pop up unexpectedly and engage your forces in
weak areas.

Back to the Fresident’s report screen, and
other options allow you to commit troops to the
conflict or withdraw them, commit reserves,
send financial aid to South Vietnam, commit air
support, display a summary screen featuring the
allimportant allied/communist 'kill ratio’, or
return to the main screen. These options are in
effect budget proposals for the American
government, and will not come into effect until
the next financial year, so forward planning is
essential,

‘Nam is a well thought-out simulation which
none-thedess is rather dull to play; a bit like the
war itself, it's a game of half-hearted attacks,
strategic withdrawals and inconclusive
battles.The graphics are decent but not too
imaginative, and the icons for separate units
could be clearer; apart from the intro music,
sound is minimal,

If you are particularly interested in the Vietnam
campaign, either from a political or military
standpoint,this is a worthy simulation; if you like
your war a bit more exciting, perhaps you should
lock elsewhere.

® Chris lenkins

Tha overall menu is helphul
sough and sasy to follow. (Far
left) Close-proximity maps
indicate thes current volume and
strength of viet-con troops. (left)

nig polrtscalmilitary sirmulatson
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o0s Angeles 1997 is certainly no city for

angels anymore, Colombian and Jamaican
drug cults fight each other and the police for
domination of the streets. But a new element is
about to come in to play, or should that be
‘Drey?

Ten years before, the sole survivor of an ill
fated military mission in the South American jun-
gle described his platoon's battle against a
bizarre alien hunter that stalked them for sport.
The creature, armed with advanced weaponry
and a cunning invisibility suit, gruesomely
skinned its victims and wore their skulls as
trophies,

Now it would appear that humans are ‘in
season’ again...

Imageworks' latest movie tiedn places you in
the role of harassed Detective-Lieutenant Mike
Harrigan, an officer of the besieged LAPD, who
must survive four levels of shoot‘'em-up peril.

_ e
)

Each level plays like Taito's Operation Wolf,
The screen slowly scrolls right to left, and
gun/knife/grenade-wielding criminals walk, run,
roll and even drive on-screen, blasting away at
the Harrigan figure at the bottom of the screen,
depleting his limited energy. Using the mouse or
joystick, you can aim Harrigan's gunsight and try
to give some back.

Littering the floor are scores of bullet
cartridges which, when shot, magically become
part of your ammo reserves. Other even more
useful items - fasterfiring guns, smart-bomb
rockets, energy-restoring flak jackets - can be
similarly acquired. Get to the end of the level
and there's a super-shoot out between you and
hordes of baddies.

This all sounds like a pretty straightforward
turkey shoot. But there are complications.
Innocent (and very stupid) civilians amble around
the screen - shoot too many and you'll be
suspended. And then there's the mysterious
Predator, visible only by the slight rippling effect

“ AOVANCED DOMPUTER ENTIRTANIINT

IMAGEW

Thie snifmated intrs is ilick, and this high-gloss finish pereades the

]

wibveki game. The game'y fun though ultimately repetitive. And

are four levels. no matter how bowgh, encugh?
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RELEASE DETAILS

AMIGA,
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IBM PC

serolling ba
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£25.99
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£2599
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OuUT NOW
OuUT NOW
OuT NOWY

P i
Thi recket launcher is by far the most powerful
weapon pick-up - it's effectively a smart bomib.
Bart it does have one big drawback - it can only be

wr R

At the end of each level the scrolling
stops and the real trouble starts,
Facks of manic baddies stream

fram the open doorways, firing
maching gumns, lobling grenadaes
Hﬂﬂh‘m—tzﬂn‘k.

Can you survive?

ORKS ask you to slay a little prey-er

' 4

of his camouflage suit, who at first is quite
content to pick off the rampant druggies but
later on, as you home in on its lair, begins to
take a more active interest in seeing Harriman
hang up his badge - for ever.

Predator 2 is aesthetically of a very high quali-
ty - you'd expect nothing less of coders Arc
Developments. There's a superb intro, the game
looks great, sounds fine and plays well. But con-
sidering what could've been done with such an
exciting licence this re-working of an old and
now pretty tired idea comes as a real disappoint-
ment.

@ David Upchurch

Owners of 5Ts with single-sided drives should
be warned that they lose the animated intro

and - more worryingly - have to send off to
Imageworks for a THIRD disc containing the
fimal level data.
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Flight of Fantasy is the very |atest Amiga 500 pack fram Commodars,
featuring BRAND NEW softward réléases, 1o make this tha mast spac-
tacular AS00 pack aver! The pack leatures the Amiga 500 computer

wilh mouse controlier and TV modulator, as well as four top software
tithes. Thase include the lollowing:

DELUXE PAINT I F29 RETALIATOR:

Tha Pigh quakty grpfics progeam thal Tha ulmae in Sight simulation with & choos
sai the standard lor other Amega an o terg pircra® and four ballle amsronments
paciages. Dedusn Paind B includes | with dorana ol differenl lBClcal misscra
poesriul, aasy b wse oels that bring | Advial combal, sralagic Dombings, inMrac-
Gul B sl in you. Creale masher- Five grosund Excad afiles, seages i Carmers

pipoEs. pr 30 p the i of Msafures 18 andisss. Aeal hme
or jusl doodis. cockpil daplays, Woeding nee i’
anfhinnoe the realisic feed of This sluiming
ES-I'.'.APE / ROBOT MONSTERS: simulation
Ham's somefhung complaesy ditlsmant
- u scionce heton siory with come PACK INCLUDES: ]
book shyle Graanhics. hargsd dui
o Dlis e on tha Piaesst X nescu A500 Computer & Mouse £399.99
ing Hsming who have been captured | | AS20 TV Modulator £24.99
by Bl Agkent Monsters and forced fo
an st oot Armmy e DESTACY Ellum Palnt "“m-, i::::
Fox e rors BTN rEORSSSONG) Bppiae, [ TARTHE Jotes ard Dk Tight e scape/Robot Monsters £1,
tions user, Commodore have a selection of '::mmf:m" Robctzio help | | Rainbow |slands £24.95
systems based around the axpandable Amiga F29 Retaliator £24.95

RAINBOW ISLANDS:

Blip on your magic shoss, pracliss
trenwing & rAinESA and you e riady
o go mland hopping. From thi iskand

2000, at prices from 1295 +VAT. The A2000
teaturas a full 1Mb FAM (expandabis o SME],
9 system expansion slots, plus 1BM com-
patibifity with the use of PC-XT or PC-AT

The Cammaodore AS00 Batman Pack must
surehy rank as one of the mos! popular com-

PACK INCLUDES:
AS00 Computer & Mouse £399.99

TOTAL RRP: £544.82
Less Pack Saving: E14582

PACK PRICE: £398.00

puter packs ever! The pack fealures the ros. h of ([aain fo Mbonsses |stand, you will en- ——
Commodore Amiga 500 computer with A520 TV Modulator ..... £24.99 wmg:"ﬁ E:::“plm poL M ousinr Doh himest, Sieging insec,

mouse controller and TV modulator, plus | Batman The Movie ... . £24.95 § [ 25000 boo, for S mt:hlmam-;'mﬂd

foor 10 software fities, The software - | Mew Zealand Story . . £24.95 | deails of A2000 com- e fldare. Py okt e L:;::J
cludes: 'Batman The Movie' - Rsd Gotham | Interceptor .. £24.95 | puter systems. VA= EaEe.T worid of darknass and s ink L2

City of ihe cunning jokar, in Ocean’s 00 | Deluxe Paint Il .  £49.95

e s | FOR FURTHER DETAILS OF THE AMIGA |
wsn| ‘RANGE, COMPLETE THE COUPON AND

PACK PRICE: £399.00

9— RETURN IT TO SILICA SHOP
£399 . THE UK’s Nol AMIGA SPECIALISTS

galling tithe based on the blockbuster Bat-
man film; Mew Zealand Story - high quall-
ty conversion of the leading arcade game,
Interceplor - Dogfight with ftwo F-16's In
this leading Mght simulator; Deluxe Paint
Il - top guality Amiga graphics package
which sef the standard for athers o follow.
Raturn the coupon lor lurthar detadls.

SILICA SHOP OFFER YOU

RETURN THE COUPON FOR FREE COLOUR BROCHURE!

Rd, Sideup, Kent

MAIL ORDER: 1-4 The Mews, Hathe

I
Orgar Lines Open Mon-Sai S00am-G.00pm La{gm Hight Cpaning
LONDON SHOP; 52 Tottenham Courl Road, London, WiP 0BA

" DAY 40X Tel: 081-309 1111
Fan No: 081-308 0608 _
Tel: 071-580 4000

. o A i w5a B.30am-500pm Labe Might: TRursday wnil Bpsn Fax He 071322478
FREE OVERNIGHT COURIER DELIVERY: On all hardware orders shipped in the UK. Opsring Wiiee By = : = - . - DBY.302 81
TECHNICAL SUPPORT HELPLINE: Team of Amiga téchnical experis al your Service. SIEHLE;IE&] w",_qmilg,qx;rﬂ?ﬂmﬁ‘fg' Ha[he,”f,z rﬁanil SL'F,IE;;D;.,F;L[,, DAM 4D:.§u E'Dﬂﬂa T ;
PRICE MATCH: Wa normally match competitors on a “*Same product - Same price’” basis 1 W Me atheriey Rd, Si Kent ] - 081-308 0888
- . CAT - - nl A E u
ESTABLISHED 12 YEARS: Proven track record in professional computer sales n“sgﬁﬁ?}lnnmm#in Fri ln'foaT»fEu'éﬁ«'“ Hdﬁe:ﬂguu '::ini- E-:.tﬂaﬂ's e Dlar IEI O -308. (Hi0H

13w TURNOVER (with 80 staff)l: Solid and reliable with maintained growih
BUSINESS/EDUCATION/GOVERNMENT: Volume discounts available for large onders
SHOWROOMS: Demonstration and training facilities at our Londan & Sidoup branches
THE FULL STOCK RANGE: All of your Amiga requirements Irom one suppliern

FREE CATALOGUES: Will be mailed to you with offers and software/perpheral details.
PAYMENT: By cash, cheque and all major credit cards

CREDIT PAYMENT TERMS: Silica are licensed credit brokers - return coupon for details
Lafore you decide when b buy your new Amiga compuler, we Buggest you think vary carefully anout WHERE
you buy i, Consider whal it will be like & Terw monkhs afer buying your Amiga, whan you may require addilishn a
naripharals or sofiware, or help and advice with yous new purchass, And, will the company you buy froen conkact
you with details of new products? Al Silica Shop, wa ansuns (Rat you will have aothng io worry Sbaul Silica have
héen astabimhed bor avar 12 yoars, and have an anrsal Temnowver of £13 million, With sur unrivalled axparisnca
and expertsia, we CAN now claim i mest our CUBIMans requ ramants with an whdersianding which is second
o o, Bluk don’t just 1akie our word far it, Comsplebe and rétum - l

LT SILI CA

perence tha “Silica Shop Sarvice’
RETURN THE COUPON NOW FOR
e d SHOP
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If you have enjoyed reading this issue of Subscribing to ACE for only £21.60 has so
ACE, you are bound to be interested in our many benefits for the self respecting
fantastic new subscriptions offer. The offer enthusiast of computer entertainment.

aims to give you value for money, an easy Here are a few points to consider whilst
way to regularly receive your favourite pondering this small but worthwhile
magazine, and - thanks to our friends at investment:

IMAGE WORKS - a FREE software gift.

| g '”‘ _i:._i'Nrmw#.Hlf "; f.

* Get 12 issues of ACE, the best computer

entertainment magazine in the world, delivered

direct to your door and we’ll pay the postage! This

means never having to traipse down to your local

‘lj_—'J

newsagents for your copy again.

* Ensure you never miss out on all the vital
information which only ACE gives you and impress

your friends with it!

“ Choose from some red hot Image Works games -

which can be your absolutely FREE !

Saving yourself between £10 and £25

BACK TO THE FUTURE N




If you take out a subscription for 12 issues
(only £21.60) you can choose one of the
following Image Works games free! :

AND GET FREE SOFI'WARE..

mif‘iﬂﬂ avah
: Tesy 'i!\- SFey

Nings Amiga only
falcon Amiga, ST, PC
falcon Mission Disk 1 Amiga, ST
falcon Mission Disk 2 Amiga,ST
Battlemaster Amiga,ST
Back To The Future 2 Amiga, ST,PC,
Spec, C64,
Amst,CPC
Cadaver Amiga, ST
lungeon Master Amiga, 1 Meg
ST
iS
If you subscribe for 24 issues (£43.50) you
] can choose one Eame from the above list OR - issf.l.gs (UK Residents only) _ 521155”
iwo games from those offered below: 12 issues (Air Europe) £39.50
Kenon 2 Amiga, STPC 12 issues (Rest Of The World) £53.00
e Am{ga, i 24 issues (UK Resndents nnll_.r:l £43.60
peedball Amiga, ST,PC i R S
ravity Amiga, ST,PC 24 issues (Air Europe) £79.00
: ip It & Magnose Amiga, STPC 24 issues (Rest Of The World) £106.00
inal Battle Amiga,ST,PC TSE = " T
Bloodwytch C64,5pec We Suggest that overseas readers pay by International Money Grder,
Blasteroids ST.Spec

*Remermber, the above games are only available with a 24 issue subscription,

Place your order by completing the coupon, or send your details on a
postcard, or ring our special 24 Hour Orderling Service on 0858 410 088,

BB The free software offer is available to UK residents OMLY, Your software cholce will be malled Subs Guarantee: [f your aren't completely sa!..ls.ﬂeﬁ w!m your subscription, you may cance| it at any
separately to your first magazne, please allow 28 days for delivery. time and receive a prompt refund for all unmailed copies.

TO: ACE SUBSCRIPTIONS DEPARTMENT, PO BOX 500, LEICESTER, LE99 OAA

[ 11 | R A R — - RSP SRR R EE ET P TP R R
ADIHRESRS : ....concisinsinnasascainsassnstsassssisssssonsnsssnssmsnsnisinsmanssnssssihnssistesstsssessysiasmmssssnenssusissstsuasssisnsunsanns
POSTOODE :......ccco0iinmmnnrerasssonsanssssnsssanssrossssassssssssssssstssssnstsssstssesssssisnssaanestsnstnsstassesassssussanssassnsesns

| WOULD LIKE A SUBSCRIPTION TO ACE FOR 12 ISSUES U please tick box

| WOULD LIKE A SUBSCRIPTION TO ACE FOR 24 ISSUES please tick box
PLEASE START MY SUBSCRIPTION FROM THE .....ccccivinmiiinmrenninenenienans (enter month) ISSUE OF ACE
MY GAME(S]) CHOICE IS & .iociiiriiieiinnsisnmsssinssssmssresmessnsassotesssisssiasssisnsiasssissssnssnssastonsnstnsassneranansines
MY MACHINE IS . civiiairansnsencisasrensniessinasianssusnesansrsnnsssnsassnsassniassranssisssssssssinsssssnssanssssnnsinssnisnssansensnss

| ENCLOSE A CHEQUE/ POSTAL ORDER MADE PAYABLE TO EMAP IMAGES
L AR s el

PLEASE CHARGE : £......roincenvesanion TO MY ACCESS/VISA/DINERS CLUB/AMERICAN EXPRESS ACCOUNT
BB NIUMIBIER = ... i i caiinssissiminivoasbatn s b sieres s s m i i 6 e 0 S o o e e e e e B i
EXPIRY DATE : ..o iciiiicnnincrmncnsmnsssnsasmansnsnnsssansonsinsssimasbtsssssns ssasssins siisnssnusisnanssnsssnsasennsorsssnsunsoninosssuee
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SOURCE CODE :0014

FULFILMENT: ALAM WELLS INTERNATIONAL, MEMBERLINE HOUSE, FARNDON ROAD, MARKET HARBOROUGH, LEICESTER LE16 SNR
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rom Nick Smith from London. Alien bombard

ment getting you down? Then press J and K
simultaneously for infinite energy. Can't get
beyond Level 1 (a great pity, because some of
the later level are fantastic)? Why, just press J fok
lowed by any number from 1 to 6 to skip levels.

T1is sweet little shorty for the Amiga comes
f

This month there are hot tips for Iceman, sixty codes
for Lemmings, a Colditz playing guide, the complete
solution to Dragon's Lair Il, and lots, lots more...

Lemmings

s, more passcodes for the game featur
Yﬁ|3 those adorable but quite loony little
balls of fur, as supplied by Paul Kathro

from Romford. Get lemmin’... err... | mean, ge

B

movin'... ey pyry
. : LA
T AXING R R TR L RS [RE:
2 FIBLILMOFL & Fr ‘%
3 [BANLMFPFY w R w
4 BINLMFIQFR b
5 FAJHLDHBGT TIil -* |
g IJHtgﬂF{:GM : . o | ——
NHLDHFADG. i § Rl h.' 3 1 i
8 HLDHFINEGS B FERT———— - ey e
9 LDHFAILFGL T 7 1LY IME 9
10 DHFULLGGU
11 HFANLLDHGR
12 FINLLDHIGK 26 FHFULLGHX 24 IJHLFIFCJS
13 FAJHMDHJGM 27 HFANLLFHHU 25 NHLFIFADJP
4 LHMDHFKGY 28 FINLLFHIHN 26 HLFIFINEJY
15 NHMDHFALGS 29 FAJHMFHIHP 27 LFIFAJLFJR
16 HMDHFINMGL 30 IHMFHFKHY 28 FIFLLLGJK
17 MDHFAJLNGLU 29 IFANLLFHJX
18 DHFLLMOGN MAYHEM 30 FINLLFILIQ
19 LGANLMDPGP 2 HMFHFINMHO
20 FINLMDHQGT 3 MFHFAJLNHX TWO-PLAYER LEVELS
21 FAJHLFHBHW 4 FHFIJLMOHQ 2 UHLDKJCMJ
29 IJHLFHFCHP 5 HFANLMFPHN 3 NHLDUJADMU
23 NHLFHFADHM 6 FINLMFHQHW 4 HLDUINEMN
24 HLFHFINEHV 7 FAJHLDIBIW 5 LDUAJLFMW
25 LFHFAJLFHO 8 UHLDIFCIP 6 DULILLGMP
9 NHLDIFADIM 7 LIANLLDHMM
10 HLDIFINEV B JINLLDIMY
1 LDIFAJLFIC 9 AJHMDLIMX
2 DIFLILLGIX 10 IJHMDLIKMOQ
3 IFANLLDHIU 11 NHMDUALMN
4 FINLLDHIN 12 HMDLINMMW
5 FAJHMDUIP 13 MDLIAJLNMP
L6 IJHMDIFKIY 14 DULLMOMY
F NHMDIFALIV 15 LJANLMDPMY
8 HMDIFINMIO 16 JINLMDIQMO
19 MDIFAJLNIX 17 JAJHLFIBNR
20 DIFULMOIQ 18 LHLFIJCNK
21 IFANLMDPIN 19 NHLFILIADNX
22 FINLMDIQW 20 HLFLINENG
23 FAJHLFIBL
86 AovanceD cOMPUTER ENTERTAINMENT
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Awesome

nother brief but beautiful cheat from Nick
ASrnith. To obtain infinite lives and shields in

this ACE-rated space quest, play until you
get to the cargo/energy screen and use the joy-
sfick to move the cursor to the top left hand
corner on the screen, then press fire on the joy-
stick and the '+’ sign on the numeric keypad.
What could be simpler?

Wrath Of The
Demon

ow! Here's an excellent treat for all fans
Wm this pixel-perfect, astonishingly-atmo-

spheric and deadly-addictive arcade
adventure. Simply follow this guide sent in by

Joe Baskerville from Frome, Somerset, for com-
plete satisfaction...

At the Dark Tower kill the small bloke who
throws things at you and collect the potion.
When another one arrives kill him and then his
mate

50 that you end up with three Potions. Once
youre in the Tower follow the instructions below
to reach and kill the Demon.

Go right and enter the second door on the
floor, then enter the first door you come to and
collect the Lightning Potion. Go back through
the door you just came through, go right, collect

Xenon 2

pes the man never rest with his PC
Dcheats? It's Paul once again, this time

with a cunning way to get infinite lives
in the Bitmap Bros super shoot'em-up.
Simply press F7 after selecting the graphics
mode and then during the game press | (the
letter ‘eye’).

the Potion and go through the door. Carry on to
the end of the corridor and do the same in the
next corridor collecting all the Potions you find
on the way.

Now go left, enter the next door you come to,
flick the switch and come back out. Go left, go
through the next door and collect the Potion.
Come out again, go into the next door on your
left and flick the switch. Come out, run all the
way to the right, flick the switch and enter the
door on the floor to your left. Run to the right, go
through the next pair of doors, go left, collect
the Key and go back past the three doors you
just came through.

Run all the way back down the passage and go
in the door on the floor right at the start. Jump
over the spikes and enter the door. Collect the
Key, go back over the spikes and out through the
door. Go in the next door on your right again, go
right, enter the second door and then go through
the closed door. Kill the Goblin and collect the
Key. Go back past the pair of doors you just
came through, run left and go through the closed

'TNT|

Starray

ore PC pranks,
M courtesy of Paul!
For infinite lives in

this Defender-esque
shoot-'em-up, type in
MASM 5.1 at the selection screen.

Car-Vup

nother Amiga and ST cheat from Simon
A[wu're very grateful). For a cat-like nine

lives type PUSSYCAT on the high-score
table. Typing BUMPER during the game gives
you temporary invulnerability and typing
WHOOPSIE takes you straight to the final
level - are you sure you can handle it?

door. Run left, go through the first door and
the enter the third door.

Kill the Dragon, collect the Key and come
out. Run left to the end of the passage, run left
again and enter the door. Go through the third
doaor, flick the switch, come back out and go in
the closed door on your left. Collect the
Potion, come out and enter the last door on
the right. Go through the first door, collect the
Potion, come out and enter the next door on
the right. Go in the first door, collect the
Weapon and enter the second door to collect
the Potion. Go out, run to the end of the pas-
sage and enter the door.

To kill the Demon jump and shoot him. When
he looks up dodge the laser beams from
above, when he looks down stand in between
the hole in the ground to avoid the flames,
when he moves his hand duck the fire and
when he opens his mouth go to the back of the
screen and jump to avoid the flame. Keep
shooting the Demon until he's dead.

b=
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“ Police Quest

Il ““: S ENRE EEFIH
o-one said it was easy on the streets. AT,
N Though perhaps James Jack can make life | Feroaiteas
a little more pleasant with the following hint

which'll help you get the ‘No Bail Warrant' for
this mind-bogglingly difficult Sierra adventure.
After you've joined the Narcotica Brigade and
your new office has been shown to you by
Laura, open the cabinet, find the Hoffman's file
and read it. Pick it up again, close the cabinet,
get the clipboard and keep turning the pages

until you see Hoffman's photo. Type ‘Get Wanted

here's nothing more annoying when you're

trying to catch a criminal than skidding

off the road and ramming straight into a
tree. So try out this cheat for the Amiga and
ST conversions of the crime-busting coin-op.
Hold down H and F5 while the game is load-
ing, and as if by magic you'll find all the road-
side obstacles will disappear! If only it could
be like that in real life!

Poster’ and go to the Court.

Walk right until a man asks you what you want,
then type ‘THIS IS AN EMERGENCY'. Wait until
he comes back, open the door and then give
Hoffman's file and the Wanted Poster to the
Judge. After typing Tattoo' you will get the ‘No
Bail Warrant'. Now go back to the Police Station
and carry on with the game...

Weird Dreams

ttention all you business computer players!
APaul Greig Smith of Oakley has a red-hot tip

for the IBM PC version of this bizarre trek
through the dream state.

In the Hall of Mirrors, walk into the right-hand
mirror and key in the Morse code for ‘SOS'
(three short taps, three long taps, three short
taps) using the '+' key on the numeric keypad
for infinite lives. Additionally, whenever you're in
trouble, tap the '+’ key a number of times and
you will complete the section, except when fight-
ing the Wasp or the Brain.

Bugs Bunny

t's not funny being a bunny when you can't Level 1 and
Iyuu'ue paid lots of money (for the cart). Okay, okay, so |

never was very good at poetry. So I'll shut up and let
Mike Walpole from Wolverhampton take over with the full
list of level codes for this Gameboy cartoon caper.

2 SIWS 26 WTFZ
3 2525 27 X2JZ
4 ZIPS 28 KTKZ
5 SW35 29

B SXES WPMZ

7 IW45 30 WYCZ
8 ZX9S 31 XPAL
9 WSRS 32 XYoz
10 WZES 33 ZSSW
11 X5J5 34 ZIWW
12 XZKS 35 TSIW
13 WWMS 36 TZPW
14 WXCS 37 2W3W
15 KWAS 38 2XEW
16 ¥X05 39 TWAW
17 5257 40 TXIW
18 STWZ 41 PSRW
19 1227 42 PZFW
20 ITPZ 43 YSIW
21 SP3Z 44 YZKW
22 SYEZ 45 PWMW
23 ZPaAZ 46 PRCW
24 IY9Z 47 YWAW
25 W2RZ 48 YXOW

BB ~ovaNCED COMPUTER ENTERTAINMENT

49
50
b1
b2
53
54

56
57

59
60
61
62
63

65
67

69
70
71
72
73
74
75
76
77
78
79
80

ZISX
ZTWX
TZIX
TTPX
2P3X,
2YEX
TP4X
TY9X
P2RX
PTFX
Y2JX
YTKX
PPMX
PYCX
YPAX
YYOX
S352
S1IWZ
2377
L1PZ
S5E32
SHEZ2
ZE42
ZH92
W3R2
WiF2
X3J2
X1K2
WEM2
WHC2
KEAZ
XHD2

Horror Zombies
From
The Crypt

imon & co again, this time with the level codes to
Sthis 50-50 arcade adventure on the Amiga and ST.

2 WOLFMAN

3 HAMMER

4 LUGOSI
5NOSFERATU
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Wishbringer

sented us with the complete solution to this

classic Infocom adventure, which was
recently re-released at budget price. What a bar-
gain! But, before we begin, here are some gen-
eral tips...

Pau1 Hardy of Sheffield has generously pre-

Try not to get caught by the town guards - these

are the giant boots stomping around the town

which may even arrest you if you're not careful.

When you hear the guards approaching, move

away and wait a few turns before you continue.
0.K. - now, on with the solution...

The game begins with you standing outside the
Post Office. Go IN, WAIT and GET ENVELOPE.
You will be told to take the envelope to the
Magick Shoppe, so go OUT, and head W,W, YES
[when you're asked if you wish to enter the
graveyard), N, WAIT, GIVE ENVELOPE TO
GRAVEDIGGER, WAIT, IN (to enter the grave),
GET BONE, OUT (to leave the grave), S, E, E, E,
GIVE BONE TO DOG (to keep it quiet!), N, WAIT,

GET NOTE (from the librarian), E, E, E, GET SEA-

HORSE AND THROW IT INTO SEA, W, W, W,
EXAMINE FOUNTAIN (to see a coin and a gold-
fish within), GET COIN, E, E, N, GET SHELL, LIS
TEM SHELL (for a clue), N, W, W, W, UP {onto
the hilltop).

GET HORSESHOE, M, E, N, N, E, BREAK
BRANCH, UF, W, N, UF, E, 5, UP (to arrive out-
side the Magick Shoppe). Now KNOCK ON
DOOR, OPEN DOOR, IN, EXAMINE CLOCK, WAIT,
GIVE ENVELOPE TO WOMAN (she hands it back
to you and asks you to read it), OPEN ENVE-
LOPE, READ LETTER TO WOMAN, WAIT, GET
CAN, OPEN CAM, WAIT - now the strange
woman will give you details of your quest...

Leaving the shop you must go DOWN, N, W,
DOWN, S, E, DOWN, EXAMINE VULTURE, W,
GIVE CAN TO TROLL. Opening the can the Troll
will shriek in terror and flee allowing you to
cross the bridge. So, GET CAN, OPEN GATE, 5,
5, 5, IN (to enter the church), GET CANDLE,
OUT, S, EXAMINE FOUNTAIN (there is a token in
the fountain, but it is guarded by a vicious
Firanha fish!).

E-Motion

This Amiga and ST arcade puzzler certainly

had me tearing my hair out in frustration,
so type MOONUNIT and press F1 to skip a level
level or F2 to skip ten levels.

Yeah, you guessed - it's Simon's gang again!

W, W, EXAMINE PIT, E, E, DROP SHELL AND
HORSESHOE (as they are of no further use), N,
M, N, N, E, DROP CANDLE AND GET BRANCH,
W, S, S, W, UP, OPEN STUMP (on top of the hill-
top), N,S, PUT BRANCH INTO PIT, PULL
BRANCH (to free the poor creature), DROP
BRANCH and then DIG AT X to find a whistle. So,
GET WHISTLE and BLOW WHISTLE...

You are teleported across the water; there is a
castle here, so go IN, WAIT and GET HAT. Now
WAIT and BLOW WHISTLE again - you will travel
back across the water and arrive back beside
the pit. The magical whistle is lost on the return
journey, however!

From the pit go E, E, N, M, N, N, E, GET CAN-
DLE, W, 5, 5, E, E, GIVE HAT to the pelican, to
gain a magic word. Now go W, 5 and OPEN
MAILBOX, GET LEAFLET, WAIT; the mailbox will
uproot itself, and follow you everywhere from
now on! So, go N, N and LOOK IN CAN to see if
it has a false bottom. SQUEEZE CAN and then
DROP CAN, GET STONE.

MNow head W, S, 5, DROP LEAFLET, E, GIVE
COIN TO V0SS (to gain a ticket), IN, GIVE TICK-
ET (so you can enter the cinema), EXAMINE
CARTON {to see a 3D film advert), N, LODK
UNDER SEAT (to see a pair of 3D glasses) and
then GET GLASSES, WEAR GLASSES, WAIT,
WAIT, WAIT, WAIT, WAIT to gain some
useful information.

Leave the cinema by going
OUT and then REMOVE
GLASSES, OUT. When
asked if you really wish to
exit, type Y and, once
you've left, input E, WAIT,
WAIT, The trashcan will
come to life and attack
you, but the mailbox
(which is still following
you around) will leap to
your defence. Both contrap-
tions will be destroyed. Now
g0 IM (to enter the arcade) and
EXAMINE MACHINE, Go OUT and
head W, W. Now DROP ALL BUT CANDLE,

W, IN, WAIT, WAIT; you will be locked in a prison
cell. So MOVE BED, GET ALL, IN (to climb into
the hole). You end up in a tunnel, with only your

l’l‘l N l'l'l

candle for light. Go N, E and PUT BLANKET
OVER GRUE (to stop your light waking it up).

Now OPEN REFRIGERATOR, GET BOTTLE AND
WORM, W, W, UP, N, E, 5, 5, DROP BOTTLE,
GET GLASSES AND STONE and GET NOTE. Mow
PUT WORM INTO FOUNTAIN to keep the piranha
happy while you GET TOKEN. Now go E, E, IN
(to enter the arcade), INSERT TOKEN INTO
SLOT (on the machine), PUSH STICK WEST,
AGAIN, PUSH STICK SOUTH, AGAIN, PUSH BUT-
TON. Are you sure? YES. Really? YES.

MNow input the magic word you learned from
the pelican to open the drawbridge. Go IN and
WAIT: you will be clubbed unconscious. Waking,
you find yourself chained to a table which is a
part of a machine. Mr Crisp is here. So WAIT,
GIVE NOTE TO CRISP, GET COAT AND GET KEY,
UNLOCK CHAINS WITH KEY, PULL LEVER, GET
NOTE, READ MOTE - it tells you how to pass
Alexis the guard dog - and then OPEN HATCH,
UP, MOVE PAINTING (to reveal a crank hidden
behind), TURN CRANK (to re-open the portcullis).

Don't leave the castle yet, but go UP instead.
It is very fuzzy here, so WEAR GLASSES, GET
BROOM, EXAMINE PANEL, EXAMINE SECOND
SWITCH, PULL SECOND SWITCH, DOWN,
REMOVE GLASSES. How go N, OUT, E, ALEXIS
HEEL, PAT DOG, OPEN DOOR (into the cottage),

E, READ MESSAGE, DROP NOTE, DROP
KEY, DROP GLASSES, GET STEEL
KEY, OUT, DROP CANDLE, N,
UNLOCK DOOR WITH KEY,
IN (to enter the library),
EXAMINE DESK.

The door will
slam shut, leaving you
in darkness.
Fortunately the
Wishbringer Stone you

are carrying flares into
light. So, input 5, BREAK
CASE WITH BROOM,
EXAMINE SCULPTURE, PUT
STONE INTO HOLE. Sure? YES.
Really? YES. You are teleported

back to just outside the Magick Shoppe

entrance, where you may KNOCK ON DOOR and
all will be made clear...
THE EMD!

Monty Python's Flying Circus

t's Simon again, who explains “How to recognise cheats from a long way away”. Lesson 1: The
ILeuel Cheat. Type your name as SEMPRINI on the high-score table to start on any level you've
reached.

Nitro

imon Dormer and friends from Bexley

have certainly been busy - they sent us

reams and reams of excellent cheats for
the Amiga and ST. This one's for Psygnosis’
great little buggy racing game. Getting stuck
on a level? Then type in NITRO to jump to the

TP * =
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AMIGA

THE ULTIMATE GAMES GUIDE TO THE ULTIMATE COMPUTEHF

DM16 PTA 770 L11300
AN EMAP PUBLICATION

L GAME! GET BLASTING
AMIC’'S ARMY MOVES

ACHED?

9 siz210260 1

'GAMES BONANZA' EBT\I’ SPECIAL » BAHI]S TALE |
F-1511« CRYSTALS OF ARBOREA « METAL MASTERS o ALIEI
BREED » THUNDERJAWS e« ELF « MERCHANT COLONY -« Pf
HAMMER AND HIS PNEUMATIC WEAPON « WARLORD - ICi

HOCKEY - HILL STREET BLUES - MOONSHINE RACERS
-' CHUCK YEAGER 2.0 - DEMONIAK » PGA GOLF TOUR « SHADOY
' DANCER » FULL CONTACT » EYE OF THE BEHOLDER
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Mext month's issus
sees the entry of
the first masltime-
dia system into aur
hardwara guida:
the Commodors
COTY, dus for offi-
cial laundh in the
UK on 30th April,

thaugh supplies
may not reach the
shaps til later. Hara

satbacks like that
with the final prod-
uct, which will be
fierculy bendhtest-
ed in ACE as soon
= we gt onel

| CONTENTS

ACE Charts

At last! Someone's won the ACE Charts Jackpot prize! And for those of |
you who haven't caught on yet, these are the most useful charts in the |
industry - because they're not based on sales (which can be heavily |
influenced by licensing and distribution) but on the review marks each

game received in ALL the UK games magazines...

95 Hardware Buyer's Guide
Our definitive tech listings and buyer's guide. This month we've printed
sections on both 16-bit computers and both 8-bit and 16-bit consoles.

109 The ACE Prize Crossword

The magazine from outer space? (3)

110 Shopwatch

Dirk Longhorn looks ahead to CDTV, the Game Gear, and wonders about
the chances of a colour Game Boy...

105 Direct Line

To YOUR micro. Note that we've concentrated our coverage in this sec-
tion on Amiga, PC, ST, Megadrive, Game Boy and Lynx. Sorry 8-bitters,
but 16-bitters will get an even better deal out of ACE from now on...

111 Hot off the Shelf
Our definitive listing of games that have received top ratings in ACE
over the last few months and which should still be available on the
shelves.

117 Adventureline

Pat Winstanley with the latest instalment of her column for dedicated
adventurers, packed with information on where to find friends and help.

121 The ACE Diary
Our monthly guide to what's on where and what's out when

116 ACE Readers Pages

Now that ACE is concentrating all its energies at the cutting edge of 16-
bit, this could be your chance to offioad that old 8-bit system...

‘ we don"t expect

119 Public Domain A B i ._
Mark Smiddy's regular guide to the latest in PD gaming. gty s e ,
issues — such as this one, which gave i

122 The Blitter End e a e

Our chance to have the last word, Sips i i s T
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pink pages

The ACE Charts give you the
definitive list of top scoring
games EVERY MONTH - as
reviewed by ALL British games

AMIGA

Rocket Ranger Mirror Image
Speadball Mirror Image
Swiv Storm
Railroad Tycoon Microprose
Silkworm 16 Blitz

Budget re-releases dominate this month as
Mirror Image's first two golden oldies get
the label off to a fine start.

C64

Silkworm Mastertronic
CJ's Elephant Antics Code Masters
Supremacy Virgin

Swiv Storm

Super Monaco USs Gold
Bargains to be picked up here as two

cheapies head the ratings. Slightly ironic,
perhaps, to see a budget version of
Silkworm outranking SWIV.

AMSTRAD CPC

magazines.
A JACKPOT WINNER AT LAST!
Well, it had to happen. As reported last month, Rotherham’s Phil Maxfield What you can
appears 1o have comered the market inthe Morth by offering his pals copies of win...
his carefully researched system - and now one of the blighters has one the You'll get a mys-
Jackpot! The irony is that it wasn't Phil, but Andrew Allen of “:::gt:rn-:m
-yei. Rotherham, who spotted all five games on the Amstrad CPC. your machine if
Congratulations Allen - a large box is on its way to youl you can pick out
In fact, we were delighted to have Andrew win the grand prize, because NEXT MONTH's
this is actually the last month in which the Stockmarket and Charts will appear tgiw::rrﬁt:m
in their present form, As from next month, we'll be presenting a much in any category
improved charts section — and rest assured we'll still be giving away some and you'll get
grand prizes, £150 wo':'ﬂ‘ of
Other winners in Round 17 were Daniel Morgan, Phil Maxfield (of Is:ﬁwvlﬂ! m
course!), Pete Hall, A. Johore, J. Barraclough, Tariq Anwar, and C. Glasson opposite,

| enter the listings (marked with an asterisk).
| This month, we welcome Demonware to the

THE STOCKMARKET

In addition to our games charts, we also have a bit of fun with the figures each month
when we produce the ACE Stockmarket. It's a list of the top 25 softcos as determined
by the ratings their games are currently receiving. You can see their fortunes rising ard
falling in each issue...

Having collated all the games reviewed in the latest issues of computer magazines,
we calculate the average mark that each publisher received for every one of its games
on each format. This is the rating that you see in the second column. So, for example, if

'_ the company is great at sourcing 16-bit games but botches up its B-bit conversions, that

will pull down the average mark, even if you can see one of its titles heading up the
Amiga, 5T or PC charts on these pages. If all the games are excellent, or if the company
has just one brilliant program doing the rounds at the moment, it will consequently
have & high rating.

The last column shows how well a company’s games have fared compared to the
Software Index. This single figure represents the average review mark (expressed as a
percentage) that all games, all formats, received during the last month. It's a quick
guide to how good the current crop of titles is, and each company's Index score shows
how well their games compare to the norm. For example, in this month's chart, Core
Dasign's current titles are worth 10 percentage points above average - according to the

industry's reviewers.
Although we print only the top 25 compa- Software index: 76.65
nies each month, we keep tabs on all of The highest ever! There are some very high qual-
them. Occasionally a new company will 4 "'::*:'Mﬂ':h““:‘“‘
Virgin/Mastertronic's Silkworm, for instance.
Chack next montits see i this is a genuine
upward trend or whether the industry's review-

Chip's Challenge US Gold
Loopz Audiogenic
Light Corridor Infogrames
Welltris Infogrames
Xenon Mastertronic

Infogrames grab the French flag from Ubi
Soft with new conversions. Loopz and
Welitris show that puzzles are one of the
few genres free from format limitations

IBM PC

Speedball Mirror Image
Red Baron Dynamix/Sierra
Life and Death 2 Mindscape
Links Accolade

Jones in the Fast Lane Sierra

With Speedball 2 recently earning rave
reviews, it's good to see the original can
still hold its own with the games of today.

| ACE Stock Market.

Finally, we don't count companies which ars have had a collective bout of spring fever.

have only received a single solitary review.

PUBLISHER SCORE +/- INDEX Aternative 823 +5687 5.35
System 3 54 n'a 17.35 Rainbird B2 -10.67 5.35
Spectrum Holobyte 90 nfa 13.35 Palace 81.75 n'a 5.1
Microprose 89.88  +24.38 13.23 Gremlin 8094 -388 429
Mirror Image B9.7% +311 131 Image Works B0.42 613 383
Drynamix 88.33 -1 11.68 Electronic Arts 8047 +17.27 382
Action 16 By +10.71 10.35 Elite 8O +124 335
Storm 86.99 +13.32 10.34 Rainbow Arts 80 851 335
Core Design 86.65 +1.15 10 Audiogenic 79.21 +7.58 258
Psygnosis 86.5 +0.87 9.85 Krisalis 78.83 +9.7 218
Us Gold 82.52 +851 5.87 Sierra 77.96 +3.63 1.31
| Code Masters g2.22 022 557 * Demonware 775 n/a 0.85
I B82.21 +1.33 5.56 Oxford Softworks 77.5 nfa 0.85

e
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WHAT THE FIGURES ABOVE MEAN...

First, of course, you've got the game. Then the
software house and - in the last column - the
average score (converted to a percentage with
typical ACE precision to two decimal places) the
game received in ALL reviews during the last
month. Don't forget that the review ratings are
taken from all UK magazines, not just ACE, so we
don't necessarily agree with some of the judge-
ments here, but all review ratings are, to a certain
extent, subjective.

SPECTRUM AND ST CHARTS
OPPOSITE



HOW TO ENTER

STEP ONE

Find a postcard — or write your entry on the
back of an envelope. Enter your name and
address, a daytime telephone number if you
have one, and the Round Number.

STEP TWO

Tell us your age and which machine you own.
Just in case you win!

]
4
I
STEP THREE
| Exarmane this month's charts. Then, using your
| knowledge of the games scene, try to predict
| which games will come top of the six machine
| specific charts. Finally, enter on your post-
card:
@ the top game for the Spectrum
# the top game for the Co4
# the top game for the CPC's
@ the top game for the [BM FC
@ the top game for the Amiga
¥OU DON'T HAVE TO ENTER A SUGGES-

® the top game for the 5T

TION FOR EVERY MACHINE! But remember
that your chances of winning may increase if
you do.

STEP FOUR (OPTIONAL)

You can also try to predict which company wall
be at the top of next month’'s Stockmarket list-
ing {see this page). Enter on the card:

The top softco will be...[name of company)

STEP FIVE (OPTIONAL)
If you want to go for the jackpot £150 prize,

G.P.S

Tel : (0268) 782949

Lyric MAching ..........ccocenveeceeencsnias € Lynx C
Lynx Machine + PSU.........ccoeeeee #9.95 Lynx S

Lynx Power Supply Uinit .

Commodore AS00 "Standard Pack”™ ..... o I 2
Amiga AS00 "Screen Gams Pack........ccomeenssnin
Amiga AS00 “Screen Gems Pack + AS01" ...

Lynx Machine + PSU+Cal Game.109.95 ATARIS20STFM "Disco. Pack”....244.95
Lynx Cigar Cigarette Power Ad ....... 995 ATARIS20STFM "Turbo Pack".....319.95
Lynx Kit Case ............ ey 14.95 ATARI1040STE “Family Cur.Pk® .359.95
Lynx Carrying Pouch ........ccceunai, 995 ROTEC RFB8O0 Second ST

LA S VBN ........ooovnneansssis ..5.95 Drive + PSU ._._......

COMMODORE

then select any of the previous categories and
try to predict the top FIVE entries for next
month instead of just the top one. Then tell us
which category you're predicting for — it can
be either the Stockmarket or any of the
machine categories in Step Three. REMEMBER
— YOU CAN ONLY SUBMIT ONE JACKPOT CAT-
EGORY!

STEP SIX

Post the card (WITH a stamp!) to us to arrive
not later than the closing date for this round
(24th May). The address is:

ACE Stockmarket

30-32 Farringdon Lane

London

ECIR 3AU

The first correct forecast for each category
taken out of the hat wins the prize, If you get
more than one entry correct, you'll be entered
in further draws for each category, thus
increasing your chances of winning a prize.

And don't forget to include the Round Number!

All items include postage
and are sent 1st Class
insured post. Please add
£6 for 2/3 day courier]|
for hardware.

ommunications Cable........... 6.95
oftware FROM ..........cccoon 19.95

B pink pages

ATARI ST

Midwinter 2 Rainbird

Gods Bitmap Brothers
Killing Cloud ~ Image Works
Cybercon 3 us Gold
Silkworm 16 Blitz

Midwinter 2 and Gods score almost identi-
cally to last month. Silkworm features in
four formats in all; this ST rating of 81.25
is its lowest mark in all the top fives.

SPECTRUM

Nightshift USs Gold
Hero's Quest Gremlin
Silkworm Mastertronic
Lone Wolf Audiogenic
Xenon Mastertronic
Strong Spectrum chart with five new titles
all scoring highly. Again, budget titles score
highly with Silkworm and Xenon

Please mahke chegues and postal orders payable fo:

b

JAmrga A1500 + A108450 Monitor......c.o. Bl YA e o T 820,85
i ROTEC RF880 Second Amiga Drivre .............. S s PR Lo ey : -
Philling CMBB33 MK2 Colour MOnIDE ......c..coimmiiiimmnsirmnss s as e sessssssassasana 239.95 STEVE JACKSON'S
m Latest Amiga Software Titles Available...............mnmneen s LALL G D IATORS OF
sl LA 7:ROMAN EMPIRE
ith ACCESSORIES
LT T S R S, TR T oL iz -
T T e R o v
ire Printer Lead (PC/ST/AMIGA).......ccocauiiimmmsmsrsesmssssisssasssisssmaannns : i e
Ne Citizen Swift @ Colour Printer + Starter Kit...........ccmeeenmcnesscmssssiiiessninn 219.95
SONY BULK 3.5" DISKS OFFICE HOURS

= R 5.95 MON-FAI.......10.00 -7.00PM - £100
3 B 11.95 SAT ........c0r..9.30 - 7.00PM “ AN | WEEKLY

e B s 2195 LATE NIGHT THURS oy e T PRIZE
; BRIy o 39,95 TILL s S0P ANCIENT ¥ i 3.9

W CiEDIT CARD HOTLINE

G PS |
[ PO Box 571,
ViS4 Rayleigh, Essex. 5§56 9NE

Stocks subject to availability

(0268) 782949

Caills are mare sxpensive MWHIILIHIIHII calls and showid naly be made wilh the
| Calls cost 349 per mis cheap and

0898 800 891

:
|
:
:
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EN L eqend Softtvare

16 Linden Gardens, Chiswick, London W4 2EQ

Fax: 081-995 1325

Telephone: 081-747 4757/081-742 1831

TOP TITLES TOP TITLES

COMPILATIONS
HOLLYWOOOD COLLECTION EDITION ONE
RoboCop, Ghostbusiers 2, indiana Jones, Double Dragon. Xenon, Geminl Wing and
Batrman The

Mo
ALL FOUR GAMES FOR ONLY £17.08

Sillowornm
ALL FOUR GAMES FOR DMLY £15.90

POMWER PACK
Xanon 2, TV Sports Foothall, Bloodwych and
Lesmibuerel

Flalty
ALL FOUR GAMES FOR ONLY E14.59

THT
Hard Drivin, APB, Xybots, Toobin and
D Sigrit
umnﬁmmv E15.99

Bio Challenge 1K and A
mmaﬁ%uunﬂ

Super Wondarbox, Turbo Outrun, Dynamite

FUN BOX FLIGHT COMMAND
ALL FOUR FOR ONLY £8.09 ALL GAMES OMLY E12.99
MASTER MIX COMPUTER HITS VOL 2

Sun, Thunderblade and Crackdown
ALL FIVE GAMES FOR OMLY C16.99

Biack Shadow
ALL FOUR GAMES FOR ONLY .00

mmm Fﬂwm.ﬂ

PLATIMLSA

MIND GAMES
Aussteriitz, Wateroo and Conflict in
ALL THREE GAMES FOR OMLY £14.99

mmmmuvmu
HEROES BIG BOX
Barbarian 2, Running Man, Star Wars andd Captain Biood, Satwl Gurs, T MBMJ
Licance 1o Kill Pius, Tin mhm.'ﬁmm.
ALL FOUR GAMES FOR ONLY E16.99 N P S O LY L1e s
MAGHUM 4 FIST OF FURY
. Diouble Dragon, Oparation Wolf Dynamite Dux, Shinobi, Minja Warriors,
ALL FOUR GAMES FOR OMLY C17.99 ALL FOUR GAMES OMLY £16.99
WHEELS OF FIRE POWER UP
Hard Drivin’, MI-IJ Powerdrift and Altered Baasi, Riainbow Island, X Out,
urtso Outrun Chase HO,
ummmou.rnm ALL FIVE GAMES FOR ONLY E17.59
PRECIOUS METAL

ALL FOUR GAMES FOR ONLY £14.99

BUDGET TITLES

Caniratold Squares . 6.58 656
D Sirip Poker ... .08 .00
(Dhy Chpatrbes Fboermas Flacing 6.99 699
. 7.08 7.08

TankARack .............. 7.8 708
Sthatioes ol the Beaast ... LE: -] LE: ]
rrmarn - ) 7.9

Carrier Command ... - B9
GraryCars ......... ... 099 L1
Hiich Hikers Gusde o Galasy Bo9 .1
Lather Goddess ol Phabos B9 e
Zoml ... L1 1]
Coamic 890 809
Pokor ... .. 080 6.09
Colorade _ .. 508 699
Ko . ... 598 8.99
Grid Plurings .. 5.99 6,99
Chesriir as _— ] 6.99
Crprabicn o .08 6.09
Derfancier of the Crown 858 LR ]
Words 6.08 .89
SeichBieds ... .. .. . .98 1]
Dranbiry Thanipsson Cyrnpse Chad. £99 E99

0898-666416 24 HOUR CREDIT CARD LINE

Please make cheques and PQO's payable to Legend Software Access O Visa O
Computer Date
Title Price Title Price Name
Address
Postcode

Telephone

o R e T ust g5 o0 TG ol 00
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HARD SELL

ell, well, well! Aren't you
WIuclty? Once again ACE is
printing the full hardware

specifications for all major consoles
and computers. The consoles start
here, and turn to page 104 for the
computers. All the data have been
thoroughly updated to provide you
with an at-a-glance guide to all the
major machines you'll find on the
high street.

Supplier telephone numbers are
their own unless PR agencies are
available. As a general rule, however,
your local dealer should be the first
place to start asking guestions.

The Star Ratings go from one
(poor) to five (excellent). But remem-
ber - these should be taken into
account along with your own needs
and preferences.

AMSTRAD GX4000

Package: GX4000 console, 2 con-
trollers and Burning Rubber game.
Processor: 4MHz Z80A

Console Memory: 64K
Recommended Retail Price: £99
Contact: Amstrad 0782 566344

IN BRIEF

Amstrad have partly gone up the
Commodore path, but have wisely
taken the opportunity to upgrade
the hardware. The palette is
increased, with multitasking hard-
ware scrolling and 16 hardware
sprites increasing to 32 with inter-
rupt tricks. Unfortunately the sound
chip is the same old tinny one used
in the CPCs, albeit in stereo - you
can‘t have everything, | suppose.
While some software houses express
reservations of the machine being a
success outside Europe (and hence
reticent about committing support
to it), many are working on titles for
the machine.

GRAPHICS

Resolution: Same as Amstrad CPC.
Palette: 4096

Colowrs: 32

TV: Yes,

Maonitor Output: Yes.

Monitor Supplied: No.

Maonitor Options: SCART, Amstrad
socket.

Sprites: 16, 32 with hardware inter-
Fupts.

Speed: Good for B-bit technology.
SOUND

Speaker Quality: Depends on
TVimonitor.

MIDH: Mo.

Stereo Output: Yes.

Performance: Unimpressive 3 chan-
nel chip as on old CPCs, but now runs
independently of main processor.
HARDWARE

Joystick: 2 game controllers sup-
plied.

Ports: Monitor/TV ports, stereo
headphone socket, 3 joystick ports (2
digital, 1 analogue).

SOFTWARE

Price: Around £25.

Cartridge Memory: 128K

Existing Software Base: Small.but
growing fast.

Current Releases: Thirty titles due
by January 1991,

Prospects: Very good, with several
software houses working on titles.
BUYLINES

Best Buy Price: As RRP.

Second Hand Availability: None as
yet.

Maintenance: One year guarantee,

STAR RATINGS
Graphics: # &
Sound: wEE
Expansion; ##
Orverall: s

ATARI LYNX

Package: Lynx with California
Games.

Processor: 16MHz 6502
Console Memory: 64K
Recommended Retail Price:
£129.95

Contact: Atari PR 071 388 9871

IN BRIEF

The Lynx was designed by a team
including RJ Mical, one of the men
behind the Amiga. If that doesn't
convince you consider it runs a fast
6502, has 8Mb of game sterage on
its cards and supports multi-player
games. The graphics hardware has
built in hardware scrolling and
image scaling. Software is a little
thin at the moment but bound to
increase during 1991.
GRAPHICS

Resolution: 160 x 102

Palette: 4096

Colours: 16

TV: No

Monitor Qutput: No

Monitor Supplied: Yes- 3.5 inch
backlit colour LCD

Monitor Options: None

Sprites: Special graphics hardware
effectively treats ALL screen objects
as sprites!

Speed: Fast

SOUND

Speaker Quality: Very good
MIDI: No

Stereo Output: Yes
Performance: 4 channel, 5 octave
stereo sound has to be heard to be
believed.

HARDWARE

Joystick: 4 way joypad.

Ports: Cartridge port; multi-player
port; miniature stereo headphone
jack.

SOFTWARE

Price: £30-35.

Cartridge Memory: 8Mb
Existing Software Base: Very
small.

Current Releases: California Games
is a great freebie.

Prospects: Uincertain but several
new titles in the pipeline.
BUYLINES

Best Buy Price: As RRP

Second Hand Availability: Very
few

Maintenance: One year's guaran-
tee.

STAR RATINGS
Graphics: #®#®%®
Sound: # # & ik
Expansion: &
Overall: &+

Package: Both V(52600 and
VICSTB0O0 come with controlier and
free game,

Processor: 6507 (2600)/6502 (7800)
Console Memory: Not known.
Recommended Retail Price:
VICS2600 £39.99; VCSTBOO £69.99
Contact: Atari PR 071 388 9871

IN BRIEF

The V52600 is a reboxed version of
the original Atari console which,
until a couple of years ago, remained
the best selling home games system
of all time. The VCS7800 is a tarted-
up version of the VC52600 with a
faster processor, slightly better sound
and vastly improved graphics.
GRAPHICS

Resolution: 192 x 160 (2600); 320 x
242 (7800)

Palette: 16 (2600)/256 (7800)
Colowrs: 4 (2600)/16 (7800)

TV: Yes

Monitor Output: No

Monitor Supplied: No

Monitor Options: No

Sprites: N/A/G4

Speed: Slow

S50UND

Speaker Quality: Depends on TV
MIDI: No

Stereo Output: No
Performance: Limited to 1 channel
on 2600 and two on 7800,
HARDWARE

Joystick: Supplied

Ports: 2 x 9 pin D for joysticks;
TV; cartridge port.

SOFTWARE

Price: £7-13.

Cartridge Memory: Not known,
Existing Software Base: 5mall
Current Releases: Rare
Prospects: Unsure in the light of
new competition from Japan.
BUYLINES

Best Buy Price: As RRP.

Second Hand Availability: Waorth
looking

Maintenance: One year’s guaran-
tea.

STAR RATINGS

2600 7800
Graphics: * o
Sound: * e
Expansion: Mone MNarne
Overall: w ok

C64 GAMES SYSTEM

Package: C64G5 console, controller
and 4 games (Klax, Fiendish Freddly,
Flimbos Quest and International
Soccer).

Processor: 1MHz 6502

Conscle Memory: 64K
Recommended Retail Price:
£99,99

Contact: Commodore 0628 770088

IN BRIEF

Take a Commodore C64 computer,
remove the keyboard and stick it in
an unattractive slab of a box and
what have you got? A “new” con-
sole! Sales so far have been less than
impressive.

GRAPHICS

Resolution: 160 x 200 in multicolour
mode.

Palette: 16

Colours: 16

TV: Yes

Monitor Output: Yes

Monitor Supplied: No

Monitor Options: RGE

Sprites: 8

Speed: 5low CPU, helped out by the
64°s custom graphics and sound
chips.

SOUND

Speaker Quality: Depends on

T monitor

MIDI: No

Stereo Output: No

Performance: 3 channel SAM - one
of the best 8-bit sound chips.

ADVANCED COMPUTER ENTERTAINMENT
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HARDWARE

Joystick: loypad supplied.

Ports: None

SOFTWARE

Price: Around £25.

Cartridge Memory: 4Mbits.
Existing Software Base:
Potentially huge, but small at the
moment. Commodore anticipate
around 100 titles by Xmas.

Current Releases: Plenty forthcom-
ing from various software houses.
Prospects: Uncertain. Do people
really want a console version of an
ageing, though admittedly good,
computer? Software support is likely
to be pretty good for a while at
least.

BUYLINES

Best Buy Price: As RRP.

Second Hand Availability: None
Maintenance: One year guarantee.

STAR RATINGS
Graphics; ## %
Sound: &k
Expansion: #
Overall; &%

Package: Standard Pack includes
console, plus 2 game controllers and
Super Mario Brothers game. Mutant
Machine pack as above but substi-
tutes Turtles game for Maria, Action
Pack as Standard, but includes
Zapper gun and Duck Hunt game.,
Processor: 6502

Console Memory: 2i.
Recommended Retail Price:
Standard Pack £79.95; Deluxe Pack
£99.95,

Contact: Deighton PR 071.836 2973

IN BRIEF

The world's largest selling console,
largely because of the playability of
some of its games rather than its
hardware, which is 8-bit average.
GRAPHICS

Resolution: 256 x 240

Palette: 52
Colours: 16
TV: Yes

Monitor Output: Yes

Monitor Supplied: No

Monitor Options: RGEB, SCART
Sprites: 64

Speed: Average

SOUND

Speaker Quality: N/a

Stereo Output: No

Performance: Average
HARDWARE

Joystick: 2 dedicated controllers
supplied. IR wireless controllers with
30ft range available for £39.95,
Ports: None out of the ordinary.
SOFTWARE

Price: £20-40.

Cartridge Memory: 1 Mb.
Existing Software Base: Over 50
titles available here. Many more
available in Japan but these require
a converter to run.,

Current Releases: Nintendo predict
about 2-3 titles per month.

ADWVANCED COMPUTER EMTERTAINMENT

Prospects: In the UK, improving
due to increased support - but this is
yesterday's technology.

Software Loading: Instant
BUYLINES

Best Buy Price: As RRP.

Second Hand Availability: A few.
Maintenance: One year's guaran-
tee. Faulty machines return to deal-
er.

STAR RATINGS
Graphiecs: w&#
Sound: W
Expansion: & #&#
Overall: ###

NINTENDO GAMEBOY

Package: Main unit with Tetris
game.

Processor: 1MHz customised 8-bit
ZBOA.

Console Memory: BK
Recommended Retail Price:
£649.99,

Contact: Deighton PR 071 836 2973

IN BRIEF

Nintendo were the first company to
produce a dedicated handheld con-
sole and now it seems everyone
wants to get in on the act. On reflec-
tion even the Game Boy was a long
time coming since the technology
employed by the display is starting
to look dated. Mot to be dismissad
simply because of mono graphics -
this machine has some superb titles
and games making use of the two-
player link-up option are tremen-
dous fun (esp Tetris).

GRAPHICS

Resolution: 20 x 18 characters.
Colours: 4 grey shades.

Monitor Supplied: Yes - LCD dis-
play is lit by ambient light.
Sprites: 40 8 x 8 pixels.

Speed: Fast for what it is.
SOUND

Speaker Quality: Depends on
headphones.

Stereo Output: Yes
Performance: Flays a ot better
than it looks.

HARDWARE

Joystick: Built-in 8-way joypad.
Ports: Headphone socket;dual-
machine interface.

SOFTWARE

Price: £20-25.

Cartridge Memory: 64K

Existing Software Base: The best
for any handheld,

Current Releases: Increasing
Prospects: Excellent

BUYLINES

Best Buy Price: As RRP

Second Hand Availability: None.
Maintenance: One year's warranty
STAR RATINGS

Graphics: # %%

Sound: & & % &

Expansion: Dual machine interface
has lots of potential.

Overall: &% &%

Package: Console unit, controller
and free game

Processor: 7.8 MHz 65C02.
Console Memory: 64K internal, 8K
video. (Turbographx: 128K internal,
32K video.)

Recommended Retail Price: N/A
(US price around $199)

Contact: Local dealers

IN BRIEF

Sadly, it now seems unlikely that this
machine will ever be officially sup-
ported by NEC in the UK. its CD-ROM
add-on drive is now the largest sell-
ing CD unit on the market and is
responsible for much of the recent
increase in CD development. There's
also a 16-bit version, vastly more
powerful, called the Turbographx,
but this is anly rarely available
through importers and at a price -
usually around £300. NEC also have a
handheld version of the Engine
which is software compatible with
its larger brother.

GRAPHICS

Resolution: 256 x 216

Palette: 512 (Turbographx: 1024)
Colours: 32 - 16 background and 16
shared by sprites.

TV: Yes

Monitor Output: NA

Monitor Supplied: No

Monitor Options: N/A

Sprites: 64 (Turbographx: 128)
Speed: Very fast considering this is
an 8-bit!

SOUND

Speaker Quality: Depends on mon-
itor.

MIDI: No

Stereo Output: Yes

Performance: 6-channel stereo
HARDWARE

Disk Format: CD ROM at extra cost.
Disk Price; Read-only so N/A

Disk Performance: Superb - the CD
ROM adds a new dimension.
Joystick: Supplied with dedicated
controller.

SOFTWARE

Price: Around £25-40 imported.
Cartridge Memory: Not known.
Existing Software Base: Large
Current Releases: Increasing.
Prospects: Good.

BUYLINES

Best Buy Price: Grey import.
Second Hand Availability: Vv Rare

- Maintenance: Watch out - grey

imported machines rarely have any
real warranty.

STAR RATINGS

Graphics: &#& %%

Sound: &% &

Expansion: & # ##&

Overall: &% #

Package: Consocle using cartridge or
smart card plus game controller and
Alex Kidd in Miracle World game.

Recommended Retail Price:
£79.99; £99.95 {+ light gun); £129.95
(+ light gun and 3D glasses).
Processor: ZB0.

Console Memory: 32K,

Contact: Virgin Mastertronic 071
727 8070

IN BRIEF

Japanese software base is not as
good as Nintendo's but more titles
reach UK. Mastertronic have given
good support to the machine so the
prospects look good. Like the
Nintendo, however, this 8-bit
machine uses established but dated
technology.

GRAPHICS

Resolution: 256 x 192

Palette: 64

Colours: 16

TV: Yes

Monitor: No

Sprites: 64

SOUND

Speaker Quality: Depends on TV,
Performance: 3 channels,
HARDWARE

Joystick: Game controller supplied.
SOFTWARE

Price: £10-40 (typically £25)
Cartridge Memory: Not known,
Existing Software Base: Very
good.

Current Releases: Good
Prospects: As good as

any B-bit console.

BUYLINES

Best Buy Price: As RRP

Second Hand Availability: Some
Maintenance: One year's guaran-
tee. Faulty machines return to deal-
Er.

STAR RATINGS
Graphies: &%
Sound: ##%
Expansion: & & %
Overall: & & &

SEGA MEGADRIVE

Package: Console unit, controller,
and Altered Beast game.
Processor: 8 MHz 68000 + Z80B
Console Memaory: 74K main, 64K
video.

Recommended Retail Price:
£189.99.

Contact: Virgin Mastertronic 071
727 BOTO

IN BRIEF

Excellent example of the new 16-bit
console technologies. The first
decent 16-bit console to receive offi-
cial support in the UK.

GRAPHICS

Resolution: 320 x 224

Palette: 512

Colours: 64

TV: Yes

Monitor: No

Sprites: B0

. Speed: Very fast

SOUND
Speaker Quality: WA
MIDI: No




Stereo Output: Yes IN BRIEF Current Releases: 12 planned by Palette: 32,768
Performance: 12 channel stereo Technically the most advanced con- the end of the year, Colours: 256
sound is produced by a custom FM sole currently available, the games Prospects: Uncertain, but the mem-  TV: Yes
chip and sounds fantastic, are of arcade quality, with huge bers' club eould help swing chance in - Monitor Output: Yes
HARDWARE sprites and excellent sound, its favour. Monitor Supplied: No
Joystick: Dedicated controller sup-  although the gameplay is a little BUYLINES Monitor Options: RGE, SCART
plied. lacking in the current crop of titles.  Best Buy Price: As RRP. Sprites: 128. |
SOFTWARE The game cartridges can store upto  Second Hand Availability: None as  Speed: Remarkable J
Price: £30-50 (typically £35). 330 Mbits of data, but this is reflect-  yet. SOUND f
Cartridge Memory: Not known, ed in their price - £199.99! Allisnot ~ Maintenance: One year's guaran- Speaker Quality: Depends on - I
Existing Software Base: Good lost, since Active 5ales have launched tee. TW/monitor ,
Current Releases: Few in UK at pre-  a club where members can rent soft- MIDI: No I
sent ware for £25 a month. Definitely the STAR RATINGS Stereo Output: Yes :
Prospects: Very good. system to have if you want to pose,  Graphics: ## & Performance: 8 Channel custom 16- |
BUYLINES and to be very poor! Sound: N bit PCM/digital.
Best Buy Price: As RRP GRAPHICS Expansion: # HARDWARE
Second Hand Availability: N/A Resolution: Arcade quality. Overall: dirdrdk Joystick: Supplied.
Maintenance: One year on UK Palette: 55536 Ports: One big expansion port. ,
machines. Colours: 4096 SOFTWARE !
TV: Yes Price: £40-50. ?
STAR RATINGS Monitor Output: Yes SUPER FAMICOM Cartridge Memory: 16 Mb.. '
Graphics: ## % % # Monitor Supplied: No Existing Software Base: Small.
Sound: %% ##+ Monitor Options: RGB, SCART Package: Console unit, controller  gyrrent Releases: Lots, and plenty
Expansion: ##%# Sprites: 380 unit and Super Marioland. more planned.
B St e Speed: Remarkable W 3.58 MHz 65CB16. Prospects: How can it fail? Back
Package: Console unit, controller SOUND P "'::T: st orders were in the millions before it
Speaker Quality: Depends on Recommended Retall Price: N/A ... aunched.
TVimoniter (Japan price = £100) BUYLINES
Stereo Output: Yes Second Hand Availability: None as
s Performance: 13 channel stereo. IN BRIEF yet,
;:m::x::::;l-uw s {‘;3“ i m}oy:ﬁnnd‘:;ﬁ!ied second available J‘“u!::';"l::;;":':tr :ﬁ-l;r::::eﬂ::ﬁn the ?m:m{atm:&wgrgn
Processor: 12MHz 68000 + 4MHz e sickied E70. - < - Megadrive technically (although the e . "
ZBOA support. Ports: Walkman sock improvements ARE noticeable), it's
Console Memaory: 64K work RAM, SOFTWARE et the games that impress - with Mario gr“u:::is
64K video RAM. Pricez £200 being one of the best games ever! PPy x
Recommended Retail Price: £399 i GRAPHICS SR

Cartridge Memory: 330 Mbits.
Existing Software Base: Small.

Expansion: i

Contact: Active Sales 0B1 752 0260
Cwverall; o oo

Resolution: 512 x 512..
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HARD SELL

PART 2:

The computer sec-
tion starts here.
Read on...

ACORN ARCHIMEDES

Models: Archimedes 310, 3000, 410
420, 440

Package: keyboard, mouse and
drive: keyboard mouse and drive
plus monitor {colour or mona);
Memory: 3000 512K; 310 1Mb; 410
1Mb; 420 2Mb; 440 4Mb
Processor: Acorn ARM

RRP: Prices range from £789.97 for
A3000 alone to £2644.60 for A440
with colour monitor

Contact: Acorn 0223 245200

IN BRIEF

5till the cutting edge of micro tech-
nology. Acorn’s ARM is about the
fastest thing this side of a Cray. This
very exciting machine - although
gathering admirers since the intro-
duction of the A3000 - still lacks a
good games software base and is
best left to the enthusiast.

GRAPHICS

Resolution: 320 x 256 or 640 x 256
with normal monitors. 640 x 512
available with multi-sync monitors,
Palette: 4096

Colowurs: From mono up to 256 (320
x 256) or 16 (640 x 512).

™: Mo

Monitor Output: Mono composite
video: colour - RGB + sync.

Monitor Supplied: Depends on
package bought.

Monitor Options: Acorn dedicated
14 inch medium res. colour; 12 inch
high res moneo; Multi-sync colour.
Sprites: 1

Speed: Elistering.

SOUND

Speaker Quality: Good

MIDE: With extra hardware.

Stereo Output: Yes

Performance: 16 channels (8 stereo
pairs); 6 octaves, 1 internal speaker.

HARDWARE

Disk Format: 3.5 inch - BDOK

Disk Price: From £1.20 upwards.
Disk Performance: Good and fast.
Keyboard: 103 keys with pro-
grammable auto-repeat. Early key-

ADVANCED COMPUTER ENTERTAINMENT

boards have a cheap feel given the
quality of the machine.
Joystick/Mouse: 3 button mouse; n
support for joysticks.

Interfaces: 25 pin D parallel; 9 piN
mouse; 3.5mm stereo headphone
jack; 64 way din; 41612 expansion
port; IEC 320 video outlet; VO inter-
face.

SOFTWARE

Existing Software Base: Still very
limited. Some games available most
software is for productivity and busi-
ress,

Current Releases: See above.
Games: Most famous are Zarch
(Virus) and Congueror. But there
have been several impressive one-off
titles released recently.

Graphics: Potential is enormous.
Some excellent packages available
Music: Like graphics, but develop-
£rs remain shy.

Prospects: Limited. Even the cheap-
er models find it tough competing
with 5Ts and Amigas.

Software Loading: Very reliable.

BUYLIMNES

Best Buy Price: As RRP

Second Hand Availability: Still
scarce, some 305 and 310s starting to
appear but expect to pay for them.
Maintenance: One year's guaran-
tee. Return to faulty machines deal-
Br.

Models: Classic, SE/30, LC, lisi

APPLE MACINTOSH

Package: Monitor with built-in CPU
and disk drive, separate keyboard,
Memory: 1Mb (Classic 1), 2Mb
(Classic 2, SE/30, LC & lIsi), 5Mb {lisi}
Processor: Motorola 68000 (SE30);
68020 (LC), 6BO30 (SE/30, 1isi)
Recommended Retail Price: Classic
1 £575; Classic 2 £895; SE/30 £2395+
(inc 40Mb hard disc); LC £1235 (inc
40Mb hard disc); llsi £2295 (2Mb+
40Mb hard disc); £2645 (SMb+40Mb
hard disc); £2995 (SMb+80Mb) (all ex
VAT)

Contact: Apple 081-569-1199

IN BRIEF

A very expensive up-market machine
for those keen on desktop publish-
ing, WIMP systems and top-of-the-
range software. Release of the
Classic range an exciting move for
wannabe Mac owners. Software is
very expensive. Quite a few games in

the US, but few over here. Good for
MIDI musicians but be prepared to
pay through the nose for software.

GRAPHICS

Resolution: Classic & SE 512 x 342;
LC 640 x 480; lisi 640 x 480 (colour) &
640 x 870 (grey).

Palette: Classic & SE are black and
white; LC 256; lisi 256 or 16 greys in
max res.

Colours: 256 with colour manitor
TV: No

Monitor Output: Integral monitor,
Monitor Supplied: Yes

Monitor Options: Hi-res mono &
colour available for LC & llsi.
Sprites: None

Speed: Classic 1 okay; Classic 2, SE/30
& LC reasonably fast; lisi very fast.

SOUND

Speaker Quality: Good

MIDI: Third party interfaces
available.

Stereo Output: lisi yes; rest no.
Performance: 4 channels give good
performance.

HARDWARE

Disk Format: 3.5 inch - 1.44Mb
Disk Price: £1.50- £2.00

Disk Performance: Generally fast
Keyboard: Separate with 81 keys
including function keys and numeric
key pad. Optional extra is the Apple
Extended keyboard with 105 keys.
Joystickouse: loystick is not sup-
ported; high-quality single button
mouse is supplied with machine.
Interfaces: SE/30 - Apple Desktop
Bus connector. 2 RS232/R5422 serial;
external disk drive; 96-pin Euro-Din
expansion slot; SCS1 - DB-25 connec-
tor; external audio amplifier. Ilsi - 2
R5232/R5422 serial; DB-25 S5CSI T,

SOFTWARE

Existing Software Base: A very
wide base exists in all fields except
games.

Current Releases: Adequate,
though largely of US origin and in
the business or DTP field.

Games: Very few arcade titles but
plenty of icon driven adventures,
Graphics: Lots of interesting soft-
ware for those interested in DIY
publishing.

Music Very well supported for
MIDI software - but it's expensive to
boot.

Prospects: As always, excellent -
especially in business and DTR.
Software Loading: Quick, reliable.

BUYLINES

Best Buy Price: Generally the RRP -
Macs are only sold through dealer-
ships. Ask for a discount for cash.
Second Hand Availability: Scarce
and expensive. A better market
exists in older models but these are
best avoided.

Maintenance: One year's guaran-
tee. Apple offers Applecare - "insur-
ance” you take out to cover the cost
of repairs after the guarantee has
run out.

ATARI ST
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Models: Atari 520STFM; 5205TE;
10405TE; Mega 5Ts; Stacy
Package: 520 and 1040 have key-
board with built-in disk drive; Mega
versions have separate keyboard.
Power Pack includes S205TE with
light gun, joystick and £400 of
“free” software. “Discovery” pack
includes similar value software to
Power pack but with an STFM and
an educational bent.

Memory: 5205TFM and 5205TE
512K; 1040STE 1Mb; Mega 5T 1, 2 or
4Mb; Stacy 2 or 4Mb. STE machines
expand internally to 4Mb.
Processor: Motorola 68000
Recommended Retail Price:
S205TE (Power Pack) £399;
5205TFM (Discovery Pack) £299;
1040STE £499; Stacy N/A

Contact: Atari 0753 33344

IN BRIEF

Excellent as a general purpose home
machine for games, small business
and productivity. It's the number one
choice for MIDI musicians. The 5T's
price still gives it a slight edge over
the graphically more advanced
Amiga. The new baby 5T - Stacy - is
tipped by Atari to be the musician's
portable since it is a complete 2Mb
or 4Mb 5T with hard disk and mono
monitor in a small box.

GRAPHICS

Resolution: Low-res 320 x 200;
medium res 640 x 200; high-res 640 x
400

Palette: 5TFM 512; STE 4096; Stacy 2
Colowrs: Black and white in high-
res; 4 colours in medium-res; 16 in
low-res.

TV: Yes. Not Stacy.

Monitor Output: STFM models
only, others through TV modulator
Monitor Supplied: No; Stacy has
integral LCD monitor

Monitor Options: Atari monitors
5M124 high-res mono; SC1442 med
res colour.

Sprites: 1

Speed: Fast

NB High resolution display is anly
available on monochrome monitor:
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medium and low res displays only
available on colour manitors or TVs.
Blitter fitted to late STFMSs (standard
on 5TE) improves the GEM access.

SOUND

Speaker Quality: Depends on
monitorn.

MIDI: Yes

Stereo Output: STE only.
Performance: 3 channel sound is
average to good depending on soft-
ware, STE features 8 bit PCM sound
but no current software uses it

HARDWARE

Disk Format: 3.5 inch - 720K

Disk Price: £1.20 to £1.50

Disk Performance: Reliable and
fast. Early machines were supplied
with a single-sided disk drive.
Keyboard: 96 keys including 10
functions keys. Has a cheap feel
which cam be improved with third
party spring kits.

JoystickMouse: 2 Joystick ports
are standard; 2 button mouse is sup-
plied with machine. Stacy is supplied
with a trackball.

SOFTWARE

Existing Software Base: Excellent.
A few budget titles are starting to
appear now.

Current Releases: None of the
major software houses ignore the 5T
so it is well served with plenty of
good software.

Games: Across the board.
Graphics: Good with some excel-
lent software to manipulate them.
Music: Excellent. Plenty of sound
samplers, editors and MIDI software
make this the musician’s choice.
Prospects: Very good, but the
Amiga is currently the favourite with
software houses in the UK and the
ST has failed to capture a market in
the States.

Software Loading: Several soft-
ware companies now supply their
games on one double-sided disc,
often using the second side for extra
graphics or sound, meaning single-
sided disc owners either miss out on
some of the frills, or even worse
have to send off for two single-sided
discs. The alternative two single-
sided discs entail tedious disc swap-
ping - which is egually annoying
newer oWwners.

BUYLINES

Best Buy Price: As RRP. Watch out
for the twice yearly bundles.
Second Hand Availability: Very
common and quite cheap. 5Ts do not
hold their value well - beware very
old, single sided machines.
Maintenance: One year's guaran-
tee. Return to dealer if faulty.

Models: Amiga A500; A1500;
AZ000; A3ZD00

Package: AS00 has keyboard and
built-in drive with separate PSU;
A1500 and A2000 have separate key-

board with built-in (fan assisted)
PSU. 43000 is a very powerful
machine indeed.

Memory: A5S00 512K; A1500 &
AZ000 1Mb; A3000

Processor: 500/1500/2000
Motorola 68000; A3000 68030, 16 or
25MHz

Recommended Retail Price: A500
£MA; Screen Gems £399.99; Flight of
Fantasy Pack £399.99; Class Of The
90s pack £579.99 (all packs inc AS0Q);
A1500 from £999; A2000 from
£1199(for 1Mb+20Mb hard disk);
A3000 from £3160(for 2Mb+40Mb
hard disk). (all prices inc VAT).
Contact: Commodore 0628 770088

A stunning specification with custom
chips to rival almost everything
around, the Amiga is the first choice
for the most exigent of games play-
ers and video professionals, After an
initially shaky start the machine con-
tinues to sell extremely well and has
overtaken the 5T in the UK, though
the latter machine still has a slightly
larger installed base. The A1500 is
near-identical spec-wise to the
A2000, but cheaper. The A3000 is a
top-end workstation substitute;
includes Warkbench 2, featuring
enhanced icons, file handling, and
security features plus Amiga Vision, a
multi-media programming tool,
A3000 also comes in three configura-
tions, ranging from a 16MHz/40Mb
hard disk to a 25MHz/100Mb disc.

GRAPHICS

Resolution: From 320 x 200 to 640
x 400 (more possible in software)
Palette: 4096

Colours: 2, 4, 8, 16, 32, 64 or 4096
™V: With modulator.

Monitor Qutput: SCART + compos-
ite video in monochrome.

Monitor Supplied: No

Monitor Options: C1084 £349.99
Sprites: 16 in hardware + unlimited
BOBS from soft/hardware.

Speed: Very fast with good soft-
ware.

SOUND

Speaker Quality: Depends on
monitor.

MIDI: No. Third party interfaces
available.

Stereo Output: 2 phono connec-
tors.

Performance: Among the best
around. Custom hardware squeezes
9 actaves of 8-bit digital sound into
the four channels.

HARDWARE

Disk Format: 3.5inch — B37K; A3000
40/100Mbyte hard disk formatted.
Disk Price: £1.20-£2.00

Disk Performance: Noisy and slug-

gish. Third party software is avail-
able to improve matters.
Keyboard: 94 keys. 10 function
keys and separate cursor cluster,
Joystick/Mouse: 2 button mouse
supplied as standard.

Interfaces: Two Joystick/mouse;
stereo audio; external disk drive(s);
R5232 serial; Centronics parallel
printer; SCART RGB/video; compaosite
monochrome video; expansion bus
{internal on A1500 & A2000; 32-bit
on A3000); clock/memory expansion
on AS00 only; internal PC expansion
on A1500, A2000 and A3000.

SOFTWARE

Existing Software Base: Similar to
the 5T,

Current Releases: Everyone's doing
them.

Games: Something for everyone.
Graphics: Quality and range is
unsurpassed.

Music: Meeds better support for
MIDL. Internal sound software is well
supported thanks to IFF standards.
Prospects: Excellent.

Software Loading: Noisy but usu-
ally reliable. Plagued by viruses.

BUYLINES

Best Buy Price: Old Amiga 1000s
can be picked up cheaply enough
but these lacked the extra graphics
modes of later models. Try to find a
good value pack.

Second Hand Availability:
Becoming comman, Best buys are
late Amiga 500s with Kickstart 1.2.
Maintenance: One years guaran-
tee. Return faulty machines to deal-

ars.

Model: IBEM's PC was the first PC to
be accepted in large quantities (not
the first PC) and remains the stan-
dard by which all others are judged.
There are hundreds of clones and
variations including offerings from
Amstrad, Atari and Commedore, In
general, with PCs you pay for speed
and better graphics standards. The
extra money is worth it if you can
afford it.

Package: Depends on the manufac-
turer although most are supplied
with monitors. They can even be
bought in kit form at no extra saving
Memory: Usually 512K or 640K,
Can be anything from 84K to 1Mb+.
Always go for a 640K model.
Processor: Intel 8088/8086 in base
machine is sometimes replaces with
the faster NEC V20/30. More expen-
sive machines are based on Intel's
much faster 286, 3865X, 386 and
even the latest 486.

pink pages

Recommended Retail Price: Can
be picked up for as little as £299 for
a “no frills® machine. With top-of-
the-range 486 based clones - and
the official IBM versions — the sky's
the limit. Look for a good EGA or
VGA model for between £750 and
£1200.

IN BRIEF

Superb value if you want the ulti-
mate all-rounder, the PC still betrays
its business origins. Almost every
major software house now port their
titles to the PC but these remain lim-
ited by the constraints of the basic
{most common) machines — which
means they tend to be limited in
sound and graphics. Definitely NOT
first choice if entertainment is your
preferred use for computers, or if
you cannot afford the better EGA or
VGA models (which are really essen-
tial for good games playing).

GRAPHICS

The first PCs weren't fitted with
graphics as standard but most clones
incorporate the necessary hardware
and come with a monitor. There are
three main standards: CGA - a nasty
but all to comman colour display,
EGA about the lowest colour display
worth considering, VGA - an
Amiga/ST beating display; and
Hercules monochrome. EGA or VGA
which are usually only fitted as stan-
dard to more expensive machines
{Amstrad’s PC2086 is one exception).
Resolution: CGA 320 x 200; EGA
640 x 350; Hercules 720 x 384; VGA
800 x 600.

Palette: CGA 8 (in two fixed sets);
EGA B4; VGA 256

Colours: CGA 4; EGA 16; VGA B4,
Hercules 2

Monitor Output: TTL RGB/RGE|
(CGA): analogue RGE (EAVGA)
Monitor Options: Vast. Many mon-
itors are dedicated to just one or
two modes - some have amber,
green or white monochrome displays
- check before buying.

Sprites: MNone

Speed: From very slow - B08S - to
very fast - B0486

SOUND

Speaker Quality: Built-in sound is
very poor. Third-party add-on sound
boards such Roland (£380) and Ad-
Liby (£150) - which is fast becoming a
standard - provide synthesiser-quali-
ty sound through an amplifier.
MIDI: Third part interfaces available.
Stereo Output: With boards, yes.
Performance: Not the ideal
machine for the musically bent - an
Atari 5T offers more for MIDI, the
Amiga more for software sound
purists.

HARDWARE

Disk Format: 5.25in -180/360K/
1.2Mb; 2.5in 72061 .44Mb

Disk Price: 60p - £3.00

Disk Performance: Average.
Most PC owners also buy hard disks.
A large amount of PC applications
software refuses to work unless you

ADVANCED COMPUTER ENTERTAINMENT
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have a hard disk. BUYLINES name you know. guarantee - but competition has
Keyboard: Almost as many varia- Best Buy Price: Watch out for Second Hand Availability: forced the price of maintenance con-
tions as there are clones. Prefer the package deals form large chains and  Common but be careful you do not tracts down to an affordable level.
AT or extended AT layouts to the XT  mail order companies. If you don't get a clapped out monitor/keyboard.  This often means they fix in-situ free.
layout since it easier to use. know too much about PCs go for a Maintenance: Usually one year’s

Joystick/Mouse: Neither supplied oo 33
as standard. The better clones
include a mouse or at least a mouse
port, especially since IBM's WIMP sys- |
tem (Windows) has become more |
popular,

—— e -y

SOFTWARE

Existing Software Base: \ast!
Current Releases: All major soft-
ware houses now produce some-
thing for the PC, with many now
supporting the superior EAVGA
modes,

Games: Most of the best Amiga /ST |
titles appear on the PC eventually. I

Graphics: Given the right graphics | Sg, there you have it, the facts in full. Now all you have to do is decide which

adaptor, the PC has nice graphics and

the software is usually excellent. On | g the best machine for you. We at ACE reckon that these days, if youcan

a standard CGA PC the graphics stink

no matter how good the software is. | ORI, you really need both a console AND a computer to cover all the
Music: Unexpanded it's pathetic. I

However, add-on boards offer some hm M mmu cmr Enm‘mnt.
e L oai b Our choices? The Sega Megadrive and the Commodore Amiga. The
Fraspacts: The PCis the etemal Famicom is a better machine than the Megadrive but it's official unavailability

champion — as others fall by the way-

side it carries on getting faster and in the UK means that it's a bit of a dark horse at the moment. '

it constantly mmprovng . (£ BRI SH1OF U (A of a2} CAR AfORE £ ek OLE Bhe smackarses B

machine’s processor and the vast

i SanAg Wiporar b o machines, in which case our recommendation is to plump for the Amiga - it's a
foar S i s great all-rounder with some superb software available for it.

able; very fast from hard disk.

WIN!  WIN! WIN! WIN! WIN! WIN!

sh OVER £1000 WORTH OF PRIZES!!!

4 COMMODORE CDTV | SOFTWARE SCOOP!
0839 - 121236 0839 - 121221

basically an Amiga with a megadrive, master, nes, lynx
cd/rom. w_orth 600!!1! : ~famicom etc. £200 to spend.

SEGA MEGADRIVE | WHAT-U-WANT
0839 - 121222 | 0839 - 121223

the awesome 16 bit console | whatever qur heart desires
and you can choose a game up to £150. Absolutely anything!

The more entries you make, the better your chances

PLUS PLUS PLUS PLUS PLUS PLUS PLUS
0839 - 121224 coudwnyoua SEGA GAMEGEAR

all calls last approx. 4 mins. one prize per competition
calls are charged at 33p per min. cheap rate and 44p per min. all other times

If you are under 18 please get permission to use the telephone
PLAY TO WIN, 159 STRATHMORE AVENUE, LUTON, LU1 2QR
TEL : 0582 413943
WE BUY / SELL | EXCHANGE ALL USED HARD/SOFTWARE

WIN!  WIN! WIN! WIN! WIN! WIN!
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NEW! ZY-FI

amplified stereo speakers

GOT AN AMIGA,
Buy an Amiga Feature Pack ATARI STE,
AM 1GA & ¢ ¢ AMIGA 500 ARCHIMEDES OR
Z- Tl Evesham Micros
ﬁPEQIAL DEALS 1MB SCREEN SEGA MEGADRIVE?
AND YOU ALSO GET ....
| THESE FABULOUS GAMES: GEMS PACK THEN GET THE
]
B A PR | | So k™ ™ Swes  Ducan | || NOW INCLUDES s
| Battis Squsdron Jwws Tank Baiile 1MB RAM! POTENTIAL WITH
; | Treasurs Trap Higed Mamssd| THIS PAIR OF FULL
: BLUS| A wordprocessor and apreadshiast ONLY £369.99
SO P b it i £ 25748 M.B. Moraupplled with 500 ‘Bnse Pack’ offers scman ﬁam; Pack p|u5 MHEE sm‘Els I
4500 Pack plus Exterral 3" Drive snd ELAESMGF T:: SN P;","E' Orive.. E ﬂﬂ S Bt Detvy > INCLUDING VAT
AM/Clock Upgreds fitted ... _ £ a7 laas of the 90's plus 37," Ext.Drive... X
m::ﬂmm:mm-p-mmm:en Amiga 1500 STARTER PACKAGE ... € 040.00 ONLY £419.99 ONLY £ 39-9 AND DELIVERY
Phiips: CMBEY Mk 1, nc cable L 24000 CBM A5G0 Hand Dhak, 40ME Varson E479.00 Krah T"HI:N'HT:-"H' [STiAmigaltd) : "'; :
Wil L1 E CBM Drsmk, 1008 Varsan € 669,00 Amiga Virus Frolecion ..
. e, e B T et 1 I 3'/." EXTERNAL FLOPPY DRIVES
T e g T ee——
| £8M 4590 200 Hard Disk £27a00  ASOO Feplacement Power Supply Ui E30A5  Kickstarl 1.3 Upgrade : £2085 | i Compuhblu with
%‘:ﬂ the 5T or AMIGA
k » - ::T"'.ﬂ-
FEEE WITH EVERY STE/STFM PACKAGE : o : e
‘Kick Off 2' (RRP: £19.99) . o |
I.Il'l‘ll'll'l‘ll'l‘l'l‘llll'.l'll'l‘l'l‘l‘l'l‘llllh Irrack’uj'"‘m#rrfnﬂp:r’grﬂ} ‘ - :
' ' . P24, Very quiet @ Slimiine design @ Cooling Vents @ Sleek, high
‘KICK OFF’ WITH THIS DEAL FROM e oabiiatag TR aualty metal casing @ St any Amigaor Ata ST @ Full 1Mo
Unformatied Capacity @ Quality Sony / Citizen Drive Mechanism
Evesham Microsii TOTAL RRP OF EXTRAS: OVER £74.00 | PSR S

tl able for location elther side of com)
EVESHAM MICROS PRICE PROMISE - WE WiLL | [EREEEx e ¥ uide, eic “::“" R :m:. — —
BEAT ANY GENUINE ATARI ST PACKAGE s cessons - i £5495 b £5995

mncluding paint pro ONLY

OFFER ON A LIKE-FOR-LIKE BASIS * sound demos. desk omLY

|
|
|
:
TRUEMOWUSE (57 or aMiGA) l

Pack includes 5205TFM compuler, plus

520 STFM STOS Games Croator <1 Outrun (7 Carmier £279.99 '"';—:ﬁ"":"d

Command () Bomb Jack (3 Space Harrer EssaBEEsERRE R R

o] L ledelti AT Ul & Meochrome () FirST BASIC (0 Atarl ST Tour (0 ONLY £309.99 WITH 1MB RAM FITTED

‘Discovaring your Atari 5T° Book
Inc. VAT and
£359.99 "wiver

WE GUARANTEE that this ls the
smocolhesl, moal reaponalve and
Bccurste replacement mouss
you can buy for your Aterl ST or

Package consists of a 1040 STE with a collecton of both
educational & productivity Software, inclsding

‘ ] 0‘10 STE ; FAM! LY Educational Software modules, anlil-nw thiresy age

Amiga. Excellen] parformance,
L amazing low prica |

calegaries. from Early School 1o GCSE revision bbbt et Rttt ol SATISFACTION j

DRI oo S o o | WYL WTH M8 RANATIED £17.05 Haivia] |
PACK' Database and Spreadshest (RRP over £100) .

ONLY £519.99 WITH 4MB RAM FITTED i

Plus! Hypar Paint. Music Maker and FirST BASIC L PH I LI P 5 1 5 n T‘W MON ITOR [

5124 monochromss hi-mes mordos E10800 Fafersnce 40Mb SCS1 Mard Disk inc PSU . E 39000 VIDIST & VIDI-Chiomss soed chiptiser pack |, € 9995 - :
Philips CMBEII M ||, inc cable £ 24900 PFaference 100M: SCS! Hard Disk inc PSU £ 590 00  VIDHRGE cotour mput spiifier o VIO £ 5800 With its dedicated monitor input, this :

: | Jaysck Acoaaatulity Adapine for 5T E 455 Goiden Image Handy Scanner Package E170.00  Dust Gover - lor any 5T or MEGA £ 4 '55_‘ madel combines the advantages of a high |

quality medium resslution colour monitor |
with thi convenience of remote control
Tetetext TV - at an excellent low price |

£269.00 aivery & covie

| AMIGA 500 512K ST SIMMS RAM

§ RAM/CLOCK UPGRADE

EXPANSION SYSTEM

Direct replacement for the AS01 ¥ Fits Atarl STF, STFM or MEGA series machines

Expansion @ Convenient On/Off + Uses SIMMS RAM Modules for Efortless Upgradeability 1 Philips CMEBE33 Ml including ST or Amiga cable . £ 249 DDI
RAM Switch @ Auto-recharging + Probably the neatest ST RAM Upgrade available !
ALL PRINTERS INCLUDE CABLE

battery-backed Clock ® Compact RAM Upgrade (unpopulsied) ... £ BBBS PRINTER & 1 YEAR ON-SITE WARRANTY '
unit sire @ Ultra-neat design RAM Upgrade With 512K RAM lnﬂnﬂuﬂ !.

upgrades a 520 to a total of TMb RAM ............ £ B985 Star LC10 M. best-saling 8-Pin, SPFECIAL PRICE ........_.€ 159.00

RAM Upgrade With 2Mb RAM instalied - Star LC 200 9-Pin Colour, 4 tonts, 180/45¢p5 .........c.coc.o.... £ 200,00

upgrades a 520/1040/Megal to 22.6MD ..o £ 174.85 Star LC 24-10 24-Pin multifont, 18080cps ..........ocoenien. £ 215,00

RAM Upgrade With 4Mb RAM installed - Star LC 24-200 24-Pin multion, 20067eps ... £ 240,00

upgrades s 520/1040/Megs ST 1o 4Mb . - £ 284.95 Star XB24-10 Professional 24-Pin inc,COLOUR Upgrade.. € 459,00

Qilivettl DM1008 9-Pin, incledes 1 Year on-site maint. ... £ 115.00

olivetti bM124c¢ 24-pin

Available without clock for £27.95 [ HB. Dus o the largs variance in design of the Alarl ST, thers is & amal |

mirnceity of boards in soslence which may requre & I-ru- ackiaring
, ASOO 1.5MB RAM EXPANSION

L

(requires Kickstart 1.3) . ONLY £89.95 PLUG-IN SOLDERLESS ST Professional COLOUR printer

RAM UPGRADES Professional Quality 24-Pin Colour Printing

e

- At an affordable price |
'LYNX ForbeIE Gumes Cﬂﬂiﬂle Two versions allow upgreds 1o 1Mb, or 2 7 2, 50b @ Simple, inst end effectve Ottanrg advanced COLOUR outpul with the superics guakly of Ofvetil 24-pin ;
INCLUDES POWER SUPPLY & A upgrades paih @ Suits any 520 or 1040 5T modal (not STE machines) & printing. thie 1245 represents excedon value! Conaistant high quality is assured
Dn IY E gg -95 GAMECARD OF YOUR CHOICE! Aequires no soldering or technical kraw-hos evary e Guaranieed Faace Of Mrd, wir 12 Manths On-Site Wamanty cover | E
Elecirs Cop._. T18.95 Fygar Waror ... £19.95 Gates-Zendocon, £19.68 200 cps draft, 50 cps LOuality @ 7 Colour output; Graphics I
Slims Workd £19.95 Zalor Mercenary, £19.98 Chips Challenge 519 w 512K YERSION : UPGRADES £ 69 95 resoiution 360 x 180dpi @ Complate with cable, Colour :
0 T E19.65 Ms Pacman ... £19.85 Shangha 19,55 Y T MB RAM u
e g e g s £15.98 Maete Ak | ANY 520 ST TO 1MB eSS Aibbon and 12 MONTHS ON-SITE WARRANTY

Papartoy ... £19.08 Blus Lightning.... £19.05 Gauntlel 3 ... £22.95 SMB VERSION - upﬂngpgg Olivettl DM124C Mormal RAP: £ 389.85 Inc. VAT
Cigaretie Lightes Adaplor .. €800  Lynx Pouch ... £ 959 AMNY 520 or 1040 5T TO £ 1 59 95 Including VAT
Sy Viesor .-"%n;ﬂ#:mr E599 Lynx Kit Case e E 14,88 2 /2.5MB RAM SPECIAL OF.FER! £2Bg . and dellvery

ALL PRICES INCLUDE VAT @ 17.5% AND DELIVERY '

Same day despatch whenever possible. Express Courier Delivery £5.00 extra.
MAIL ORDER DEPARTMENT

Unit @ St Richards Road, Evesham, Worcs WR11 6XJ

e Y}PEBEBETIETSS RETAIL SHOWROOMS '
Call us now on @ 0386-765500
LR % TRy Rome c&%ﬁiﬁ";‘éﬁﬁm b b et Lines open Mon-Sat., 8.00 - 5.30.  Fax 0386-765354

Worcs WE11 &XJ ¥ 0223 - 323898 Blirminghanm t‘v,.u 3BH Technical support (opan Mon-Fri, 9.30 - 5.30): 0386-40303 sl

T 0386 - TE5180 fax : D223 - 322083 T 021 - 458 4564 Send am (drder with Chegque, Posial (brder or | Goverameni, Education and P10 arders welcome

fax - D3RG - TES354 Opan Mon - Sat, 9.00 - .30 tax : 021-433 3825 ACCESS/VISA rard detaily. Flease allow § Adl wcts rovened by 11 Momihs Wanfamry
Opan Mon - Sai, 8.00 - 5.30 166 Dadler @ Coporile Spaciais! Open Mon - Sat, 9.00 - 5.30 woviiing days for Peranomal Cheque clraramce. Al growdy subject iv availability, E. & (LE
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MIICROSNMIART MAINL ORDER

THE NATIONS TOP
PERIPHERAL SUPPLIER

JOYSTICKS RADICAL RAM MICE M US“‘_:
: 1/2 MEG UPGRADE THE ORIGINAL NAKSHA Turn your
Qulckégyggumur MOUSEPLUS! Mouse & Mat Amlg: into
! Amiga & S Mega
Quickshot 2 Turbo The-Dast on Aretoes )
£0.99 the Market -
: Blasting
Comp Pro 5000 Goal With clock.....£24.99 System
£9.99 50 WATT 3
Comp Pro 5000 Extra Way Speakers Power
£12.99 Supply, cables, Headphon -
o\ Probe Without clock£21.99 es & full instructions
£10.99 MICROSMART “u:EGn DEALS " t‘::”" s
: Al ine. upgrade and clock n BC8 ..ccssannnans
ﬂuwkgg ;g"'ghtﬂr s 5690 ; Eﬂa I:Ek:;m;s; ;ﬂck RIS
n Dragon Master 46.99 r Halg Art Fa & 9- nverior,
Topstar I Nicholas 9| |pag. Holder, Superb Quallty + Vaie at | |Personal Stereo
£19.99 Py " £24.99 Rewind, Fast Forward &
Mega Bass Switch .......
cesersnnesenserens ONLY £14.99
ACCESSORIES HARDWARE Call for details on
th Roland
DISK BOXES . Synth Amiga kit with
35 A0 CBP .covvermmrissnmmisainiussnsinmas B it Sampling &
BOERE . e £8.99 oy GAMEBOY PACK p:zw;mfnc;ﬂm
5.25 50 Cap ......... eeeesneennec£6.99 £69.99 - e
100 Cap ... ..£9.99 v g
REMEMBER DUST KILLS Tiger Cub ST & AMIGA

! ONLY £94.99
16 Bit Mega Drive & ;
T o R R R St £59.99

ST Turbo BlitzLead ............c..cocovmnneee

: M Mouse

1000 3.5 Dick Labels ......ccoorsrmesnrceniseen 700 £165.00 Master Sound Blaster 2.......£39.99
Disk Cloaning it ...........cieaiiiiniinniinna £2.50 Sega Master System s i IR o
Mouse Pad................... 2R R £3.99 £74.99 s R
MOUBE HOMBT ... o iisiiaesasnsnissiosssssanes £3.99 (01T =T P £4.99
4 Player AQapIOT ............coorooorrrersn £7.99 Amas - Midi- Dighiser —..£69.99
e N RO ORI =" 5* " Saten it :.Tnﬁ':.'ﬁaﬁ:ﬂﬂ;:?n"ﬂ'i Quartet (ST & Amiga).........£24.99

: Parfect Sound ...cesssseeessEa0.00
Pl‘ll"‘ltEF Lead ,.......Eggg extras Audio Eﬁgll’lﬁ'ﬁr __________________ £149.00

PRINTERS

§ nextd bycouder | Star LG24 200 24PIN including
g La.nn... RN i 8T /Anice -

Star chuﬂ 24 Colour inclucélzn?

&Y
Amige .._.,__,,_,J |

letter qualltr prlntar o :
£21Bnnwﬂhaurm + ST lea




Dept AC06, Trybridge Ltd., 8 Buckwins Sq., Burnt Mills, Basildon, Essex. SS13

Please send cheque /PO/.

Please state make and model of computer when ordering. P

AMIGA
30 Canstruction Kit*
112 Meg Upgrada s
1/2 Mag Upgrade with cl-:»m I
A-10 Tank Killer {1 Meg)
RN s :
Assaull on Abcatraz ® ... 1698 . 16.99
EB8 Attack Sub ..........cocciiees 16.99
L R 29.99
Ant Heads ... T w wasma L R
Arachnphabia * e 1689 16,90
Armouwr - Geddon * ..., 16.99 L1698
Atoming * L1688 .....16.099
Awesoma ..., - N ]
B.A.T - : IS ] - - ]
Back to the Future 2.... 16.99........16.89
Back to the Future 3 °..........16.99 .........16.99
Badiands .................... ... 16.99 J16.89
Bards Tale 3 ST, [ -
Batle command 1689 16.99
Battle of Britain 19.99........19.93
Battle Chess 2°..., 16.89........16.98
Beastbusters * e 1688 ... 16,99
Betrayal i 1998 19,99
Battlermaster ..........................16.99 19.99
Birds of Pray * 2699 ......2650
Blue Max .., 19881999
Billy the Kid * PSR 16.99
Big Game Fishing * w1688 16.80
Blade Warrior * 16,99 16.99
Brat * L1698 16.99
40 Bowing * ——. e P— -]
Elu:kﬂnnerf:n ”Hg: ST [ L
Cavadar R E—— ] 16.99
Cadawver data quk' 5.99.....9688
Captive S 1. % ¢ J— |- -]
Canhage..................co........... 16,88 ... 16,99
Cendurion * ... AL . 18,89
Chaos S1r-:f“a I:I.u:n. w2889 .......16.88
Chase HQ 2 A685. .. .....16.98
Champions of l‘irfnn-H-.*agl P el RS
Chuck Rock * 16.99 16.99
Chuck ‘l"EHgF:r A689.........16.98
Codenarme boaman (1Mg) ........-...... 26,99
Colanals EFun‘l {1Mg) R . ¢
Commando War * ... 16,99 16.99
Cnnqueslf‘ameat 'Mgl PRI 1
COMPOrABON.. .....civmrrmrrarsare 16,99 16.99
Corporation Data Disk * 889 .....999
Cricket Captain.....................16.99 ... 16,99
Creaturas * e 19,99 . 18.98
Crime Wave * L1680 ... 1699
Cruise lor a Corpse * L1684, . 16.99
Cybarcon 3°, SRS, |+ B | 19.99
Gu‘=e-:d.ﬂ«1ue Bnr.d-a 1 Mgi19.99 «18.99
Das Boot... 19.9§.........19.89
Dabuxe Paint SEPREI- - | - (S
Disney Animation .......................... 79.99
D TIBEY ..o imcmmrmmene 16.99........16.99
Dragons Lair 2 i -
Dragon Strike *......... -.19.98
Dragon Wars el R i |
Dragons Lair {1Meg) R
Dragons Lair Time 'l'l':lrp.. ..2688......2699
4D Drivin... 16.99.......16.98
Dungeon Masier 1688 .16.99
Duck Tales A6.99 16,99
Duster * 16.99........16.98
E-Swat..... L1689 ... 16.99
Epéc * .. 1889 . .1999
Elita ... 14,99 14,29
ELF * 16,99 16,98
En'-lg.-'n Hugl“EE 13.99........13.98
Emilyn Hughes Quiz .1388.....1399
Escape from Colditz .. L1889 ., 19.99
Eye of the Behodder {1 "ﬂ{"g'l" SO - X - |
Excallbur * ....... i 1688 ... 16,98
F15 Strike EagHF" 2299 .....2208
F16 Combat Pilat... . 1659 16.99
F14 Stealth Fmghmr e 19.99 ... 10,09
F29 Retaliator ....................... 16,99 16.99
Falcon.. 1298....... 14,899
Falcon Mnsunc-nnak SORURION [ 3 - TS [ 1L~ -
Fabcon Missicn Disk 2 ... 10.99 10.99
Fireball * 16.99.........16.899
Firat Samural * 16.89....... 16.98
Fists of Fury 2 L1888 1999
Fire and Forget 2.. e 1699 ... 16.99
Flight Sim 2 ... f—. - | 0098
Flight of the Ir~1rudnr 19.89........19.898
Fit Disk European................13.89 ... 13.99
FItDiskJa.cuar'............ e 13,59 13,98

Football Director 2...............

Ford 98 Rally *

Fun School 357 ...ccocceoe

Fun School 3over 7 ...
Fun School 3 under 5 ..,

Y ine. UK on orders over £5.00. Less than £5.00 and Ewrope add £1.00
per item. Elsewhere please add £2.00 per item for Airmail. These offers are available Mail order only.. Te
Yam-7pm. Saturday 10am-4pm. Fax orders : 026

Fun School 2 (6-8) e 13,88 . 13.98
Fun School 2 (over 8)..........13.99 13.99
Fun Schoal 2 (under 8)..........13.99, 13,99
Future Wars.................... 16.99 16,94
Gazza 2, 1698 ... 16.99
Gaunlet 3 * 16.99 16.99
Gods * vais s o D IR < e 16.99
Gramilng 2..........cccoenmnrnenenn 16,98 16.99
Golden Axe SO |- o -1 -
UET1g g1 o O, [ 1~ - | 499
Gunboat * e .1 . 19.89
Hard Drivin 2 ... 1684 16.99
Harpoon (1 Meg) ...... = 18.88
Hollywood Collecton .............19.99 19.99
Heroasquest * J— -1 19.99
Harror Zombies *._.................16.99 16.89
Huniar * .............. 16.99 16.99
Hydra * 16.89. 16.98
PP i i L o 16.99. 16,99
Indianapaolis SDIL" - 16.99
Int Soccer (‘hallenne 16.99. 16.98
It came irom the Desert Data .- .......cooeeee 9.99
it Came from the Desen (1 Mag) .............14.98
It Cama from the Desert Ant Heads 19.99
Jack Nichlaus Extra courses ...« ............099
Jack Michlaus Golf.................16.99 16.98
Jack MNicklaus unlimited Golf ...~ .............18.99
Judge Dradd . e 1308 13,99
Kick Off 2 . ........179-9 12.99
Kick Off 2 | 1+..'In=-gj RS — - -
Killing Cloud *...........coco.c....... 1688 .., 16.99
KD 2 Super League * ...0.89 9.499
K.0.2 Final Whistla. ... B.99 899
K. 0.2 Giants of Europe * 7.89.......7.88
K.0.2 Retumn of Europa * ......7.89 .. 790
K.0.2 Winning Tactics * 500,500
Knights of the Sky * 19.99.......19.98
Last Minja 3 * rassansinennenns VEBE ... 16,08
Last Minja Remix .., 16.99.......16.98
Leisura Sudt Larry 2..............19.98 2699
Legend *. L1698 1658
Laisura E-uILdrr:.-S .-26.99 .. .2699
Life and Death * 19.99......19.89
Line of Fire e 1698 16.99
Loom ........ 18,849 15.99
Lord of the Rlngﬁ —— L]
Lords of Chaos * e 1398 . 16,90
Lost Patral e 1608 16.99
Magnum & ..._.._.. rrrmnes 16,88 16.99
Magentic Scrclanl' . 19.99 A9.89
Masterblazer * 16.99........16.89
Magic Fly & L1689 1699
Mean strests.............c..cocrnen. 1609 16.99
Mega Lo Mania 1689 ... 16,90
Mares ® ... e 16,99 16.99
Mega Tr1'-(.‘|lﬂr1 e 1988 19,98
Mig 29... UL = 22.99
Manrhﬂmru-'utuﬂ e 1388 ... .. 16,88
Maniac Mansion ....................16.99 16.99
Maonty Pythaon e 189 . 13,50
M1 Tank Platoon..................19.98 ... 18,99
Mid Winter _..........................19.99 19.948
Midwinter 2 * ; 19.99 .........19.98
Midnight Ressstance 1898 1688
M.U.DS PO, [ - — [ - -
Murdes.............coocececnenen 16,08 1699
Music X J0r e 49.99
1 e A L1998 1889
NARC SR [ L PR 1.1 -
HNavy Seals ........... oo oviinrn i 1099 o000 16,99
Nightoreed RPG ...................16.98 __ .. 16,99
Mightshift .............. 169900000 16.99
Mitra... ... 1689 .. .. 1699
Obitus .. 3 26.99........26.98
f}pﬁrahan 5:1!9:1“"‘! L1688 ... 19.99
Oriental Games .. o 16.99 L1689
Operation Tnumarnun. e 1389 ... 16,98
Off Raod Racer.................... 1699 ... 16,99
Owarrun (1 Mmeg) ... s 19,99
PGA Tour Golf .............. 16.99.........19.98
Pang.......... w1689 ... 16,08
Paradroid ED S1688 . 16.99
Pirates g 1580 ........15.99
Player I'.'Iana.gar e 1 2,98 12,08
Platinum .., S—— - P——— .- ]
- ([ ) [P S | 1 - S— -

W76,

Policea Cuest 2....................

Power Pack

Powarmonger Data Disk 1 *

lel Orders :

PREMIER MAIL ORDER

We are on stand No 124 at the 16 Bii Computer Show. Titles marked *
55/ Visa No. and expiry date to :

0268

Pool of Radiance...........c..cccoocom e

Populous ..
Populous Prumusm Larld
Power Lip *

Prirce of Parshia.......c..cccoooem v

Powermonger ................
Predator 2 *

PRI e e it

CQuattro Arcade

Quattro Sparts.........cccvveeeens

Radroad Tyooon *

Rainbow Islands

Red Storm Rising

Reach for the Skias *
Rogue Trooper .........
Robozone *

Ratator * o ks
Rick Dangercnus. 2

Rise of the Dragon *
Rocky Homror Show *
Robocop 2 ...
Search for 1he Klng
Sacrets of the L urtwamc
Sacrel of Monkey Island ®
Sega Master Mix

Shadow Dancer *
Shadow Warriors

Shadow of the Beast ...

Shadow of the Baast 2
Shadow Sarceror ®
Shuttle *

Skull am:l Crn\sqmnas
Sim City

Sim Gity TN,

Ski or Die *
Sly Spy
Spidarman
Space Aca .
Space Duetﬁ ‘i
Speedball 2

e anm..h;!.ﬂ.. sy

Strategs *

Strider 2...

Slar Flgh'

Star Flight H nr E-:
Steven Handry *

Stun Runner .............ccooocveenn

Subbuteq ..........
Supercars
Supercars 2., ik
Super h.n'lu::-"uacu GF‘

BUPMEAMBCY --....corveereeraremrians

Swiv

EWI'CI'IHQ.UU 2 el L

Team Suuki...

Taam Y.wnkae g
Teanage Mutant Turtles..
Test Driva 2

Test Drive 3 °

Tt Drive 2 Ga.llhjrr" a I:hall ‘
Test Drive European Chall..,

Test Drive 2 Muscle Cars

Test Driva 2 Suparcars ...........
Thunderhawk * ...

The Immaortal (1 meg)
Tournament Goll

Taki *
Tayota Calica.

Total Recall.

Track Suit Manﬂgar 2
Treasura Trap ...

Turbo Challenge...............
Turbo Challenga 2 *............

Turrican 2 ..

TV Sports Bassbell *......................

LIMS 2 (1 MH;],-
R i it it
Walkear *.
‘War Lords *
Wildfira "

‘Wiolf Pal::hﬂ”h'legl o A

Wonderland *
‘Wrath of the Unmmu
Wings

Xanomaorph 2 *
Z-0ut

P R -
18088 ......19.99
16.99

19.99 19.89
JA688.......16.90
1699 .......16899
.- 988 ......09590
9,99 9.99
22802200
13,08 16.99
15981580
G688, 16.99
16.99.......16.99
L1698 16.08
e 1689, 16,599
... 16.99 16.89
26.99........26.99
S |1 16.99
.. 1688 _......1699
.. 16.99 16.99
19.88.......19.88
~18.89........10.00
16.99.......16.808
e 16,98, 16.99
L1388 1690

- 10, 168.99
26.90

19,09 18.89
16.99......16.09
L1884 ... 18999
13.99

- 16.99 16.99
16.99........16.89
e 1699 16.09
. 2699 .......26.99
26.99......26.89
S (L5 |- T— 16.99
13.99.......13.89
L1689 1699
16.99.........16.88
L16.808 . 16,99
vascans B B
J1688 16,90
16.99 16.99
16.99........16.98
13.89.....13.80
iy | N - e 16.99
- 1658, 16.99
-19.99 19.98
16.99.......16.908
16.90....... 16.90
e 16.99
190948 18,80
e 18,568 16.99
L1699 16.90
- 16.98
L8948 ......0559
9.99 9.99
«3.99...........0.08
599......999
10.99 19.99
16.99........16.99

- 16891609
e 1688 ... 16.09
seree 1660 ..o e, 166
= 16,99 16.99
JE88 ... 16.89
6099 ... 699
16.99......16.89
A6.89......16.09
16980 16.89
19.99

i 19899 000 19.88
.16.99........16.909
16.99........16.99
w1988 19,890
L1888 .......19.99
19.99.......19.99
19.99.......19.99
L1988 1990
16.88 ... 16.99

vorrs 168 e 165,98
13881309

1B]J.

500766

are not yel available and will be sent on day of release.

lephone orders: mon-Fri

SPECIAL

OFFERS

ST

Arkanocid 2..................599
Afterburner ......... 5.99
Batman 2 :

Bards Tale 2. v
Barbarian 2 ............

Blonic Cormmando..............
Budokan

California Games ...............

CJ's Elephant Antics 580.......
Crazy Carg ...........c.o..........5.80,
Continental Circus... 1.89...

Daley Thompsons Ghdllangafa 908

Double Dragon .. 5,99
Defender of Crown 7.59
Forgatien Worlds

Flaod DRI, o PG
Farrari Fl:lr"'l.JIa | ranressmeranes T
Hong Kong Fuey ... 5.99
Hard Drvin'

Triad Vol 3 3
Gauwnlet 2................coee..... 599
Hounds of :a-l'leldt,w Gk
Leather Goddess.

Hitch Hikers Guide .............588. .. ...
Keel the Thisf.,

Kbk Ot

Interceptor................ -

[ 5.98..
Last Ninga 2 .. et srimma et e
LT R L e 700
Platoon ... 5.94..
Projectyle ey el O
Powear Drome ......................7.88__
2 S o . 1 - - |
Rock Star ........... 499
Rick Dangerous s mandid S
Rocket Ranger ..................7.99
Ruff and Ready SN . 1. -
AVF Honda..........................0.98
Silent Service B.89..
Sillkworm...................... 5.49 ;
Speadball ..o T80 ...
Stlunt Car Racer .................0.90
Steve Davis ...... 7.99,
Super hang On e T - - §
Switchblade ....................... 5698
Treasure Islamd I:quz-,- 4.99
Turrican 7.94..
TV Spons Basketball ...........-......
TV Sports Football ........... ..'Ei-.':.iﬁ_a ..
Yiogi and Friends . 5.099
Yogi's Great E-arap-e 5.949.....
Wizball R T - I
Zany Galf................ 7.99...

|'l' )YS
Ouickjoyv Jetfighter
Cheetah 1254
Comp Pro Extra
OQuickjoy 2 Turba
Quickshot 3 Turbho
Sega Control Stick

5ea . =

v f o

Boo. ...

el o

T 1
R
T i
gl o

. ¢ T

AMIGA

yTICKS

10,99
0.9y
14.99 |
%.99 |
5.99 |
13.99

BLANK DISKS

Unbranded

EONAET DSDD
IO 35" 1S 10D

Branded
LE" D=
=237 DS
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EGADRIVE

ow many games have you bought for your

Megadrive recently? And how many have
you been pleased with? Three quarters? Half? The
odds in the increasingly expensive game of
Megadrive Roulette are becoming more and

v more unattractive. Like the computer market a

couple of years ago, for every decent Megadrive
game, there's at least one rubbish one.

While companies like Electronic Arts are get-
ting to grips with the 'Drive and learning that
games must be handled in a different way on
console and computer, games are still appearing
(from companies who you would expect to know
better) of a discouragingly low standard.

However, perhaps this less that perfect state
of affairs will simply force Megadrive owners to
be more selective. t's good news for magazine
sales, since owners will inevitably be happier to
pay £1.80 for an opinion they can rely on when
there's a danger of buying a real clinker other-
wise.

On the upside, though, 'Drive software is find-

i e

L

f late mulimedia seems to be the subject
o of talk buzzing around the lips of many PC
entertainment software developers. Strip away
all the blather and multimedia boils down to an
entertainment/ education software system taking
full advantage some audio/video techtrickery
hooked up to a mass storage device, very usual
Iy a CD ROM drive. The reason software develop-
ers are gefting so excited about is that multime-
dia software is the sort of thing you can get
anybody interested. Not just computer tech
heads, not just wide eyed game freaks, any Joe
Sixpack or Jenny Sewingmachine that walks into
Dixons with a few pennies to spend.

It's all down to the memorytastic amount of
information you pack onto CD Rom type optical
storage devices. Instead of a couple of nice digi-
tised pictures on the title screen and pixely look-
ing sprites throughout the rest of a game, it's
whaolly possible to have plenty, literally thou-
sands, of stunning graphics. Instead of a few

ing itself becoming more varied, and the number
of scrolling shootem-ups is thankfully on the
wane,

The rather unweildily titled Lakers versus
Caltics and the NBA Playoffs is a fine example
of just that, being a damned find basketball
game.

Featuring eight teams, you can face off any
team against any other, and either play against
the machine or a friend.

Each team member has an ability of his own,
{sounds like a fantasy role playing game, eh?)
and their attributes can be displayed while mak-
ing team selections.

These abilities (all modelled on the reaHlife
performance of the human players) are mirrored
in the game itself. A player who has an excellent
basket-shooting record is more likely to score
from a distance than someone who's not.

Control over the player works in Kick-Off style,
Identified by wearing black shoes instead of
white, thr player currently under your control can
dribble, pass and shoot the ball upon your com-
mand. Getting used to the passing isn't easy,
and the joypad makes it a bit tricky, although
generally it isn't too fiddly.

The characteristic behaviour of the players
even extends to the way they shoot the ball.
Some will try to dunk it, others will slam it in,
while some may try flamboyant manoeuvres will
silly names which rarely work.

LvCatNP offers arcade-quality play and
enough interms and catchphrases to keep your
mates baffled for weeks.

@Richard Evans

parpy peeps to make up the games sound, full
stereo CD quality samples can accompany any-
thing you do. With the 550MB an average CD-
ROM disc can hold there's no problem of jam-
ming everything 5 and a quarter inch floppies.

Best of all, the technologies all available right
this moment and at extremely reasonable prices.
Intel's recently launched 1750 DVI chip set can
easily deliver the awesome amount of proccesor
grunt needed to create highly complex TV speed
animation. Funnily enough it's available as a PC
board. CD-ROM's been around for a fair while,
mostly used for entertainment and utility soft-
ware, Tandy has just announced a fully fledged
CD-ROM system for just $399 (transatlantic
maths translates that to the £230 ballpark).
Funnily enough Tandy have sectored the PC mar-
ket as there major buyer. It all adds up to the PC
being the most pragmatic choice for anyone
looking for a mess around in multimedia. So if
this stuff's all available right now, why aren't we
all

THE SOFTWARE

The software to take advantage of these wonder-
ful boxes of tricks has just failed to materialize
and the reason why? Standards, or rather lack of
them. There's no one standard platform for this
type of computer entertainment to be run on.
Luckily things are looking up. Microsoft have
announced plans to fully support a large number
of multimedia graphics and storage devices to
be supported in their next release of Windows.
That should be due in the summer of this year.
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DIRECT
LINE

To YOUR micro...

Monthly machine specific
columns for the users of
the ten most popular
machines, written from a
personal viewpoint by
other users...

Also Sony and Nintendo and collaborating on a
proposed standard that encompasses multi
media in entertainment computing based around
a highly powerful video chip set that could easily
appear in the form of a PC plug in board.
Micropose are just about to announce a pro-
posed set of guidelines for the standardization of
CD-ROM based multimedia software, with the PC
at it's centre. Obviously there’s a fair bit for the
big boys to slug out before a solid standard has
been decided upon. But it's happening.

BUT WHAT OF THE GAMES?

But will it mean better games? Certain sitcoms
seem to chuck in canned laughter instead of
jokes and it's a worry that some publishers
games will grow in terms of presentation rather
than content. The switch from entertainment
software as we know it now to that of the future
is very large one and developing the new tech-
niques needed for this type of coding will defi-
nitely mean a few stumbled steps. Even so they
are steps in the right direction.

COMPETITION!

Just room for a final compo to round off with this
maonth. The first entrry out of the hat will receive
five pieces of PC software of our choosing.

Send your entries to the normal address.
The question:
What does VGA stand for?

See you next time!
@ JENNY TAYLOR

ADVANCED COMPUTER ENTERTAINMENT

e e
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umours are abound at the moment regarding a

new development on the Amiga hardware front -
ie. the likelihood of Amiga cartridge-based games. If the
rumours are to be believed, this new medium will offer
the games player games that currently span two or
more disks on one compact cartridge without the
annoying koading breaks associated with disks. If this is
true, then games such as Dragon's Lair and its mamny
sequels and 30 epics will have more memory available
to thern, which will also allow developers to add extra
stages or tart up each title's front end and presentation.
In addition, the main boom of such a system is that it
will effectively kill off the software industry’s arch-enemy
= piracy.

From what we have heard, Mindscape are already
looking into the possibility of the system with their PC
epic, Wing Commander, the first lined up for release,
Apparently, the Amiga version will span an enormous six
disks (such disk use has only.ever been necessitated
for the Bluth conversions), and bunging it on to car-

t's hard to keep up with Microdeals outpouring of

music products for the ST; it seems that you've
just finished reviewing one sampler or music arranger
when there’s another one on the market.

The latest releases are Quartet V1.5, an update of
the 4-channel “sample sequencer”, and Playback, a
sound output cartridge which gives the ST, STF and
" STFM the stereo capabilities of the STE.

Quartet V1.5 is a musthave if you lament the 5T's
musical inferiority when compared to the Amiga. At the
normal price of £49.95 it's reasonable, but at the intro-
ductory offer price of £24.95 it's unmissable.

Running on any ST without the need for additional
hardware, it's very much intended to give the ST the
same sort of sample-sequencing abilities as the Amiga,
offering four sampled voices (which can be chosen
from the 100-sound library provided, or imported from
Microdeal's Replay or other popular samplers).

Since the samples are replayed at up to 16Khz, qual-
ity is good; you can listen to the sounds through a TV,
monitor, or ideally a Replay cartridge. Sample process-
ing software lets you loop, filter or repeat samples

tridge will not only make the game more accessible but
probably cheaper, too. One problem is thrown up,
though, and that is with licences. As no-one has looked
into the feasibility of cartridges before, there may be
slight problems in whether companies who own a
licence will be covered when they want to slap it on a
cartridge as well as on disk. This is certainly a grey
area at the moment, and will have to be looked into
before any companies spend time, effart and money on

releasing cartridge-based film tie-ins and arcade conver-

si0ns,

Even so, creating a cartridge system could be the next
logical step in terms of game design. Imagine a game
with graphics similar to those of the Dragon’s Lair
series, only coupled with the gameplay that those titles
lack - if the rumours are to be believed, the cartridges
could handie it. In addition, the possibility of current
games improved, added to, and even compiled paves
the way for more affordable games. With details so
sketchy at the moment, don't hold your breath for the
system, but even so, this could be the development
which extends the Amiga's user base even further and
makes it even more affordable.

SNOW BROS

Fans of the cute game sub-genre, will be performing
cartwheels soon thanks to Ocean and their developing
teamn, Ocean France. OF are currently in the process of
converting the little-known Toaplan coinop, Snow Bros.,
over to the Amiga, and, from what | have seen, this is
Eoing to be one to watch. Basically, Snow Bros's game-
play is akin to that of Taito's classic Bubble Bobble, in

s0 much that the bare bones of the game involves clear-

ing a number of screens of their alien inhabitants.

before adding them to the 20-wvoice library which is
available for each Quartet compaosition (these can be
saved as Voice Sets).

Quartet's main display has a conventional musical
stave on which you can enter notes by selecting their
value from a menu box, clicking on the required screen
position, and sliding to the correct pitch. This is a
tedious and repetitive process, but you can enter notes
much faster directly from a MIDI keyboard.

You can test the music for an individual voice or for
the whole composition, and once you have the basic
composition laid down, you can add to it by inserting
voice change messages, loop points {which can be
“nested” up to 100 times so you have loops within
loops), note links, shides, transpositions and so on.

The results can sound very professional with a kttle
patience, and the package includes routines which
allow you to include Quartet compositions in your own
programs written in assembler, Basic or C, 50 Quartet
i5 just as suitable as a development tool as it is for
mucking around entertaining yourseif!

Version 1.5 allows STE owners to output through the
stereo ports simply by pressing F5. Voices 1 and 2 go
through the left channel, voices 3 and 4 through the
right. For ST, STF and STFM owners, pressing Fd will
route output through the Playback stereo cartndge. & If
you already have Quartet V1, you can upgrade to the
double-sided V1.5 disk, which includes the new pro-
gram, more demo music and samples, for £3. If you
want to upgrade to the new versions of all three
Quartet disks, which again have extra demos and sam-
ples on side 2, it will cost £6 - and don't forget to
return your original disks to Microdeal.

The other new product, Playback, is an unassuming:
looking grey box which plugs into the cartridge port,
and has two phono socket outputs which allow you to
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Howewver, where as Bub and Bob were armed with a
magic supply of bubbles to do their dirty work, Snow
Bros’s cute hero - a fitHe snowman - can protect himself
with a number of snowballs which, when lobbed at an
enemy, cover them in snow and temporarily disable
themn. By repeating this process, they are eventually
turned into snowballs which can then be picked up and
rolled across the screen. As the ball gathers speed it
careers all over the screen, killing anything in its path,
before slamming into a wall and killing its occupant,
Each of the platform-laden screens must be cleared
within an ever-decreasing timeimit, and success grants
the player with access to the next of the fifty screens.

The comversion is as close as we have come to expect
from Ocean France who, in the past have been respon-
sible for the brilliant Pang and Cabal conversions, and
contains nigh-on everything from the oniginal coinop.
The graphics use the Amiga's entire 32-colour palette,
and the speed of the original has been faithfully recreat-
ed, rounding off an almost perfect conversion. i cutesy
games are your bag, then you are going to love Snow
Bros. Actually, whilst we're on the subject of amazingly
cute conversions and the Mancurian giants, it seems
that Ocean are also going to be producing conversions
of the third game in the Bubble Bobble series, which is
called something odd like Liquid Kid(!), and Ocean
France are currently about to begin work an Hammerin'
Harry as soon as their duties on the aforementioned
Snow Bros are complete. News is scarce at the
moment, but we reckon that Graftgold will be drafted in
for the Liguid Kid honours - especially when you their
superb Rainbow |slands conversion.

@5teve Merrett,

connect it to an external amplifier. t's compatible with
Quartet, Replay VIll, Replay Professional and
MasterSound N software, adding stereo capability to
what were mono  samplers. But remember it's not a
sampler itself; if you want to digitise your own sounds,
you have to have one of Microdeal's other hardware
samplers.

Mormal price is £29.95, but again there's an intro-
ductory offer price of £19.95. Even at this low price
you might not think it worth the bother, but the
Playback package also includes Drumbeat, a sophisti-
cated 2-channel drum sequencer program which allows
“hits" of up to 15 samples to be assembled. Up to 50
drum patterns can be composed and held in memory
at once, then assembled into 10 songs, each of up to
99 steps. You can alter timing values and insert
triplets, and control tempo internally or from an external
MIDI clock, which makes Drumbeat a good alternative
to a cheap MIDI drum machine.

In the package you also get a Quartet Demo
Driver, which allows you to combine your own Quartet
compositions, graphic displays and scrolling messages
{in cokour or hives mono modes). Lastly, the package
includes stereo output drivers written in HiSoft Basic,
GFA Basic, STOS and machine code, 50 you can incor-
porate stereo sound in Vour own programs.

Since Microdeal are encouraging ST software devel
opers to make their programs Playback compatible,
and public domain libraries are supporting Quartet with
additional tunes and samples, it looks as if nothing can
stop Microdeal's domination of the ST amateur music
market. Well played!

Microdeal, PO Box 68, St Austell, Corrwall, PL25 4YB,
Tel, 0726 68020,

@5teve Mamet



elcome to the June column

for the PC Engine. This

month has seen very little
in the line of new Engine games. It
seems that all the games suppliers
in Hong Kong have slowed down
supplying games, etc, for the PC
Engine, and are concentrating on
the Super Famicom and the
Megadrive. This means the UK mail
order companies now have fo deal
directly with the Japanese compa-
nies. This means that the latest
games will get to our grey shores
slightly quicker. It also means that
there may be a slight increase in
the price.

THE LEGEND OF TOMRA
Back to the new releases. The high-
light of the month is the release of
The Legend of Tomra. In this game
you play the heroic Tomra who must
recover lost treasures, etc. The
game itself is full of platform-type
action, with lots of baddies to keep
you amused. The graphics are
almost arcade perfect, and good
sound effects and music are abun-
dance. The only bad point for the
game is that the gameplay is a bit
repetitive, with the same sort of

action all the time. Overall if you
liked the arcade game you should
love this, but otherwise there are
better platform games about for the
PC Engine.

TV SPORTS FOOTBALL

This game made an massive impact
on the computer scene when it was
released several years ago, and
now it's out on console. The object
is simple: play for, and make strate-
gic decisions for, an American foot-
ball team. The graphics are the
same as the Amiga version, with
plenty of speed and color. The
game itself takes a bit of getting
used to, but soon you'll be throwing
touchdown passes, and intercepting
practically everything. The game
also features intermission screens
with cheerleaders and reporters.
This is the first conversion of a
Cinemaware game onto a console,
and if this is anything to go by, [l
be looking forward to the release of
it Came From The Desert, and TV
Sports Basketbail.

ZERO 4 CHAMP

This month's final release is Zero 4
Champ, in which you participate in
that dangerous sport of drag rac-
ing. You try to progress up the rank-
ings, aiming to beat and then
become the champ.

UNIVERSAL SOFTWARE

SEGA MEGADRIVE

+ PSU + JOYPAD
(Pal or scart)
£115.00

Sega Megadrive Inc
Game ..
Hagadrlua .loyr pnd
Pro 2 joypad {Flap{d Fira}
Pro 1 joystick....
Arcade Pmratlck .........
Japanese Convertor ...
8 Bit Convertor...
Sega Mega D {Ul{} Inc Gamu

E13‘9E}ﬂ

TEL : 0480 63648 or 62012
We are open 7 days a week

AMIGA SCREEN
GEMS PACK 1
MEGA UPGRADE

£349.99
Saga Gamegear + 3 Games......£160.00
PC Engine H.H Inc 2 Games.....L270.00
Atarl Lynx Inc Game ........cc......£115.00
Nintendo Famicon +
b =T O ) — £320.00
Heo Geo +1 game
+ 2 Joypads ... .-.£338.00

Hintendo Gam&b&y Inc Gama £65.00

MEGADRIVE GAMES MEGADRIVE GAMES l,.f[ﬁﬂ.ﬁ&!ﬂES
Aero Blasters .......... 32.00 Blue Lightening ....... 20.99
Batta Galf ............... 32.00 Afterburner 2 ok J0.00  Slime World.............20.89
Binimd Run.............. 32.00 Arnold Palmer Golf..30.00
Crack Down ............ 29.00 Battle Sguadron ......34.00 Ef::rzcnp """""""" gg gg
Darius 2.................. 3200 Budokan............... 34.00 B 6 sosplrn -
Dangerous Seed.. 29.00 Dynamite Duke .......30.00 Roadblasters.......... 20.99
Dick Tracy ......ocoeee- 32.00 E-Swat.............. 30,00 PaperDoy......ceeeesine 20.99
E-SwWatl . ..ooooviins 2500 gorgnttéan ‘Worlds ..Eg.gg Gaunlet3 ............... 22 99
GEANBS ......oomiseisssnnse 32.00 host Busters ......... 30, i llenge...... 20.99
Ghouls v Gihosts....30.00 Ghouls ' Ghosts...35.00 obe ot gorae-"20 00
Ghosts Bustars ...... 24.00 Golden Axe ............. 30.00 iy
Golden AXS ............ 25.00 Hard Drivin.............. 3p.00 World Cup Football .20.99
LELT g 1T 32.00 James Pond............ 34.00 Robo Squash........ -20.93
Hard Drivin .........oeees 32.00 John Maddens F'ball34.00 Pacland........cccereees 20,89
Hellfirg............cochouic 24.00 Mickey Mouse ......... 33.00 lar Marcanary . ... 20.99
John Maddens Fball32.00 Moon Walker ........... 30.00 Ea‘ o oiid g e
Lawers v's Celtics ...32.00 PGA Tour Golf......... G400 TR .
Magical Hat ............. 3200 Phantasy Star2 .....50.00 Xenophobe.............. 20.99
Mickey Mouse........26.00 Populous................. 34.00 NFL Football ........... 20.99
Midnight Resistance32.00 HRambo 3 e 25.00 \indicators ......... 20,99
Musha Alesta ... 32.00 Revenge of Shinobi.30.00 r
Shadow Dancer .....32.00  SUIdEr ..........c......... 35.00 gﬁfnp ::‘I e e % gg
Sonic the Hedgehog32.00 Super Monaco GP ..30.00 S i e
Spiderman............... 3200 Thunder Force 2....30.00 Xybots ... 20.99
ERTICUT, coox i b ik o+ R [T o [ — 27.00 ..-20.99
Super Monaco GP ..29.00 World Cup Soccer...25.00 20.99
Wonder Boy 3.......... 30.00 ZanyGolf .............. .34.00
Wrastle War ............ s a7 ) | [ - )

Please make cheques/PO to Universal Software, 3 Fairfields

Crescent, St lves, Huntingdon, Cambs. PE17 4NW . P&P and VAT Inc.

HERE BE PIRATES!
| was surprised to read an article in
MNCE about forged console games.
The pirates apparently target the PC
Engine and the Megadrive. | had
never seen or even heard of copied
PC Engine games, but with a few
phone calls to people in the know, |
found out that the problem was
quite widespread. The copied
games first came from the-Far
East, and were sold to mail order
companies as if they were new.
Now pirates here have got the
technology to copy the games
themselves. Some of the pirated
games are of obvious inferior quali-
ty (the packaging is often photo-
copied etc.), but others are so well
pirated that it is impossible to tell
the difference from the original.
Piracy is a serious problem, and
drains resources from the compa-
nies writing games, possibly send-
ing them out of buisness. Let's
hope the law cracks down on these
thieves as soon as possible.

TOP OF THE POPS

If you're in doubt as to which games
to buy here is my top five which |
think deserve your hard earned
cash:

® Bomber Man: A classic game.
The idea is so simple that its sur-
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prising nobody thought of it before.
You plant bombs with the aim of
clearing the screen of the baddies.
Great fun in multi player mode. My
personal favourite.

@ Formation Football: | recently

rediscovered this at the back of my .

games collection. The console
answer to Kick Off, at least until KO
is released onto the Super
Famicom.

® Parasol Stars: The continuing
saga of Bub and Bob in this CUTE
game. Platform action at it's best.

@ TV Sports Football: Just
released, and like Parasol Stars will
sell out very quickly, bath here and
Japan.

® Jackie Chan: A great action/plat-
form romp, with lots of Kung Fu
action.

@ Gareth Harper

THE END OF AN ERA...

ACE says a sad goodbye to the PC
Engine caolumn for the foresesable
future, but next month welcomes
new Super Famicom and Lynx
columns into its warm embrace.
Sorry to all you Engine-ears out
there. If NEC get their act togather
and officially release the machine
in the UK, the column will return.

MAHTINS

34 Keswl:k Gﬂrdans, Hedbrldga

liford, Essex 1G4 SNB
To order phone our shop 081-521 0682 10am to Spm or 081-550 5073 after Gpm.

-MC

MEGADRIVE Jap UK
Cyberball ......... £32.00 .....£33.00
Super Real Baghetball . £32.00 ... £33.00
Super Hang On ......ccocicimiiiann E32.00
Dick Tracey ......... -
Techno Cop...... e 32,00
Fatal Labyrinth . p—— - -l 1
Arnald Palmars Golf ... £32.00 ... .£32.00
Lakers Vs Callics SRS < < N 1]
Helifire ............... £32.00

Magical hat.... £33.00

P.G.A. Goll S—— W
Wrastle Ball ....£33.00

Jamas Pond ... E34.00
Battle Squadron ............. £34.00
John Madden's Football ..................£32.00
Sword ol Sodan.............c.ociecrie i e £35.00
Thgar Heli............ccoiiiicians £34.00
Mickey Mouse ..............E33.00

Ring Side Angal ............£33.00
Wonderboy IIl.............. .E33.00
Batman...........cceveeee e 2. E35.00

Darius 1., eh.....E32.00

Sindaer e E33.00

Super Monacn EP -E32.00 .....£33.00
Hard Driwin'.......cooovveeee ..532 00 .....E35.00
Moonwalker.................... £33.00

Shadow Dancer............E33.00

Rewvenge of Shinobi...... E32.00 ..... £34.00
Midnight Resistance £37.00

Crack Down e E33.00

Super Alrwaolf ... £33.00
Elementary Master ....... E33.00

Dynamite Duke £32.00

This is just a small selection of the games in stock, ring for any game
that is not listed. To order simply phone or send a cheque to the
above address.

24 hour delivery by hand for local orders!!

NINTENDO Jap U.K
B i il E32.00
Double Dragon II ...E34.00

Turtles... ceamraneer e 00 ... E26.00
World Wrgs:hr\g ................. £34.00
Mano Bros 3......cceveiemimissiscnss B3 000
Robocop MR T L AL Sy - i
Maga Man Il .......cooooesmmneusum £34.00
Super Manio Bros ............coireeeins E30.00
Duck Tales i .- E30.00
GAMEBOY Jap UK
Baiman ...........coccciee £24.00 £25.00
Operation G.......... S .. N1 |
Chasa HQ SRR . 1 |
3 1o o J R, = N |1,
Ghostbusters Il ............ vaere 225,00
R Type......... M. =~ 8| 1.
Bad ' R8....cceere e eesesiassisssssane 00
SpIderman .........cccoomianan e 100
Bubbile Bobble ................ N0
Dragons Lair....... R B £24.00
Fi ok ... PSSR, e 1 1 ]
Wresthng........ccce o B2 1,00

M_B.A. Basketball .. ——- 1]
Rolands Curse... - 1]
F1 Race.. 21 l:l'i?I

Kung Fu Haslur - E24.00

We also stock a variety of games
for the: Game Gear, Lynx,
Famicom, PC Engine, Sega
Mastersystem + Commodore
Amiga




BIRMINGHAM
A.J.CONSOLES
021-778-3910

SEGA MEGADRIVE (PAL) 1
GAME AND HEADPHONES
£169.95

NINTENDO SUPER
FAMICON INCS JOYPADS

AND ANY 2 GAMES FREE
* RING NOW FOR EXCELLENT
PRICE

PC ENGINE GT HANDHELD
& FREE GAME £290

WE OFFER PERSONAL
DELIVERY TO ALL
CUSTOMERS WITHIN A 10
MILE RADIUS (CHARGE)

POSTAL ONLY £5 PER
CONSOLE £1 PER GAME

GOOD SELECTION OF
GAMES PHONE FOR THE
LATEST TITLES
ACCESSORIES AVAILABLE

ORDERS TO 59 STAGNES
ROAD, MOSELEY,
BIRMINGHAM, B13 9PJ
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Advanced
Dungeons & Dragons
]’GRGOT'EENH?E.ALMS
ERTHFE

For the IBM & Amiga

#2 “North Atlantic Convoys”
#3 “The MED Conflict”

Harpoon Scenario editor
ALL on the IBM + Amiga

Flight Simulations - Sports Simulations
Strategy - Role Playing - Wargames
Adventures - SciFi Adventures

for IBM and COMPATIBLES - AMIGA - ATARI ST - Cé4
and the SEGA MEGARDAIVE
we IMPORT the LATEST U.S.A. RELEASES

VISIT our SHOP in Hampton Hill
or send £2.50 for our Extensive CATALOGUE.

Mall Order and Overseas Inquirles welcome
Phone 081 977 8088 Fax 081 977 4829

‘[I 8 D&E The C::a.rryud High Streat, Hompton Hill, Mh:idx TWI12 1PD,

GUNFIGHTER
B , USE YOUR VOICE

) TO OUTDRAW
W THE GUNFIGHTER

>CASH PRIZES

08 313590

INFODHAL POBox 36 LS1 4TN Call charges 33p Per Min Cheap 44p Per Min Al Other Timas

e
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o mucking about. Let's get

going straight away and take
a look at a couple of imported
games!

DRAGON'S LAIR

Maost readers will no doubt be famil-
iar with Readysoft's graphically
amazing but totally unplayable
Dragon's Lair. As a conversion it
was perfect - because the original
coin-op was totally unplayable as
well!

So it was with more than a little
concern that | plugged this cart into
my Gameboy. Without the superb
graphics and sound, would there be
anything to hold my attention? So
imagine my surprise to find that
Dragon’s Lair is not bad at all.

Mind you, it has to be said that,
as conversion's go, the game
designers have cheated a bit. The
only link left between this cart and
the coinop is the game's name!
Gone are the cartoondike graphics.
Instead, the player now has to guide
Dirk around a network of platforms,
avoiding monsters and meanies and
collecting flashing gems (a bit like
Super Mario Land). Dirk has been
reduced to a tiny, almost unrecog-
nisable, sprite, but the scrolling
backdrops are superbly drawn.
There's quite a bit of gameplay vari-
ety - one part of the game even has
Dirk riding a speeding minecart like
Indy in Indiana Jones and the
Temple of Doom.

Overall, Dragon's Lair is a decent
game. The platform action is a little
on the fiddly side, due to small size
of the sprites, and it's very tough.
Unless you have the reaction speed
of a rattlesnake, you'd be advised
to play the game on easy!

DUCK TALES

Yet more platform antics! It seems
games designers think that the
Gameboy was built for platform and
puzzle games! Never mind, because
Duck Tales is really pretty good.

pink pages

You take control of Scrooge
McDuck as he waddles and leaps
through level after level of scrolling
platforms. Various monsters attack
and try to make duck soup out of
him, so it's lucky that he's armed
with a walking cane with which he
can knock the baddies away. By
jumping and pressing fire Scrooge
can cling to the cane and use it as a
pogo stick to bounce himself out of
trouble.

Along the way there are special
objects which, when hit by the cane,
disappear to reveal jewels and
money - just the sort of thing the
avaricious fowl loves!

Duck Tales is the sort of game to
wave in the face of colour handheld
owners who laugh at the Gameboy's
graphic capabilities - it features
some gorgeous backgrounds and
large well-animated sprites. And
while you're gloating, remind those
Lynx/Gamegear owners that the
Gameboy's batteries last for more
than a short car journey - unlike
some handhelds | could mention...

But be warned that Duck Tales is
very tough and sometimes frustrat-
ing. Which is a pity, because this
game would otherwise be ideally
suited to the younger gamers. If
you fancy a real challenge, then this
is the cart to buy.

TIPS; TIPS, AND MORE TIPS
Mike Walpole from Wolverhampton
has sent in a couple of tips for
Tennis and WE&WX, So, take it away,
Mike.

TENNIS

When serving, press A or B to throw
the ball into the air as usual, but
instead of hitting it straight away,
wait until the ball's too high and
press A or B again. Naturally, you'll
miss, but you can now move the
player so that he's directly under
the ball. Let it hit him on the head!
You'll find that you've won the point
without actually hitting the ball! Do
this and you'll win easily.

WIZARDS AND WARRIORS X
Some playing tips:
Level 1-0: Walk left and get the
extra life and key.
Level 1-1: Go through the bottom
door, get the extra life, then leave
the room.
Level 1-2: Get the Invincibility spell
using the key from Level 1-1. You
should now be in a room with three
gems, take them, jump onto the life
and jump to the right. Now you
should be able to enter two rooms,
one with a life and a key.
Level 1-3: Stand at the bottom plat-
form to kill the giant and finish the
stage.

@ David Upchurch

ADVANCED COMPUTER ENTERTAINMENT



Our monthly
prize word
puzzler, set by

the inimitable

MIPS

PUZZLE PRIZES

If you're the sender of the first
correct crossword solution out of
the hat, you'll get a free game for

your machine. We regret that we
cannot specify exact titles, but
we'll do our utmost to ensure that
the prizes get your adrenalin
pumping. Don't forget to specify
your machine format!

CLUES
ACROSS

5 Carl is, um,

developing Microstyle
game (8)

6 Mean to produce
new title (4)

7 Original digital
computer! (6)

9 Uncivilised game from Firebird (6)

10 Is Gun Battle from Lankhor? (1.4)

11 Stop ACE's new edition first (5)

14 A way to destroy art (5)

15 Calling ACE before assessing loss leaders
from Ocean

17  George The First - young version of
Megadrive game (6)

18  Laura's tantrum about game from Sega
19 Cassette player on a ship (4)

20 Pat's line playing Mark Eaton game

CLUES DOWN

Zortech's possible origin of the universe
{3,4]
2 Top games maga-
zine's cards (4)
3 The RAM's
destroyed by pet (7)
) I'm taking a long
time to get the picture
(5)

HOW TO ENTER

Every month we offer a free game
worth up to £25 for your machine
if you're the sender of the first
correct crossward solution out of
the hat. The address to send your
solution to is:

ACE June 91 Crossword,

Priory Court

Farringdon Lane

London

EC1R 3AL

The deadline for entries is always
the 8TH OF THE MONTH MEN-
TIONED ON THE COVER - Saturday
June Bth 19291.

APRIL 91 RESULT

6 Any slaves strug-
gling with new game
from Ocean? (4,5)

8 Fling stone at Core
Design product (5,4)

12 Trips up! (7)

13 Game Boy in pain
(7)

16 Betsy decoded

units of data (5)
18 Part played in

. .-. . q =
F:}tmlaum manufacturer |2 -.E.
Il O
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he most frequently asked ques-

tions heard in computer retail-
ers over the past few months have
covered two subjects:
1. Magic Land Dizzy - when is it
going to be available as a stand
alone product? and...
2. Commodore's COTV = when will it
be available, how much will it cost, is
it an improvement on the Amiga?
when will the add-on CD drive be
available for the Amiga, and how
much will THAT cost? And so on, and
50 on...

Well, here are the answers.

1. Last month - on 8-bit at least, If
your retailer tells you different, then
he probably has large stocks of the
‘Dizzy’ compilation he would like to
move first. A 16-bit version is due
‘real soon now'...
2. The sumptuous invitations to the
COTV Official Lapnch have now been
received by those key industry
figures (in other words, the. ACE edi-
torial staff). The invitations were
printed - tacky, tacky — on CD-ROMS
and the date is June 30th. it should
be available to buy within the next
two momnths. It will retail at £599
and, yes, it will be quite an improve-
ment over a standard Amiga — obwi-
ously in the sound department and

AN

DO YOU DEAL IN CONSOLES?
DO YOU DEAL IN AMIGAS?
DO YOU DEAL IN ST's?
DO YOU DEAL IN PC's?

IF YOUR ANSWER IS YES,
THEN MAKE YOUR AD MAKE
MONEY BY ADVERTISING IN

ACE'S
PINK PAGES

CALL OUR

SALES EXEC -
TINA ZANELLI ON 071-
251-6222 EXT 2483

BOOK YOUR AD TODAY AND
MAKE LOADSA MONEY!!!

Software seller
Dirk Longhorn
looks forward to
CDTV...

also in the oft-ignored ease-of-use
and friendliness departments. The
CDTV is only going to be available in
very small numbers initially and only
through certain dealers. If your local
dealer is going to be a stockist then
urge him to hold a demonstration
evening because it really is worth
seeing.

Commodore have insisted that
the price of the COTV will be static
‘at least until Christmas’ and that the
add-on CD drive for the Amiga
should be released before Christmas
and will retail at £299. This, if true,
will surely ensure the success of the
medium. It will be THE add-on that
avery Amiga owner will demand
from Father Christmas and if | were
you I'd ask your local dealer NOW to
save you one, because demand is
sure to outstrip supply once existing
owners have seen the enhancements

SHOP WATCH

possible with CD.

Speaking of enhancements, those
flight-sim enthusiasts with a 386-
based VGA PC are in for a real treat
within the next few days. F29
Retaliator is being released and will
chase away all bad memories of pre-
vious incarnations.. The graphic dis-
play is so highly detailed it could be
a real simulator and if you think
you've see smoath fast graphics in a
flight sim then you really ought to
see this.

Ocean will be providing dealers
with demonstration disks so don‘t
feel shy about asking him to demon-
strate it for you. If you really want to
be sneaky, take along an Amiga-
owning friend who has F29 and ask
to see it - although it would proba-
bly be more fun watching your
friend's face!

With the launch of Sega’s Game
Gear seemingly only minutes away,
the hand-held console battle is really
hotting up. About time too. With
just Lynx and Game Boy there
seemed to be an unofficial truce
with each machine professing to be
aimed at different ends of the mar-
ket.. Total tosh, of course. There is
anly one market and it has no ends -
people either want a hand-held or

they don't. It's in the consumers’
interest for there to be savage com-
petition between brands: it keeps
retail prices down and improves the
rate of software production (witness
the increases in Lynx and Game Boy
titles over the last few months)
which encourages people to buy
which stimulates more software and
50 On...

Some people are holding off from
buying to see if there will be a win-
ner in the hand held war, but this
seems pretty silly - both the Lynx
and Game Boy have their attractions
and it seems unlikely that the Game
Gear will be any different. Basically,
the trade off is between battery life
and colour. You pays your money
and you takes your choice.
Personally, I'd pick the machine that
has the first decent version of
Scrabble for it.

Incidentally, don't quote me on
this, but a little bird told me that
Game Boy cartridges are actually
produced in colour and just the
machine is monochromatic. | don't
think the little bird has got it exactly
right, but | don't think it's far wrong
either. I'll leave you to draw your
own conclusions.

ANCO are giving us armchair foot-
ballers no peace. Not content with
putting out more data disks than
you can throw a toilet roll at, there
will be KO3 in September and Player
Manager Il in December. Do these
people have no respect for family
life??

N
TR,

INFODIAL POBow 35 LST 4TN Cal charges 33p Per Min Chaap 4dp Per Min Al Other

ATTACK
SADDAM

GET THROUGH
HIS DEFENCES
AND DEFEAT HIS
BODYGUARDS NOW..

..NOW!

NEW

A Chance To Win

Your choice of the following prize :-

AMIGA A500 COMPUTER or
STAR LC10 PRINTER + SOFTWARE

CALL 0836 407263

Answer 4 simple questions

Call charges 33p per min cheap 44p per min all other

times.

Please ask permission of person who pays phone bill.
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Summer's coming!
Which, knowing
our weather, will
mean either three
months of non-
stop baking heat
or constant torren-
tial rain. Either
way, looks like
you'll be spending
a lot of time indo-
ord escaping from
the heat/rain.

What are you
going to do with
all that free time?
Why not play a top
game? But what to
buy? Just read on,
and know that
whatever you
select from this
list will keep you
happy into the
autumn and well
beyond.

AWESOME

Psygnosis @ Amiga £24.99 @ Atari
5T £24.99 (without T-shirt)

A shoot-"em-up where you'll
need to master four different
gameplay styles if you're to sur-

vive, The first is similar to
Asteroids, except that here your
ship stays stationary and the
aliens and rocks rotate about
you. MNext is a Space Harrier-like
battle against a giant space drag-
on. After that you pilot your ship
over the multi-directional paral-
lax scrolling surface of an alien
world, shooting aliens and
searching for the landing bay.
Finally there's a Gauntlet-style
run around the starbase looking
for the entrance to the space sta-
tion. The graphics wouldn't look
out of place in an arcade. A stun-
ning game, if a little derivative,
and well worth its ACE rating.

* ACE RATING 900 ON AMIGA

BATTLE CHESS 2

Electronic Arts ® Amiga £24.99 @
Atari 5T £24.99 @ PC £29.99
Sequel-itis spreads from
Hollywood to the computer
industry! This time round the
rules are based on the Chinese
variant of Chess, which intro-
duces some new moves, has a
river bisecting the board (which
some pieces can't cross) and limits
the King's movement to an
'Imperial Palace'. As before the
board is viewed in 3D, with all
the pieces 'taking' each other in a
variety of amusing and well-ani-
mated ways. While a bit slow and
irritating running from floppies
due to all the disc swapping , a
hard disc shows the game to be
far faster and more lethal than
normal Chess. A game that
should keep even the most jaded

Chess fan happy.
* ACE RATING 895 ON IBM PC

BOULDERDASH

Victor Musical Industries @
Gameboy ¥3400 (Import)

Yet another steal from the C64
catalogue of great games. Hey
kids, remember this? Guide cute
and cuddly Rockford around
umpteen (that's journo-speak

-+ for more than can be counted

on one hand) mazes of boulders
and meanies in pursuit of dia-
monds. But bear in mind that
digging around boulders can
make them tumble down on
your head! An arcade puzzle
game of the most addictive
kind and yet another game ide-
ally suited to the B&W hand-
held wonder.

# ACE RATING 908 ON GAMEBOY

BRAT
Imageworks @ Amiga £24.99 @

Atari ST £24.99 @ |EM PC £24.99
Where Lemmings lead the way,
others now follow - and why
not as long as the games are as
good as Brat? Little Nathan, the
World's naughtiest nappy-wear-
ing nipper, wanders around var-
ious vertically-scrolling levels.
Unfortunately he's a little
stupid, and will happily walk off
the edge of cliffs and into traps
and monsters - unless you guide
him otherwise by placing direc-
tion changing icons in his path.
Those who are deft with the
mouse can guide Nathan into

pink pages

the coins and toys littering the
landscape for bonus points. A
magic mix of cuteness and
craftiness, Brat will have you
playing into the small hours.

% ACE RATING 850 ON AMIGA

CHUCK ROCK
Core Design @ Atari 5T £24.95 @

Amiga £24.95

Unga-bunga! Poor Chuck Rock's
spouse has been kidnapped by
the fiendish Gary Gritter and is
now held prisoner at the end of
five massive levels of platform-
pouncing, rock-throwing, belly-
butting pandemonium.
Graphically, Chuck is a real
treat, with some hilariously ani-
mated dinosaurs and very slick
32-colour arcade-quality paral-
lax scrolling. Although a fairly
basic platform game, the varied
backdrops, rapid pace, novel
atack modes and humourous
setting ensures that boredom
won't set in.

# ACE RATING 886 ON AMIGA

MIDWINTER 2
Microprose @ Atari 5T £24.99 @

Amiga £24.99 @ I[BM PC £TBA
Now this is a challenge; how do
you sum up a huge game like
FoF? The big thaw has set in,
and Midwinter is now Agora,
the island HQ of the Atlantic
Federation. You play one of
their crack agents with the task
of scuppering an impending
attack by the evil Saharan
Empire. The majority of the
game takes place in a massive
solid-3D world, with your spy
able to use any mode of trans-
port he/she may come across,
everything from on-foot to heli-
copter. But this is no shoot-'em-
up. There's more than encugh
strategy and subterfuge to keep
any non-arcade fan happy. A
major contender for game of
the year - already!

# ACE RATING 950 ON ATARI ST

4D SPORTS BOXING
Mindscape @ Amiga £24.99 @

Atari ST £24.99 @ PC £24.99
This violent clash between two
solid-polygon generated
pugilists is the best rendition of
the 'noble art' yet seen on a
home computer. The use of
polygons allows the action to
be viewed from absolutely any
angle, and a video playback
option allows you to watch that
decisive upper-cut again and
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ARCADE GAMER

Trading World Shopping Centre,
131 Broadway,
Bexley Heath, Kent. DA6 7HE
* SHOP : TEL 081-298-0226
Open Mon-Sat 9.30-5.30 pm

VIDEO GAME SPECIALIST
In store Demonstrations
"YOU'VE PLAYED THE TOYS NOW PLA
THE REAL THING"

POWERCADE

HOME ARCADE MACHINE -
RUNS ARCADE GAMES (PCB'S)

Only £307 includes delivery.
PCB’s from £50.00. We buy and sell PCB's. We can obtain almost any PCB
to order. Selection of PCB's in stock :

Black Tiger (Capcom)..........
P*47 (Jalacon)............
R-Type (Irem) ..
Salamander (Konami) __.................
Side Amms [(Capoom).............c.... s
Thundareross (KOnami) ..o censeo s sens e R R i b, o 2 2240 aa
Yulcan Venture (Konami)...........cocoioeerceenin N R T e Ny e S e £205.00
Wardaner [Tabo).....cccieiiveeeirnrns

We also Stock :

* SEGA 16 BIT MEGADRIVE *
*SEGA MASTER SYSTEM *

* SEGA GAME GEAR *

* NINTENDC SUPER FAMICOM * * ATARI LYNX *

* NINTENDO ENTERTAINMENT SYSTEM® * SNK NEO GED *

" NINTENDO GAMEBOY *
* PC ENGINE*
“PC ENGINE CD ROM *

Pus games and accessories for the above machines
Mail Order welcome : fast delivery
We take : Access/Visa/Mastercard/Eurocard

NINTEND(O ™

(. CAN YOUNAME 200 DIFFERENT
GAME TTTLES

( and then some )

mdqumumfcrmndatdsmnisaﬂmmm

R()‘\ l‘ """ !ﬂﬁﬁ! -----------------------------------
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again. Highly realistic, with a
huge range of moves and a lot
of work to be put in if you're to
become World Champ!

# ACE RATING 900 ON IEM PC

JOHN MADDEN'S FOOTBALL
Electronic Arts ® Megadrive

£39.99

What a game! The definitive US
footy game yet available on any
home system. The graphics are
superbly realistic - as is the
gameplay - and the excitement
is non-stop. The sampled grunts
and groans add to the action. If
you're a Megadrive owner then
you'd be a mug to miss this. Set
out for your software shop right
now!

# ACE RATING 904 ON SEGA MD

KILLING CLOUD
Mirrorsoft @ Atari 5T £24.99 @

Amiga £24.99 @ PC £24,99

San Francisco, 1997, (By the
way, have you noticed how
many games are set in 19977
Why the bad reputation?) The
city has been enveloped by a
thick poisonous smog, causing
untold chaos and leaving the
populace at the mercy of psy-
chotic criminal cults. As one of
the last-surviving officers in the
SFPD, its your job to try and
restore law and order. The
game takes the form of mis-
sions, where you must try and
fly you hover-bike into the city
(suitably protected, of course)
and try to arrest criminals and
so forth. Exciting street-level
action depicted in smooth 3D
and a highly atmospheric plot
combine in a superb game that
should please any would-be
gang buster,

# ACE RATING 915 ON AMIGA

LEMMINGS
Psygnosis @ Atari 5T £24.99 @

Amiga £24.99 @ PC £24.99

In an age of ever-faster vector
graphics and smoother parallax
scrolls, Psygnosis was the last
company expected to release a
simple-looking game based on
the suicidal tendencies of some
cutesy little rodents. The object
of the game is beautifully
straightforward - you must
guide a certain number of ran-
domly-meandering lemmings to
safety from one end of a peril-
strewn level to the other.. You
can endow chosen lemmings
with a range of special abilities,
such as climb or dig, with which
you can get them past traps and

obstacles. Incredibly playable
and addictive, it's a game that
will hopefully encourage pro-
grammers to spend as much
time on a game's gameplay as
its graphics.

# ACE RATING 910 ON AMIGA

PIPE DREAM
EllLucasfilm @ Gameboy £25

(Import)

Most readers will probably be
more familiar with this game
under its original title of
Pipemania. All the action takes
place on a 10 x 7 grid. Using a
cursor you have to drop varying
sections of piping onto the grid,
with the aim of making a
pipeline for ‘flooz' to flow
down. Should the flooz leak
before it has passed through a
set number of pipe sections
then it's game over. Later levels
introduce directional pipes (the
flooz MUST flow a certain way)
and obstacles. Infuriatingly
addicitive - it's the sort of game
the Gameboy was designed for.
# ACE RATING 910 ON GAMEBOY

POWERMONGER

Electronic Arts ® Amiga £29.99
® Atari 5T £29.99

A new computer classic, with
the highest ACE rating ever. You
play a warlord, exiled from your
homeland along with twenty
followers, who has just landed
on the shores of 200 islands,
ripe for conguering.
Unfortunately the current resi-
dents are not quite so keen on
your enforced leadership, and
will do all they can to resist you.
Using a similar viewpoint to
Populous, the landscape is here
polygon-based and thus can be
manipulated in just about any
way you require, The excellent
visuals are supported by highly
atmospheric sound. All control
is by mouse, and couldn‘t be
easier. To play it is to worship it.
An absolutely essential buy.

# ACE RATING 973 ON AMIGA

PRINCE OF PERSIA
Broderbund/Domark @ Amiga

£24.99 @ Atari ST £24.99 @ IBM
PC £24.99

A game that could so easily go
unnoticed and unloved by the
shelf-scouring hordes looking
for the latest licence. The
graphics, when static, are fairly
unimpressive (although they do
get better on the later levels),
but when they move... The ani-
mation as you guide a young
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Prince through umpteen levels
of platforms, pits, spikes and
swordsmen is quite excellent
and life-like. And the gameplay,
although it may sound unin-
spired, is as good as the graph-
ics. Some of the action has a
real cliff-hanger aspect to it.

# ACE RATING 915 ON AMIGA

RISE OF THE DRAGON
Sierra/Dynamix @ PC £24.99 @

Amiga £24.99 @ Atari 5T £24.99
An entertaining and graphically
superb - if little short-lived -
adventure. Set in the gloomy
pollution-ridden city of Los
Angeles circa 2053, you play pri-
vate ‘tec 'Blade’ Hunter. The
Mayor's daughter has been
killed by some duff narcotics,
the cops are chasing their own
tails and it's up to you to get to
the bottom of the drug-ped-
dling scam. All game interaction
is controlled by simple point-
and-click, either to use or exam-
ine objects in rooms or to select
conversation dialogue with
other characters from multiple-
choice menus. Each location is
depicted in superb style, with
some very atmospheric graph-
ics. The only caveat is that even

* % SHEKHANA CONSOLES Est. since 1978 %

moderately-accomplished
adventurers will find the task a
bit easy.

# ACE RATING B50 ON IEM PC

depth-enhancing player-manager
element. Highly playable, and the
power-ups do have a noticeable
affect on the game. The Amiga
version, in particular, is superbly
atmospheric, mainly thanks to

3‘#:#3:: dhsc';:eii PC £34.99 the sample-laden sound effects..
® Amiga ETBA More fun than beating up your

kid brother, Better, play this with
your brother then beat him up
= ACE RATING 903 ON AMIGA

Using the Uitima VI interface,
Origin have taken a side-step
from the medieval world of
their previous games, and now
plunge you into a nightmare
scenario where you control a
party of characters mysteriously
transported to a dinosaur-
infested Lost World. A good
yarn well told and - hard to
believe | know - actually better
than Ultima VI.

# ACE RATING 955 ON IBM PC

STRIDER
SegaVirgin @ Megadrive £39.95

This coin-op conversion was
reviewed some time ago on
home computer. Thankfully, the
Megadrive incarnation is
supremely superior - if you did-
n't know better you'd swear
you were playing the arcade
machine. Strider Hiryu has to
jump and tumble through levels
of acrade-perfect action.
Stunning for its graphics, sound
and gameplay, Strider is a must-
buy for any Megadrive owner.
# ACE RATING 919 ON SEGA MD

SPEEDBALL 2
Mirrorsoft ® Amiga £24.99 @

Atari 5T £24.99 @ PC £TBA

The sequel to the Bitmap Bros'
violent '88 hit. Basically more of
the same but with improved
graphics, a bigger multi-direc-
tional scrolling pitch (festooned
with bumpers and ball energis-
ers), extra power-ups and armour
to pick up or buy between
games, smoother control and a

SUPER MARIOLAND
Nintendo @ Super Famicom (inc.
with grey-import console)
Could this be the best platform
game available? The game fol-

? * % ACCESS » CREDIT CARDS LINE - 081-340-8565 VISA » %

pink pages

lows the seemingly never-end-
ing adventures of Mario, as he
jumps and joy-rides his way
through 99 sub-levels of plat-
form action. What makes the
game 5o special - apart from its
superlative graphics, stunning
sound FX (the echo in the caves
has to be heard to be believed)
and super-satisfying - is the
never-ending variety in the
gameplay; it's not all just run-
ning and jumping. Complete
this and you can consider your-
self a real games supremo. The
best reason for splashing out on
the Famicom is here.

+ ACE RATING 910 ON FAMICOM

SUPER MONACO GP
U5 Gold @ Atari 5T £24.95 @

Amiga £24.99 @ PC £TBA

A superb conversion of the
coin-op - what else could you
expect from the enigmatic but
oh-so-talented Z2ZKJ, the man
behind such technically-stun-
ning games as Super Hang-0On
and Powerdrift. Everything you
want from a racing game is
there - a sense of speed (with
some huge roadside features
whizzing by), a throaty roar
from the engine, good control

E
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F racer, Dargoykes Cuesn, Shogibusior?, Gooinla Cnase HO 24 39
Oewnbng 3, Hal Wiasting, Heacky Alen, Hyger Lode Calymng 458
Runcer, in your face Keng Fu Master, Lock n' Chass G-l a4 5H PC ENGIME PORTABLE + GAME £293.99
Merenary Foros. Motorcross ianiacs, Nemisis, MFL Wichy Wi ]
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MITSUBISHI

1200's

Large or small users — we have the prices for you!

. & 1995
£ 3885
£143.00
£261.50
£368.00

£ 2150
... £ 4200
.. £159.50

£294.25

£429.00

All disks are PIN numbered and carry @ 100% quality contral/no quibbie

STORAGE BOXES

£1.00 sach
£1.05 sach
£3.60 each |
~ £4.05 each |
E4 40 each
 E5.05 each
£6.65 sach
E1995
£1630
£1020

10 capacity box) “Slimpak™

-' rl"] capacity box) see through .-'ls.ucun 10" .

" (40 capacity box) lockable disk storage I:u::.x
" (20 capacity box) lockable disk storage box
{z" (B0 capacity box) lockable disk storage box
/2" (100 capacity box) lockable disk storage box
2" (120 capacity box) lockable disk storage box
314" stakable, lockable boo (Ralds 150). ..c..e.ci.ccoeocemeeicsocsecesessmsmsrmssssresrean
347" ‘POSSO’ stackable box (holds 150)
31/:7 ‘BANX' lockable/stackable (holds 90)

— =

BusLwe

All disks boxes are anti-static, Amiga beige, contain keys,
dividers and rubber feet (with the exception of 10'%)

guarantae. Disk labels ﬂ.upp- ]

PRINTER RIBBONS

Printer Stands (80 codl)

Printer Stand with tray

Tilt ‘n* tum monitor stands

Manitor Arms (fully adjustable with keyboard keeper)
Data Switches (2-way serial or parallel)
Copy Holders (Thingi 1)

Ad Desk Top Holder

Mousemats (boxed Brmm) red, blue, grey
Mousemats Smm packaged ...
Mousebrackets |,

Amiga/Atari printer leads |

32" cleaning kits
Amiga/Atari Dust Covers .................... ;
LC10 Disk

Roll of 1000 31/2" labels ....

1000 Tractor feed labels

Mouse/ Joystick Switch Manual |
Mouse/ Joystick Switch Auto

QTY1
£297
"E398
358
“E297
£255
£308
£297
£297
£3.70
£297

T E398
_&297
“E5.00
£6.05

QTYS
265
E3T0
£E3.2%
£265
E2.35
E3.70
E2.TS
.75
£3.45
E2.7%
E3.75
E2.T5
E4 B0
£5.45

Amstrad DMP2000/3000
Amstrad DMP4000

Amstrad PCWB256/8512 ...
Amstrad PCW9512 ...
Brother HP 15/200/25/35 _.....
Brother M1009/1109

Citizen 1 200/LSP10

Epson MXFXS0/85/800 ..
EpsonFX100/105/1000 ...

EpsonLXBOV36
Panasonic KXP 1080/81/82 ... ...
StarLC10

Star LC24 200 Mono

Star LC10 4 colour
StarLC24/10Mong.......... : £3.90 £3.70 £3.20
PanasoniciXT1124.. .. .o DO £3.70 £3.20

PLEASE NOTE THAT THIS IS JUST A SMALL SELECTION OF OUR LARGE RANGE
TELEPHONE 0530 B13591 FOR PRICING ON OTHER RIBBONS NOT LISTED

£2.20
£3.25
E2.45
EZ A5
£3.15
£2.35
£3.25
£2.45
£4.60
£5.15

-

RAM EXPANSIONS SPECIALS

"‘-ﬁ'""' 3
CONSOLES

£30.50

1/2 meg upgrade (without clock) ....
!/z meg upgrade (with clock)
Features include: ON/OFF memary switch
auto-recharge battery backed clock
4 low power fastrams
ST and IBM Eupansmns Stn-ched

T

AMIGA SCREEN GEMS .

Amiga Basic inc Mouse and Modulator
£338.00
Screen Gems £369.95
Amiga Starter Pack £475.00

Pack

Ix

STAR LC10 Mono Printer
STAR LC-200 Cal Printer
STAR LC-24/200 Col Printer
PHILIPS Cod Monitor Mkl

12 5.P plain 70 GSM Mucro per! paper
100
Pack 250
Pack 500
Pack 1000
Pack 2000 .

Gameboy (Hand held) Inc Tetris .

Sega Megadrive (16 Bit) Inc Pads and Power Pack.

Will run UK, American and Japanese Games E139.00

Above with free game . £149.00

Japanese Game Adaptor RR—— 4 L X

Super Famicom 16 Bit inc 2 games, 2 Pads

and Power Pack . £339.95

Nintendo Action Set Inc Controd Deck, 2 controllers,

Zapper Gun and 2 games . £99.00
Flease note that we stock software for all the above

£162.00

. £214.50
£275.80

. £255.40

[rEf CMBE33)

£2.55
£4.05
£6.10
915
.. E17.35

machines and Atari and Amiga. We also buy and

Phone for details

POWER SUPPLY
Fully compatible replacameant
Power Supply for Amiga or Atari 5205T

ONLY £39.80

S

DISK DRIVES

" External disk drive for Amiga/Atari,
Slimlime design colowr co-ordinated

1 year guarantee

ONLY £59.25

throughport connector, with own Power Supply,

exchange 2nd hand cartridges

SOUNDBLASTER

MICE

= JovsTicks

Quickshot Il Tuwrbe ..

Quickshot Il Turbo

Cickshot 128F Mavernick
Quickshot 131 Apache ...
Quickshot 127 Indra Rad Rem. Cont. ...
Competition Pro Colour

Quickjoy Jet Fighter ..

Quickjoy Super Board

Amiga mouse, two button fully compatible
as replacement

Atari ST mouse, two button fully
compatible replacement

Maksha Mouse inc 2 year Warranty,
Mouse mat and Mouse bracket

IBM Mouse .

Twin Stereo, amplified speaker system for the
Arniga/Atari including Power Supply, Cables and easy
fitting instructions. Pack also includes Corporation

(RRP £24.95) and Jumping Jackson
(RRP £19.99) and playable demo of Lemmings
ONLY £51.00 inc VAT

TO ORDER

CHEQUES AND PO's PAYABLE

Posta

1 |
a
1

=0

_'III".JI.IrI ] -|J |i;:;

_I]J |J
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TO OMC LTD AND
SEND TO ADDRESS BELOW.

CREDIT CARDS SIMPLY TELEPHOME YOUR
ORDER ON 0530 813591 (8 LINES)

FAX 0530 813595 FOR OUR
IMMEHATE MTEMI(}N




reponse, tricky courses and
intelligently-driving opponents.
The only place it falls down in
comparison to, say, Gremlin's
Lotus, is in the lack of courses.
But as the review said, SMGP is
well up with the leaders,

# ACE RATING 871 ON AMIGA

SWITCHBLADE 2
Gremlin @ Atari 5T £24.99 @

Amiga £24.99

At last! A game to make the 16-
bit console owners realise that
they haven't got the monopoly
on slick graphics and superb
gameplay. Although a sequel,
the game bears few similarities
to its predecessor. The
inspirations from the Strider
coin-op are obvious: guide Hiro
through level after level of
baddy-laden mayhem, collect-
ing varied (and wonderfully
depicted) power-ups to help in
the guest. Admittedly, there's
very little here that you haven't
seen before, but rarely has it
been done so slickly.

# ACE RATING 300 ON AMIGA

TEAM SUZUKI
Gremlin @ Amiga £24.99 @ Atari

ST £24.99 @ PC £24.99

Gremlin go from strength to
strength with this marvellous
bike game. The action is depicted
using amazingly fast 3D polygon
graphics, allowing a greater
degree of realistic modelling for
the bike's performance. Control is
is very responsive - perhaps a lit-
tle too responsive, which can
make play frustrating at first. THE
bike game for the Amiga - but
remember that you'll need to put
in a bit of practice to begin with.
# ACE RATING 900 ON AMIGA

TURRICAN 2
Rainbow Arts @ Atari 5T £24.99

® Amiga £24.99

There are some games that
you've got to have, the original
Turrican was one of them. It
proved that, given the right
programmers, the Amiga could
do anything an arcade machine
could do and better. The sequel,
though still an excellent game,
is perhaps a little to similar - i.e
shoot everything - to its prede-
cessor to become a classic in its
own right. However, anyone
looking to relive that old magic
or has yet to discover it afresh
can do no wrong forking out

£25 for this. The Atari 5T version
(rated at 898) is especially wor-
thy of mention for its superb
graphics, which are nearly on
par with the Amiga's.

# ACE RATING 899 ON AMIGA

WING COMMANDER
Origin/Mindscape ® Amiga
£TBA @ PC £34.99

Another 3D space combat
game, but radically uses of stun-
ning ray-traced and digitised
graphics for the spaceships.
They rotate, shrink and grow
with amazing speed and fluidi-
ty. Animated scenes punctuate
the action and present the first
true cinematic experience on a
home computer. The multitude
of missions mean this isn't a
game of surface gloss. Sadly
only on PC at the moment, and
then best appreciated on the
high speed models.

* ACE RATING 949 ON IEM PC

WONDERLAND
Magnetic Scrolls ® Amiga

£29.99 @ Atari 5T £29.99 @ PC
£34.99

The 5Scrolls, having stunned the
world with The Pawn way back

pink pages

in 1987, return with a new clas-
sic. An adventure game based
on the famous novel Alice in
Wonderland, the plot follows
the book enough to retain its
weird flavour but not so slavish-
ly as to make it solvable by sim
ply knowing the story. The lav-
ish text, teeming with hundreds
of tough (but logical) puzzles, is
accompanied by a number of
stunning animated graphic
scenes. All adventure fans kneel
and pray - an essential buy.

# ACE RATING 910 ON IBM PC

WRATH OF THE DEMON
Empire @ Amiga £29.99 @ Atari

STE£29.99 @PC£2999 @
Macintosh £29.99 @ C64 £TBA
A highly-polished Shadow of
the Beast 2 beater. The plot is
yer usual slay-the-demon-and-
win-a-princess effort, but the
superlative graphics and audio,
combined with enjoyable, if
ultimately shallow, gameplay.
The game is split into 'scenes’,
each with a different style, i.e.
leftiright horizontal scroller or
Barbarian-style hack-'em. This
variety helps sustain long;asting
interest.

# ACE RATING 884 ON AMIGA

HOW TO PLACE YOUR ENTRY

All you have to do is send off the form below, together with your payment,
Entries to the Pink Pages cost just £8.00 each. (Except for helpline which is free).
@ The maximum is 20 words except for helpline. (Helpline entries can be extended to 100
words max - use another sheet of paper if necessary).
@ The service is NOT open to trade advertisers
@® We will print your advertisment in the available issue
@ Entries which could be interpreted as encouraging software piracy will not be accepted
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ACE MAGAZINE IMIES SO0 CONDONE
FIRACY! ANY ENTRIES WILL Kb
FORWARINED TO THE

FEDERATION AGAINST
SOFTWARE THEFT,

FOR SALE

Megadrive VGC £120.
Games are : Afterburner
2, Ghouls and Ghosts,
ESWAT, Super
SAhinabi, Cyberball
Thunderforce, and
Super Basketball £20
Tel: Ongar 362015.

Clear Out of Atari ST
Equipment, eg
Computer Hard disk,
printer, lazer monitor
upgrade, plotter etc..
(0495) 272092.

BBCB for Sale Colour
monitor tape recorder +
many games. Worth
ovever £600 selling
£175. Tel Alex (5-
6.30pm) (0303) 264344.

PC Engine + CD Rom 8
Brill games, worth £600,
sell for £350 Tel: James
between 4pm to S5pm

(0703} 773622 fast sell.

SEGA Mega Drive,
ESWAT, Forgotten
Worlds, Altered Beast,
Monaco GP, Ghouls and
Ghosts, Populous. Only
£210 Tal 0708-725829
after G6pm.

NES worth over £380
selling for £2300no. 12
Excellent games boxed
and in good condition
Tel 0895-532231
contact Conor

SEGA Master system
with two games Super
Tennis and hang on
under a month old for
£45 Woking 0483-
770838.

MEGADRIVE PAL or
Scart in perfect
condition with nine

| games two joypads and
| joystick, £350 ono Ring
| dermot 0276-76156

' AMSTRAD 464 Colour
. monitor diskdrive,
| printer, word processor

software 50+ games,

- manuals, programming

books. Excellent
condition, complete
£400 Tel: 0792-310698.

| ATARI 520STFM

| PSS580 Keyboard

- stand Midi Leads 40

| games Mouse, joystick

£930 new £650 contact
05394-32170

PC Engine CD Rom

| (scart) 16 Top games 2
| joypads perfect

condition £4200n0
Megadrive (scart) 12
games £350 Tel: 0843-
603654

' AMSTRAD CPC 6128
| Colour monitor disk

many games for £295
Tel 0734-422710 Ring
after S5pm.

| ORIGINALS AMIGA
GAMES sale latest titles |

| Although | have a CPC |

very cheap. write to Mr

| S.Law, 88 High street,
| Crediton, Devon EX17

3LB.

1 MEG AMIGA 500 2nd
Drive, printer, monitor

" etc.. Tel for details £800

all VGC 081-851-5519

. after 6pm.

' Amiga 500 joystick

Games : Beast 2, F19,

| Amaos, Pipemania. All

leads & manuals boxed
as new sell €400 + TV

| Tel: 081-659-1337

| evenings.

ACE
EADERS' PAGES

| Tips/solution to Chaos
| Strikes Back and Tips on
i Powermonger please, |

have a wealth of tips hints

| for other games too

| WANTED |

VIC 20 Cartridges

| wanted also tapes and
| early software write to :
| John Allan 14 Grange

| Park Errol PH2 7SR.

| HELP NEEDED on BAT
| Write to Kevin Langston,
. 15 Spindlswood Close,

Heath Hayes, Cannock,
Saff

| Will anyone help me on the
| Turtles to get me to help

| Splinter on Lavel 3 and 45.
| | just can't get him if you

can tell me how to do the

Llysy Coed, Dyfed. SA36

| OED

| NEED Help, solutions

. maps or anything that
drive, Data recorder and |

would help me complete
Populois, Oops Up 2
Powermonger. Amiga
AS500 versions. Please

| write to Daniel Moore, 133
| cambridge Drive, Ipswich,

Suffolk. IP2 9UN

am interested in Dragon

Computers the help | need
is how much it is and if it is
compatible with other

| computers like the CBM

| 64/128 Spectrum atc.. If

| you have any information
| then write to : Maijid

Riverside, Tamworthy,
Staffs BB79 7TU

| NEEDED! Hints and -

numerous to mention here.
Please write to: Mr PR
Booth, 6 Canterbury Ave,
liford, Essex 131 3NA,

| NEED Help with following
| games on Amiga Guild of

Tieves, Rainbow Islands,

| Turbo Outrun, X-Out, Z-
| Out, Bubble Bobble, Elite,

| Powermonger, Nemblos 2
| and Spindizzy 2. Send your

| HELPLINE |

maps, pokes etc... to
Daniel Moore, 133
Cambridge Drive, Ipswich,

| Suffolk. IP2 9UN.

Calliung all Nintendo

| owners, help is needed
| urgently! So, if you are one

' of the proud owners of

Simons Quest please could

| you help me to get across

| the large stretch of water,

and the large cliff close to
the gravyard. If so please

turtles. Reply to R.Thomas, | write to Christian

| Anderson, The Old

Vicarage, Church End,
MNorth, Somercotes,
Lincolnshire, LN2 7PZ2

Please help Sega Masters.

| Ultima 4 Where can | find

the Shrine of Spirituality?
Koopman Noella Palinck.
STR42 2100 Deurne
Belgium

COMPLETE SOLUTION

. for Shadow of the Beast 2
| needed (061) 643 0647 82
| Compton Way, Middleton

junction, Manchester M24
2BY. Oh and by the way

| does anyone know the

cheats for Midnight
Resistance or Flood? All

solutions needed for Amiga |

Saleem, 4 Buckingham Rd, | versiions Ask for David.

' How to win on the ACE

Stockmarket. Send SAE to

| "Phil Maxfield, 40 Brow,

S.Yorks. Success rate
B0% +

TOWER of Babel please |

| am desperate on Group 12

Tower G Excellent game
would like to finish it please

| help.

HELP needed desperately

| for Warhead (ST). | can't
| get past the Mission with
| the black hole at Star "CH-

010", Please help me as |
haven't got a clue how to

complete it and it is really

frustrating me. | can give
the solution to Mad

| Professor Mariartic and tips
| for Midwinter, Interphase,

| Carrier Command (Action

| Game) and Battle of

| Britain. Please write to

Jonathon Stane ,
Ballysase, Curragh, County
Klidare, Eire.

ATARI Lynx owners help is
at hand. Fed up with no-
one reviewing games for
the Lynx. Then Send SAE
to Andrew Ried 63
Croftney Selby, N.Yorks.

| Please write and support..

NOTICE!
Lnfortunately, due ta piracy
groups using the Penpals section,
ACE have been forced to
discontinue this part of the
Readers Page. We apologise to
genuine advertisers for any
inconvenience.

Any suspicious entries will be
forwarded to the Federation of
Free Traders who will take action
against Pirates.

NOTICE!

DO YOU WANT T0O BE
IN OUR READERS
PAGES?

YES?

THEN FILL IN THE
ENTRY FORM AND
STICK IT IN THE
POST!

LYNX

The leading Video game specialists. Send for lists (stata make of game)

NINTENDO

Europes Largest Stock of Video Games & Cartridges For —

INVEIN I STON

TELEGAMES, WIGSTON, LEICESTER, LEB 1YE. (0533-880445)

| Brecks Rotherham.
SEEA MEGA DRIVE
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Stuck in an adven-
ture? Want to know
where to meet
adventuring pals?
Want to win a free
ticket to an exclu-
sive adventurers'’
convention? Want to
know which number
to phone for adven-
ture help? It's all
here in Pat
Winstanley's latest
and - sadly - final
Adventureline. So
what comes next on
these Pinkies? Write
to us with your sug-
gestions at: Son of
Adventureline, Pink
Box, Priory Court,
30-32 Farringdon
Lane, London, EC1R
3AU and stand by
for a new section!

Although the Adventureline section is
closing down this month, we will still be
offering regular information for adven-
turers within the new section that
replaces it. We're looking not only for
suggestions as to what you'd like to see
in such a section (see above) but also
for people to contribute to it. So put
those thinking caps on and let us
know...

ADVENTURELINE

F ive years ago two brand new adventuring
mothers grabbed every magazine off the
newsagent's shelves in the hope of finding some-
thing about their hobby. At that time several
magazines ran columns but as today, editors lim-
ited the space allocated to what was (and is)
seen as a minority interest.

Two of the best columns around were by the
Pilgrim in A& and Keith Campbell in C&VG, but
even these were insufficient to satisfy the craw-
ings of our novice adventurers. Refusing to admit
defeat they decided to set up a complete maga-
zine dedicated to the interests of adventurers so
that fellow enthusiasts could share information,
opinions, hints, solutions and general together-
ness. The result was Adventure Probe which this
month will see its 60th consecutive issue making
it the longest continuously running adventure
fanzine around.

Probe started life being typed into a CPC6128
using Tasword with each copy printed out on a
long suffering DMP2000 (which is still in use
today!). Within a few months it became clear that
a photocopier was needed so this was acquired
over the objections of one husband and a bank
manager. From that point Probe began to reflect
the format and presentation it has today, an AS
booklet of some 48 pages crammed with every-
thing that interests adventurers. Probe is still pro-
duced on a 6128 but the print quality has
improved beyond recognition.

The chronology of Probe runs like this:

June 1986 - first issue (with a cover date of
June 1996! - | plead guilty and later editors have
retained the mistake for posterity — ouch). The
magazine was conceived as a club forum written
by and for adventurers of all levels. From the
start the emphasis was on home produced soft-
ware which, although well produced, received lit-
tle exposure in the mainstream magazines.

Novernber 1986 - Probe and Adventure
Contact (Contact was exclusively for adventure
writers and lasted around 18 months) split and
Sandra Sharkey took full control of Probe.

May 1988 — Mandy Rodrigues took over as
editor of Probe and from remote Llandudno,
nestling between the Ormes, comes this report:

Mandy saw Probe first on the recommenda-
tion of another reader and was immediately
enchanted. “Everything an adventurer needs.”
she said. When Sandra decided that she could
no longer handle the work involved, Mandy was
asked to take Probe over, Unable to stand the
thought of Probe not appearing every month on
her doormat she hesitated for a month or two
then agreed to shoulder the burden.

Surprisingly Probe is almost identical in format
and content now to what it was five years ago.

pink pages

The emphasis is still on homegrown software
with reviews by readers rather than the editor.
Writers are unpaid as the magazine is not and
never has been profit making. Advertising is
taken but if a game is slated the review will be
published alongside the advert - no holds
barred.

Currently the subscription list numbers around
400 and includes adventure columnists on all the
major computer mags. In the summer of 1990
around a quarter of the readership gathered in a
Birmingham hotel for the first Probe Convention
[nice to see a meeting outside London for a
change) and were entertained by the sight of Nic
Rumsey — all & 4" of him - arriving in traditional
style with a silk lined velvet cloak, rope wound
round shoulder and chest, a long staff and a belt
from which dangled a brass lantern and an over-
sized bunch of keys!

His appearance in the convention room was
greeted by stunned silence, promptly followed by
fits of appreciative giggles. On retiring to the bar
for a drink Nic was served by a speechless bar-
maid who goggled, went away, then returned a
minute later to ask where he had come from.
Rather shamefaced Nic admitted “The other
room.” In fact he had dressed up in the gents at
the hotel! Believe it or not, the hotel is allowing
the convention again in 1991,

The convention itself was an extension of the
friendship circles which have developed over the
years by post and telephone through the medium
of the magazine. Unlike many other fanzines
there has been little in the way of serious bicker-
ing between members, the only black spat aris-
ing from a subscriber who bought a range of
games from different homegrown producers,
renamed them and then attempted to market
them as his own. He was expelled.

In addition to the annual convention, a couple
of local groups have grown from the magazine.
One in Wigan meets monthly with up to a dozen
readers from a 25 mile radius cramming into a
room full of computers to swap gossip, hints,
tips, boasts, playtesting, demonstrations of new
games and several hours of fun. There is also a
group which meets in Cleveland.

The magazine itself can be a little daunting at
times to newcomers who may not understand
the ‘injokes'. For instance, Spectrum owners are
unlikely to have come across the Grue who takes
his name from an enthusiastic appreciation of
Infocom games. These tend to contain dark
rooms which, if visited without a lamp, result in

. the intrepid adventurer being eaten by a Grue.

Much better than falling over and hitting your
head! | can exclusively reveal in this column that
the uniform of a Grue is long hair covered by a
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baseball cap with wild staring eyes attached to it!

But newcomers need not feel left out. All the
old hands are more than willing to offer unpatron-
ising help, advice and friendship. Mandy positive-
ly encourages contributions from new sub-
scribers, be it a short hint or a full length feature,
Since all machines are covered there is plenty of
scope.

Among the readership eight and sixteen bit
owners are represented almost evenly, with the
edge still on eight bit, but many people appear
to be upgrading and retaining their existing
machines. Since the vast majority of adventure
software is for the Spectrum this seems a good
move. A quick survey of the advertisments in the
current issue offers an Amiga adventure creator,
adventure PD for both Amstrad and Spectrum, a
disk magazine for ST or Amiga containing maps
and solutions, adventures for
Spectrum/C64/CPC/ST and Amiga, a second-
hand swapshop for the Spectrum, and a couple
of fanzines of interest to general computer
USers.

Owerall, if you have an interest in the adventur-
ing scene you would be well advised to buy a
couple of copies of Adventure Probe — it could
be the beginning of some very satisfying friend-
ships.

FREE TICKETS!

Any non-subscriber who buys a sample copy of
the 5th birthday issue of Adventure Probe (pub-
lished early June) will automatically be entered
into a free draw. Two lucky sample readers will
win free tickets to the Probe Convention in
Birmingham, October 1991. Probe subscribers

have to pay £5 for these tickets and apart from
the prizewinners only subscribers can attend so
it's a worthwhile prize. To order a sample copy of
the birthday issue and have a chance of a free
ticket send your cheque,/PO by 30th June -
£1.50 to ACE/Probe Draw, 67 Lloyd Street,
Llandudno, Gwynedd, LL30 2YP.

ADVENTURE SHOP

Do you want some further information or advice
about adventures? Then peruse the list below.
Here you will find everything from adventure pro-
gramming to adventure solutions, computer
games to telephone games - read on.

GUIDING LIGHT:

Telephone helpline — personal help 12.00am to
12.pm (7 days) 0898- 338933

Inferno telephone adventure — dumped alive in
hell! Help! 0B98- 442777

Dial-a-Tip — computer moderated adventure help
0898-101234 (Al the above lines cost 34p per
minute off peak and 45p other times - if you
don't pay the phone bill get permission from the
person who does!)

ADVENTURE WORKSHOP &
ADVENTURE CODER

Fancy writing your own adventure? Then grab a
copy of the magazine just for you. Coder is for
&-bit programmers and Workshop for 16-bit.
Both cover simple and advanced skills using cre-
ators, Basic or machine code and each costs
£1.25 for a sample copy from Christopher
Hester, 3 West Lane, Baildon, Near Shipley, West
Yorks, BD17 5HD.

MEGA HIRE

PUBLIC DOMAIN ADVENTURES
Spectrum: For a range of games at 99p +
postage contact Gordon Inglis, 11 West
Mayfield, Edinburgh, EH9 1TF.

Amstrad: Homebrew PD wanted and distributed.
For information send SEA to Adventure PD, 10
Overton Road, Abbey Wood, London, SEZ 95D.

MAPS & SOLUTIONS ON DISK:

Syntax produce bimonthly disks for both ST and
Amiga containing an average of 10 adventure
solutions/maps, 11 reviews and 12 files of hints.
Syntax has been established for aimost two
years now and asks just £3.50 per disk or
£20.00 for a year's subscription, (Amiga owners
need an external drive). For further details con-
tact Syntax, 9 Warwick Road, Sidcup, Kent,
DAL4 6L,

HOMEGROWN SOFTWARE (PLEASE
ENCLOSE SAE WITH ENQUIRIES):

Ced,/Spec/CPC; Atlas Adventure Software,
Address as Adventure Probe above.

ST/C64/Spec; River Adventures, 44 Hyde
Place, Aylesham, Canterbury, Kent, CT3 3AL.

Spectrum; FSF Adventures, 40 Harvey
Gardens, Charlton, London, SE7 8AJ.

Amiga/ST; Jim MacBrayne, 27 Paidmore
Crescent, Newton Mearns, Glasgow, G77 5AQ.

Spectrum; Silent Corner, 3 Lonsdale Villas,
Wallasey, L45 4PG.

ST/CB4/Spec; Interactive Technology, PO Box
146, Sheffield, 513 7TY.

ST/Spec; Zenobi Software, 26 Spotland Tops,
Cutgate, Rochdale, Lancs, OL12 7NX.
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Mark Smiddy, looks at some
new releases in the wonderful
world of PD

ot news this month is the arrival of the

first compiled AMOS game. What makes
this a real sizzler is the game has arrived
before the compiler! Dogfight 2 is the brain-
child of The AMOS Club’s Aaron Fothergill with
graphics by his brother, Adam. According to
AMOS entrepreneur Sandra Sharkey, the
game benefits greatly from the compiler
because it relies heavily on calculation. “The
original version,” she commented, “is a bit
slow, but the compiled one can really fly..."
Was that pun intentional, Sandra?

The game, which has a multitude of
options, had only just landed as this issue
went to press, so | haven't seen it yet.
However, according to Sandra the player can
fight up to seven human (two on joystick and
six, yes, six on the keyboard) or computer
controlled aircraft in a battle for supremacy of
the skies. Special bonuses allow for such
things as extra weapons and even a cloaking
device. A new version allowing multi-computer
combat is being worked on, until then you'll
need 1Meg RAM, two joysticks and seven
friends. Dogfight 2 is Licenceware - a measly
£3.50 - order code LPD17.

Other new releases include a new version
of Reversi. Reversi 2, the sequel, plays like
the original, but the new licenceware version
has animated sequences based on themes
like, Might and Day, Rain and Shine, and Cars
and Buses etc. As the tiles change, an animat-
ed sequence fades from one tile to the other,
Wild. Also new from the Sparx stable are
Jigmania and a parent pleaser, Play It Safe - a
home safety program for kids. Finally, on a
related topic, the Sandra Sharkey's STOS PD
library has now been taken over by Goodman
Enterprises,

ACE FREEBIES WORKS!

ACE knows this column actually results
in more sales for participating libraries -
at least one has had to be rescued from
under the deluge of extra mail. So why,
we wonder, are all those nice PC people
sitting back and saying it's not for us?
Come on folks - if you don’t hurry your
boat will get sunk by the 5T and Amiga
crowd. Are you really going to suffer
that outrage?

FREEBIES

GO GETTER

Amiga Mouse £3.50

| have seen the future of AMOS games - his
name is Ronnie Simpson. How can you
describe a game like this in the few short lines
allocated to it? Briefly, it's a 3D isometric
board game with super graphics (the title
screen is a scifi dream) and animation. The
idea is very simple - just like HighLow. The
computer gives you a number from 09 and
you have to guess if the next will be higher or
lower.

Sounds boring? Not on your nelly -
because of all the extra features this is one of
the most addictive games | have ever played.
Once you start a game it's difficult to leave it
alone. Everything about Go-Getter is highly
polished - and the only criticism | have is the
instructions are on a rainbow background
which makes them hard to read. Go Getter

Thanks to the following:
PC: Advantage Shareware - 0242 224340.
Amiga: AMOS PD Library - 0942 495261.
ST: Goodman PDL - 0782 335650. Budgie
UK, 5 Minster Close, Rayleigh, Essex,
556 85F.

can be played with someone else or against
the computer - and unlike most computer
board games, this one works! Get it.

4-WAY LYNX

Amiga Joystick £3.50

This is a puzzle game almost certainly
inspired by PipeMania (but really nothing hke
it, honest) and written by Andreas Andreou.
The idea is to link a series of tiles together.
There are 22 levels in all, each one harder
than the last, but the game includes a level
creator soyou can create your own levels,
This is a queer game with a weird control
systemn that takes a lot of getting used to. In
fact, you'll probably have to read the instruc-
tions at least twice before you get the hang of
it. Once you do, beware, you'll be hooked - |
was.
4-Way Lynx has not attracted a lot of
attention because of its apparent complexity -
firsttime users will probably need to be a
member of Mensa with a doctorate in neo-
physics to complete a level without reading
the instructions. That should not be taken as a
warning to avoid this one, it really is a great,

well polished and original game. However, |
would urge Sandra to write some more lucid
instructions - do that and you're on to a win-
ner.

MONEY
SPINNER

ST Mouse £3.00

Personally | find fruit machine simulations
about as interesting as watching paint dry and
Jim Holmwood's implementation is, sadly,
nothing new. There's nothing wrong with the
game, the animation is adequate and the
graphics interesting if nothing special. The
sound is pretty average - although a few spot
samples do add a little and the bonus screens
are fun. In its favour, at least you cannot lose
real money. A fair amount of work has been
put into this, but the idea is, frankly, rather
tired.

EXODUS

ST Joystick £3.00

Chris Jeffery’s strange arcade shoot-em-up is
a curious mixture that looks something like a
cross between Plutos and Speedball with a
pinch of Xenon thrown in for good measure,
Quite what's going on in this game is beyond
me - but who cares, it's darned good fun. The
graphics and sound are well up to par for a
budget title, the four-way scrolling landscape
and animation smooth an efficient. The idea is
not very new, but it's a highly playable mixture
which taxes the trigger finger more than your
wetware, Another great title from Budgie.

It is with some regrets and many fond
memories that | am finally handing the baton
of Pink PD to someone else. My thanks and
best wishes go to PD and licenceware authors
for machines the world over. May all the long
nights be worthwhile and your games be
great.

PAT WINSTANLEY TAKES OVER!

At a recent computer exhibition, this tame rov-
ing reporter was spotted wading through the
mists and accosted by some demo writers.
‘Why can't we get a mention in your column?
they demanded. ‘Because Pat Winstanley's
taking it over', | replied fearlessly. ‘And how
do we get in touch with her?' they cried. 'By
writing to Pink PD, ACE, Priory Court, 30-32
Farringdon Lane, LONDON EC1R 3AU.
Anything will do - as long as it's an original
offering.’
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OFTWARE CITY

Unit 4, B.D.C., 21 Temple Street, Wolverhampton. WV2 4AN.
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Alien Mindbendars & Indiana Hint Book
ST & AMIGA 18.89

# FULL BLAST=
Ferrari Formula 1, Carrier Command, Rick, P47
Th.bolt, Highway Patrol & Chicago 90 AM & 5T
21.98

& POWER PACK =
Xenon 2, TV Sports Football, Bloodwych &
Lombard AAC Rally 5T & AMIGA 21.99

# PLATINUM #
Strider, Black tiger, Forgatien Worlds & Ghouls
and Ghosts ST & AM 21.989

d

#« CHALLENGERS =
Fighter Bomber, Super Ski, Kick Off, Pro Ten.
Tour & Stunt Car Racer ST & AM 21.09

* SOCER MANIA =
Microprose Soccer, Foolball Manager 2, Gazzas
Super Soccer & Football Manager Woeld Cup
Edition 8T & AMIGA 17.99

« POWER UP »
Rainbow Islands, Turrican, Chase HQ, X-Out, &°
Altered Beast ST& AMIGA 21.99

* BIG BOX#
Teenage Cuween, Cap Blood Bubble Hostages, Tin
on Moon,Satar Guns,Purple Saturn Day, Kryton
Egg.Jumping Jackson Stir Crazy STS AM 21.99

& THE WINNING TEAM =
APB Klax, Vindicators, Cyberball Escape
pl.Rob.Monsters STE AMIGA 21.99

& FISTS OF FURY &
Double Dragong, Shinabi, Minja Warrior &
Dymamite Dux ST & AMIGA 21.99

3.5" DOUBLE SIDED. DOUBLE DENSITY WITH LABELS

1 0.59

10 5.50

25 12.50

3.5 40 PIECE DISC BOX 6.99
3.5 B0 PIECE DISC BOX 7.99
MOUSE MATS 2.99

ST & AG EXTENSIOMN LEADS 5.99

AMIGA EXPANSIONS
AMIGA 1/2 MEG EXPANSION
AMIGA 1/2 MEG EXPANSION + CLOCK

# SPORTING WINNERS =
Duaily Double Horse Racing, Steve Davis Snooker
& Brain Cloughs Football Fortunes ST & AM 16.99

# WHEELS OF FIRE =
Hard Drivin, Chase HOQ, Turbo Outrun & Poweardrift
ST BAMIGA 21.89

# HOLLYWOOD COLLECTION =
Robocop, Ghostbustars 2, Batman Movie & Indi
Jones LC ST & AMIGA 21.99

« HOYLES BOOK OF GAMES »
Cribbage Crazy 8's, Gin Aummy, Old Maid, Hearls
& Klondike SolitudeST & AM 21.99

# THRILLTIME PLATINUM VOL 2%
Buggy Boy,Bombjack, Space harrier, Live&Let
Die, Th.Cais Beyond lce Palace & Battieships

5T & AM.16.99

# FINALE #
Paperboy, Ghosts and Goblins, Space Harrier &
Owerander 5T & AM 17.99

* FIST OF FURY #
Double Dragan 2, Shinobd, Minga Warrior &
Dynamite Dux ST& AM 19.99

#=COIN OP HITS 2%
Dynasty Wars, Ninja Spirit, Vigilante, Harmmerfist &
Ghoulsd Ghosts ST & AMIGA 21.99

= SPORTING GOLD +
Cal. Games, The Games Winter & Summaear Edition
ST& AMIGA 21.99

= CLASSIC 4#
Invaders, Asteroids Galaxions & Cenlenpede
S5T& AMIGA 699
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to: SOFTWARE CITY, Unit 4, The BDC, 21

POSTCODE...

ORDER FORM AND INFOR IHFGFIMATIOH
All orders sent FIRST CLASS subject to availability. Just fill in the coupon and send it
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Temple Streat. Wolverhampton. WWVZ2 4AN.
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12-18 MAY

! SOFTWARE RELEASES

Accolade: Stratego (ST, Amiga
£25.99). Board game in which
you must manipulate your
pieces to capture your oppo-
nent’s flag. Gunboat (Amiga
(£25.99)

-

Virgin: Viz (CPC £9. i e

characters from the infamous
£19.99). Gigantic

ration game set in deep
: :

Electronic Zoo: Galactic
Empire (ST, Amiga £TBA). 3D
strategy game. Geisha (ST,
Amiga ETBA). Rescue Eva
from the clutches of the lust-
ful dragon. Billed as an
"adult” game.

Electronic Arts: Centurion
{Amiga £25.99). Carve out a
career for yourself in the
Roman Empire.
Powermonger Clue Book
(£5.00). Hints and tips for all
formats.

Software Business: Moto
Grand Prix (PC £25.50). Motor
cycle racing game.
Millennium Warriors (C64
£11.50 tape, £15.50 disk).
One-to-one combat for one or
two players set against five
different historical back-
drops.

Domark: Hydra (Spectrum,
€64, CPC £10.99 tape, £14.99

Sunday 12

Formula One racing: Monaco Grand
Prix Bristol Computer Fair, Holiday
Inn, Lower Castle St, Bristol,
Contact Bryan Walker on (0202)
896610 for details on this one-day
show.

Monday 13

Tuesday 14

Independence Day, Paraguay

Wednesday 15

Football : European Cup-Winners'
Cup Final

Thursday 16

Anniversary of the Relief of
Mafeking, on this day in 1900.
Friday 17

Constitution Day, Morway
Saturday 18

Football; FA Cup Final between
Tottenham Hotspur and Motts
Forest at Wembley Scottish Cup
Final: Dundee United vs
Maotherwell,

19-25 MAY
SOFTWARE RELEASES

Accolade: Jack Nicklaus
Championship Courses vol 5§
{Amiga, PC £12.99, Macintosh
£15.99). Accessory disk.

Mastertronic/infocom:
Enchanter (ST, Amiga, PC
£9.99). Rereleased text
adventure from Infocom's
heyday.

Electronic Zoo: Ball Game (5T,
Amiga £TBA). Puzzle game.

Software Business: Living
Jigsaws (ST, Amiga £25.50, PC
£30.60). Puzzle game: jig-
saws, either traditional or
with various templates.

Audiogenic: Wreckers (ST,
Amiga £24.99). Space-based
shoot ‘em up.

Innerprise: Cyberblast (Amiga
£25.50). Two-player arcade
style game.

Respray/Domark: Xybots (ST,
Amiga, PC £7.99). Second
chance to buy this shoot ‘em
up on Domark's budget label.
Trivial Pursuit Il (ST, Amiga,
PC £7.99). Dragon Spirit (ST,
Amiga, PC £7.99).

Sunday 19

Monday 20

Tuesday 21

CD-ROM Europe: 3-day conference
and exhibition at Movotel,

Hammersmith, London W6. Charles

ACE DIARY

Lindbergh, 25, became the first
person to fly non-stop across the

Atlantic, from Mew York to Paris, on

this day in 1927,

Wednesday 22

Thursday 23

Cricket: One day international,
England vs West Indies

Friday 24

Saturday 25

Independence and Army Day,
Jordan Cricket: One day interna-
tional, England vs West Indies

26 MAY - 1ST JUNE
SOFTWARE RELEASES

Accolade: Jack Nicklaus
Unlimited Plot Disk (Amiga,
PC. £TBA).

Virgin: Sarakon (5T, Amiga,
PC, C64 £TBA)

Electronic Zoo: Brigade
(Amiga ETBA). Wargame
boasting real-time action,
digitised sound, user-editable
scenarios and accessory disks
to come.

Electronic Arts: Magic Candle
Il (PC £29.99). Spelis and
enchantment in this role-

playing game from
Mindcraft.

Oxford Softworks: Chess
2175 PC £TBA)

Audiogenic: Wreckers
(Spectrum, CPC £10.99 tape,
£14.99 disk)

Storm Computers: Napoleon |
(ST, Amiga £TBA).

Domark: RBI 2 Baseball
(Spectrum, C64, CPC £10.99
tape, £14.99 disk, 5T, Amiga,
PC £29.99). Baseball sim fea-
turing 26 teams and com-
plete with 1989 statistics to
help your team selection.

Sunday 26

Monday 27

Spring Bank Holiday UK. Cricket:
One day international, England vs
West Indies Tennis: French Open
Championship begins in Paris
Tuesday 28

Wednesday 29

Memarial Day, USA Oak Apple Day:

pink pages

remembered for the flight of
Charles Il after the battle of
Worcester in 1651, He hid in an
oak tree to avoid capture. If you
feel particularly keen to demon-
strate your loyalty to Charles i,
wear an oak leaf buttonhole today.
Thursday 30

Friday 31

Republic Day, South Africa

Saturday 1

Victory Day, Tunisia 1951 reports
that Hillary and Tensing had con-
quered Mt Everest were confirmed.

2-8 JUNE
SOFTWARE RELEASES

Accolade: Conspiracy (PC
£35.99). Clear name from the
murder suspect list; Stratego
(C64 £TBA). Board game in
which you must capture your
opponent’s flag.

Micro lllusions: Discovery
(Amiga £25.53). Exploration
and alien-fighting aboard a
crashed spaceship,

Virgin: Magnetic Scrolls
Collection vol 1 (PC,
Archimedes £34.99)

Electronic Arts: Halls of
Monteruma (ST, Amiga
£25.99)

Silmarils/Palace: Metal
Mutant (ST, Amiga, PC
£25.99). Savage beat 'em up.

Sunday 2

Formula One racing: Canadian
Grand Prix (Montreal)

Monday 3

Tuesday 4

2nd anniversary of Tiananmen
Square massacre

Wednesday 5

The Derby at Epsom

Thursday &

Cricket: First 5-day test, England
vs West IndiesFriday 7

Saturday 8

Horse racing: The Oaks at Epsom
NB Some prices uncertain this
month due to VAT increase.
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A GOLDEN AGE?

creation. if ever anyone doubted whether games

could aspire to art, they ought to spend a few
hours {which will probably become a few weeks) with
this title. You can read more about it in this issue, but
SMW-really deserves an entire magazine to itself. As far
as Blitter's concerned, this game is evidence that video
entertainment has finally arrived.

We have to credit the Japanese with starting the jour-
ney. It's true that they have vast R&D budgets to work
with, but throwing money at game design doesn't nec-
essarily produce a good game, and SMW is an all-time
classic. And it's the most recent of a long line of
tremendous game concepts - the original Super Mario
was superb and Donkey Kong, in which Mario first
appeared, was a stroke of genius.

There are also lots of Japanese games that we very
rarely see over here and which deserve far greater
recognition — something they'll get, hopefully, now that
Japanese console hardware is becoming more
widespread. How many readers, for example,
remember Mappy? This horribly addictive platform
game topped the Japanese charts for months and
featured a ludicrously original scenario in which a
cat bounces between platforms using trampolines.
Superb. And then there was Bokosuka Wars,
which featured a unique control system for manip-
ulating hundreds of on-screen soldiers. You moved
the general, and everyone followed. Select other
leaders, and their various squadrons followed.
Select a single warrior and he fights alone. The

s uper Mario World on the Famicom is an awesome

four player link up. Teamsters could sit round in a circle
and explore the dungeons separately or together, each
with realtime control of his own character. Hot stuff!
And what about the Sony Data Diskman — when the
graphic models come out, you can expect some mind-
blowing titles on that. Even CDl is threatening to go
portable...

Mo doubt about it, there's never been a better time
to get into gaming. Blitter used to sit back in the old
armchair and reminisce about PacMan, but not any
more...

#*

And as if to prepare themselves for the Golden Age,
software impresarios have been playing musical chairs,
jockeying for positions that will carry them into the '90s.
Their movements can teach us a few lessons. Erstwhile
Activision boss Rod Cousens has gone to Acclaim, so
he's obviously in no doubt about Nintendo's future in
Europe. Microprose UK boss Peter Jones has aban-
doned 'Prose to join narrative software giants Sierra —
and don't believe everybody who says the Broderbund
deal isn't going to happen. Finally, Andrew Hewson has
managed to move from a company with lots and lots of
debts to one with...hey prestol...no debts at all

Blit Blit!

IN NEXT MONTH'S ISSUE

The next issue of ACE hits the streets on
June 8th - and it's going to be a corker.
For the first time, ACE goes RIGHT ROUND
THE WORLD! We'll be bringing you details
of games culture from Finland to Tierra
Del Fuego, from Bombay to Brindisi.
Don't miss it!

game was a frantic rush over a blocky landscape,
but none the less gripping for all that...

Things are going to get even better when we
get a more global console market. Us Westerners
are pretty mean at games design as well, but the
directions we move in tend to be very different. Of
course, there was Nebulus, a very Orientalstyle
success (though not in sales terms), but for the
most part our laurels rest on simulation-nspired
efforts like Sid Meier's Railroad Tycoon and Ultima
¥1. We've also been more successful than the
Japanese at integrating new graphic presentation
styles - look at Populous, for example — with more
complex gameplay.

Together with the proliferation of optical disk
technology, the next two years look like being a
golden age for gamesters. Even in the short term
we've got some stonkers to look forward to. Sid
Meier's Civilisation, for example, threatens to do
for mankind what Railroad Tycoon did for chuff-
chuffs. If Sid doesn't bite off more than he can i e R L
chew, this could turn out be a classic.

David Braben's been quiet
for a while now, but you could be
reading news of this in ACE very
soon, with a launch planned for
Spring 1992, Ultima VI, due out
this autumn, will combine Ultima
depth of play with Wing Commander
graphics - help!

And there's more. The prolif-
eration of hand-helds offers gaming
possibilities that haven't even begun
to be exploited. Imagine a Game
Boy version of D&D, played by four
players simultaneously using the

PLUS:

® ACE Conferences get on the road again. See
page 39 of this issue if you want to participate.
® News of a major entertainment event later
this year, sponsored by ACE.

® A trip round another world, created by the
new Dimension Superscape system.

® All the latest games titles tried, tested, and
tortured...plus much, much more!

Dear Newsagent,

Allow me to introduce myself as a potential
customer of your fine establishment. | am a
sophisticate connoisseur of digital entertain-
ment - a medium that will change all our lives.
Please reserve me a copy ACE magazine - the
maost authoritative coverage of the future of
games technology.

PS ACE is out on the 8th of every month.

Address ..
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. HE'S INTOWN WITH A FEW DAYSTOKILL

AVAILABLE ON:

AMIGA, ATARI ST, COMMODORE 64/128, P
SPECTHUM AMSTREL , IBM | &CUMPATIBLES

TMI@ 1990, 1991 Twentieth Century Fox Film
IMAGE WORKS, lrwin House, 118 Southwark London SE1 0SW. -Bnui-ll-‘m 1-583 3404, -




