NEBULUS SWIV

, ® Hewson ® Kixx
- W Nebulus is original. It's also a . : Like a vertically-scroliing Sitkworm,
m noteworthy Iachni::;al achievemeant. & SWiV allows a player and a companion
|- Controlling a ‘frog thing’' — what /s 1o biast through an enemy-packed

landscape. in a helicopter and jeep respectively
Hailed as one of the best shool-'em-ups aver, this
Is one game noteworthy for the challenge it

that spnite? — there are several lowers to climb
= Doesn'l sound too novel? Well the calch is that tha

!
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o towers rotale as you move, bringing new platforms &
) - into view and Iﬂﬂilﬁg prefty lml}ﬁasgive atptrm same  Presents —it'stough!
fime. This. without playability, would be a pretty
effect better suited to a PD release, bul Nebulus is also an enjoyable game to play, It's ane in the eye for . I .
Spectrum owners as well — their version couldn't fit the special bonus level in a single load, so it was left out. . et A M R ey T
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LORDS OF CHAOS  [oi.inoisrsioc oame tissan
¢ Blade Software essential purchase.

/& .y, dJulian Gollop — author of Laser
{ » X > ‘1,'* Squad — went for a traditional

~wa? Wizards and warriors scenario with
Nis last C&4 game, Lords of Chaos. Up to four
Players can participate in its various scenanos.;
falling that, more-than-adequate computer
|'|:r-ur|n=n1;. are there to challenge. What makes
Lords of Chaos so playabie is its well thought-

aut user interface and claar, weall LJE‘TIT"!"I'F |l-i Ay -:'.' b . Blanlc

area. It plays like a D&D-style Laser Sqguad m::]

although it's brilkant in many respects, it can't P ', "_' i | i P comno

match the sheer excellence of iis Pe b il - -

aloramantione: 1|,|I fecass: For the arcads : - Loty ] . cu "°M/G°!

: EIE-L'HTE lacking ils con-op parent s

6‘ two-player option, Bionic Commando
still plays very well. The twist that

alevales Bionic Commando above the usual

platform fare is that the main character has a

After considerable pre-release hype blonic arm. This can be used to swing from

6 and rave previews, Myth surpnsed platform to platform, as well as knocking
= many by being pretty much as epic as troublesome assailants off their feet

itd promised 10 ba. A mixture of arcade What really makes Commando special is i1s
adventuring, platform action and perhaps a trace of superative Tim Folbn soundtrack. Adding
beat- 'em-up gameplay. i1 combines its atmospherg 1o the proceadings, it Shows how
considerable graphical competance with thought- accomphshed musical backing canTmprove a
provoking and fast-moving gameplay game no end

Alas, all those impressive sprites and natty
presentation do mean there's a multiload. and Myth's cassetle incarmation sufers accordingly. Its disk
version, however, compares favourably with the Amiga version for consistent, flowing play,
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. Infogrammes
o % Maxis’ city management game

_' ), created a stir when releasad for 16-bit
u....il) computers. Despite its crude 4 5 Imﬂm M T
wm:ndl_#;;um&d , the scope il offerad a % G ul‘lml dnn*t
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GAU Nfl.ﬂ

DO ® Kixx
'u m | Despite s bugs and workman-like
& EIQGM“‘I Arts “-‘ appearance, Gauntet still packs a

_'.I.--'

® Eleciric Dreams

Games that utilise a first-person

perspective aren | exactly thick on

the ground for the '64 — the
amount of memory needed to make the graphics

| The majority of beat-'em-ups are punch — aven more 350 in two-player

ﬁ frenetic. fasi-moving and require mode. Viewed from above. the aclion's spread
instinctive play. Budokan 1s different across iterally hundreds of differant levels.

m that it adopts a 1ar more simulation-based Monsters-attack you in your quest 1o find the exit
approach 1o the theme, with genuine stralegy and point, fortunately, a generous aliocation of energy
thought being the only methods of reaching and power-ups 1o coflect almost guarantes long-
success in the long term. The thom in its side 18 its lasting play. To top 1 all off, Gauntief's multiload
muftiioad — painlul on disk, itS cassatte version s doesn 't really restnct play in the slightast; levels are
viftyally unplayable loaded in bulk, and guickly at that
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BATMAN: THE

MOVIE
® The Hit S&wul

;"F ;.:" Batman: The Mowvie lollows tha
( V4 traditional approach to movie tie-ins
n by incorporating a collection of
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FI.IMBO' S GUES'I'
® Kixx

Get this... yet another platform

wf: game, However, if all games of

" this type were as polished as
Flirmbo's Quest, the world would be a better
place. Gorgeous parallax, sprites and
backgrounds oozing with colour... hey. there s
even an admirable dose of gameplay lo
mafch! Flimbe’'s, at the end ol the day, is
infuriating at imes, but there's always the
compulsion to have ‘just one more go — and
15Nt that the kind of reaction good software
shawild inspire?
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DIZZY: PRINCE OF
THE YOLKFOLK

® Codemasters

Despite being the smallest of the eggs
58 adventures (roughly 20-odd puzzies
- # and 30-or-s0 screans in size),

INTERNATIONAL

3D TENNIS
® GBH Gold

] International 30 Tennis is another
“, simulation, but with a difference —

= === rather than adopting the lraditional
spnte-based approach to games of this type, the
programmers used wireframe 3D. This is —
supposedly — not the C64's strong suit, due 1o IS
lack of processor speed. Tenms proves thal. wilh
clever programming lechniques, the supposedly
impossible (or potentially ridiculous) can become a
reality. Its selection of views add a new dimension
to the game; a plethora of moves and tachcs —
even styles of play — can be enacted, crealed. ..
game set and maich,

MANIC MANSION
® Activision
This disk-only graphic adventure uses
53 an unusual point-'n’-click user interface
Games of this kind are rarely found on

the C64; they tend 10 work better on the 16-bits
where their larger amounts ol memory can cope

complemented by a well-written soundirack —
if you turn in down before the first hour of play
has elapsed, you'ra a cold fish indeed.
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NICK FALDO’S

GOLF
® Grandsiam

Goll sims becamea fashionable towards
5 , the end of the eighties, with the famous
L eaderboard senes showing |ust how
the '64 could produce a playable simulaton of the
sport. Arriving years afler the aforementioned
game, Nick Faldo's positively blows it off the
fairway, through the bunker and Into somebody 5

pint of beer back at the clubhouse — It's that much
of an improvemeant

OUTRUN EUROPA
® Kixx

After the success of the first two Outrun
55} conversions, a third was created as an
= original game. it's also by far the best o
the trilogy: from its superb Jereon Tel soundirack
to its fast moving gameplay, it's an exampie 1o all
programmers on just how fast the '64 can move |
treated correctly
A healthy allocation of continues helps play 1o fiow,
but a multiioad haunts the casselle version.. . yel
again. Still, there's so much game 1o play, that it's
almost something you can ignore

MICROPROSE

SOCCER
® Kixx

Predecessor mumm mmnty

with the amount of graphical data needed.
Manic Mansion proves thata CB4 canlo a
cenain extent cope with them. but only with a
disk drive attachad. Bearing in mingd it was
estimated that roughly a mere fifteen percent
of C64 owners have a disk drive, Il's no
wonder this genre hasn't been explaited more
frequently — a profit's got to be made on the
games, aftar all...
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