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Ever lefl like raging around Monaco in a
Formula 1, or competing in a do-or-die rally
compatition? How about o spin around a
slock carirack, orspeeding through acity in
aroad rsce? All this, and more. & possible in
this new mega-bit game from Konami.

Right fram tha start, F1 Spirf ks superb, and
presanted In such'a chever way that you'll
find it difficull to believe that IU's on an elghi-
bit maching. The opening tithe screens and
music are wonderful, but only 4" taste of
hings 1o come,

To begin with, you haveio'choose ihe race
that you want to-compels in. At first, you
only have a chaice of three, these being
Stock car, Rally, or Formula 3 racing., but if
you manage 1o Accumulate enough points,
then you can go on to the Formula 3000
race, the Endurance track, and finally work
your way up th the sixteen Formula 1
tracks. You get points for coming in the top
nime, of o five, depending on whal race
you'nd competing in.

Once you've chosen your race, you'll have
1o dedide what car you're gaing 1o drive in.
You may either choose one of the thrée
ready mada cars, of deslgn your own. This is
where the fun really begins!

You have five selections to make, which are
enging, body, brake type, suspension and
tyres. There's a choice of three parts for
gach, which allows you 1o bulld a car unigue
1o yoursah!

Moxt it's on to the race. The idea is to make it
arcund the rack so many number of times
withgut| running out of fuel, and also to
come within the top nine positions ta gain
points. You'll have 1o judge the corners
skilfully, and work out the best times to take
pit stops if you're going to succesd though.
It 1akes a lot of practice to get a grip on
proper confrol of your wehicle solely on the
first three race types, 80 iUl bea mater of
weaks before anyone can sy thal they'we
truly mastered it,

If you crash into a barrier or another car, a
pigce of equiprment will be weakened, and
possibly damaged, depending upon ihe
amount of knocks that your car has already
taken. Il you're a victim of a particularky
nasty crash, like when your car takes 1o
hurtling fifty feet through & stadium packed
with [dead) paaple, then it most canainly
will be damaged and it'll probably lose a
litthe fuel, The strength of your bodywork,
determined at the start of the race, willbe a
major factor when calculating If the car is

damaged,

These damaged parts affect your wehicle
sariously, as il maans that your car will nod
perform al it's best, Farexample, worn tyres
will result in'more frequant skidding, whilst
a dodgy englne will slow you down

As well as losing fuel when crashing, the
gauge will @lso go down as move. Tha
spead ol lozs depands upon tha horsepower
in your enging — & high horsepower may
prove a litthe faster, but it will have & low
mileage. Conseguently. &low HF will rasull
i n-batter fuel consumpton.

Onca you've decided that the car. neads
repairs and raluelling, you musl jocate the
pits, and stop using the brakes (the M kay).
Two men who ook like they've come

straighl out ol ‘Metal Gear' (an MSX2gamel)

fun_gut and start tinkering with your car.
Once the repairs have been complgted, and
your maching has been refuslied, off yougo
Again

It you complein the pre-specilied amouniol
laps, you will be greatad by the man with tha
cheguenesd- the flag (note the Stunning
graphics). Your, position and score, i1 any,
are-then displayed. Il you play the game,
youll notice thal you may notl find it oo
difficult to finish = it's coming in the top slot
that's thie hard bit! Afer you've brooded over
your gcora, you may try again, of attempt
another race,

One other uniquely implemented option is
the two player game, The screen splits-in
two, with player ona on the lafl, and player
two on the right, but otherwize it's still a
normal race, with the same amount of
opponents, and the same scoring system.
Thiz iz cartainly the most exciting two playar
raci gama around espacially with bwo
u:ﬁy matched drivers. The only dis-
ﬂwin this mode are that you don't
sea the pit sequence [a 'Pit In" announce-
ment will appear, and then disappear whan
your car has bean dealt with). and you don't
888 your current position. However, these
aren’l major faults, and don't detract from
the gameplay.
Thi aciual playability, and control of the car
ara difficult ta grasp at firgt, but it's still very
realistic. F1 Spleit iz definitely the bast
PH!II'IIE simulation yetl raleased on any
machine. The oplions available are many —
there is even a password which allows you
to save your current points and position. lis
early ‘predecessor’, the classic Road
Fighter, looks antiquated in comparison —
and that's an achievement in itseif.

The graphics display s similar to Road
Fighter,  but-much faster, and more
colouriul. ‘Control of the car is shick and
realistic, a8 previously mentioned, and the
backgrounds are clear, crisp and colourful.
My only criticizm is the charactar serolling
[jerkingl) whan your car swerves lalt or
right. This palls into insignificance, though,
when you consider that the stadiums,
‘Dunlop’, '‘Konaml® and-‘Marlborough®
bridges, which you visibly travel under,
advertisement boards, rally mud tracks,

Monaca's palm trees, Jopanase bridges that
you travel over and under, city houses
appedring in the Endurance compatitbon,
fantastic graphical close ups of tha pits and
race ending that put the Atari ST 1o shama,
and probably the best end of game

sequence in any Kanami game 5o far aro just
a small & ol the sigte-gl-the-art

graphics that you can expect.

A this is orily ihe sacond game with the new
sight_vaice sound chip which_puts_the
Amiga o the ghade, you would expact that
Konami w;: slill learming how to use it —
however, i, 1Yy Prowve us wWrong.
Tmnum'!'g-n finutes uluillernnuqu
16 listan 1o, And whan you hear them you'll
probabiy fllp —and start body popping and
moon walking. This isn't too uuy,_lhoq%%
wrp:l'l you'reraging round Silverstone al

| [

Y'enow what? | really like this gamel

Konami's Large Scale
Integration Sound
Creative Chip!

Nel content with the adequate AY-3-8910
sound .chip, "Konami have prodiced a
custom | designed  chip | which is fo be
included in most'ol their lofthcoming MEX
game releases. I was designed in order to
match the awdio effects found in arcade
maching {indeed, a similar chip has been
used in many games), and 50 a chip abile to
utilise up to eight simultineous voices was
produced,

Tha sounds ara generated by inputting
single waves into the dala, and then playing
them back, Inthis way, It I8 possibleto input

complicated wavalorms fo.authents
cally create virtually any type of affect or
instrumental woice.

The SCC (sgund creative chip)itself holds
five volces, and the MSX brings the total to
eight. As Konami normally use their own
A routines with the chip, none of
tha sounds produced sound out of place.

First tod ate the new sound chip was
mmm ten minutes of lma are
included, containing a thirty-twa
sounds for effects and . plus & further
nine affects for the ‘digitised’ drums! Jean
Michel-Jarre, aat your aut]

I1'this sound chip interests you, then look for
the 'SCC' sign_on_ Konami MSX games,
which will 12ll you that the chip is included in
the cartridge. And, by all means, invite your
non-MSX cwning iriends intothe house — |
guarantee that yours will be the only dry
eyesin the house (Unless you happen to be
crying with laughlec).



Machine Review:
MSX2

To us, reviewing tha MSX2 in the Novembar
Issue was quite appropriate for, on the 14ih
of this month two years sgo, the MSKX2
technical datas was finished,

What we won'l be doing, though, is
technically looking ai it majority ol
readers joined the K50 becavee they play
Konami games, 50 a gamasplayer's view
would be mone waltoma,

Tha first feature of the MSX2 that will draw
the crowds is the graphics capabilities.
There are ning modes ks all — two lar laxt,
plus two MSX1 graphics screans means that
there ano five ‘new' modes to play with,
These include a muliicolour mode with a
resglution of 256x212, which can hold 256
colowrs per scréen, and also & 16 colour,
512x212 hi res scroen (ot the mythical
512x512 quoted in some magazines!),

The hardwara s1ll only allows 32 sprites on
sereen, and eight on sach horlzontal lkne
Each line on the 16x16 sprile can be a
difterant colour, bul il sl really all that
speciacular. As there is no colour rule on the
M5X 2 graphics screans {i.e.. you can havea
different colour an each pixel), mosl
programmers would be well advised lo take
he lime o create 1hair own sprile roulines.

The sound chip is exactly the same as an
eardler M5X machines, and, indesd, the Atarl
5T, The cleverer musicians still reckon that
it's quite adeqguate, bul | would have
preferred 10 see something along the line=
ol the Konami sound crealive chip!

Thi speed of tha MEX2 is also a little of a let
down, The ZBO chip, running at 3.58 MHz
looks a litle slow when compangd 10 the
Atari 5T and friends. This. more than
anything, has arcused (he allention of
critics to the MSX2.

1 really like the BASIC on the MSX2 though,
even if nn'lg lor the useless novally
commands. For example, you can set up a
tithe for when swilching on, the MSX logo
colours, a promgl which takes the place of
the standard 'OK', and even the shape and
volume of the BEEP! Time, date and an
imitial password can also be set.

Programming graphics is child's play, and
much the same as that on the MSX1. Of
Course, with the superior capabilities, some
fantastic effects can be created from very
small routines,

Oplional add-ons include a sound chip with
256K audio ram, and a video supeér
impositien/digitizer unit,

The Sony videolizer is one Such unit, and
«can be used with the Genleck leature found
on the higher ranged M5X2s.

Sany, friandly as thay are, also showed us a
graphica program on the MXS2, which can
bt used in conjunction with a trackball, One
of the pictures on the disk included a pictura
of a guy called Roy. Funnily engugh. in hi
res mode, Roy looks a litthe like the alegphant
man [wall, | thowght it was funnyt). Howevar,
by all the miracles of technolegy, Roy is
transformed into a normal looking fellow
whan in multicolour mode. More great
pictures can also be created, with the
seemingly unlimited oplions at your
dispasall
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‘What good can 8 maching be, though,
without real saltware? Konami ane ng
to contribute 19 the lack-of-software fund
with tome axcellent titles, such as Vampins
Kitler, Already a big hit in Europe, Yampire
Kither dogs the M3X2 no harm at all.

The idea is o guide young Simon Belmont
through Dracula’s satanic castle, deleating
his many cronles, which mke the guise of
demons, bats, 2ombies, skeletons, and even
the Grirm Reaper makes a guast appearanca,
and finally going on to kill ol biood eyes
himself. All you have in your possession isa
whip, although you can collect various
objects thal are dotted nround the castle,
Thesa include an hourglass which tem-
pararily halts enemy movemen], a blue
crydtal which rénders you invigible, and a
silvar cross which provents enemies from
appearing on the screen. Weapons also can
b found, ranging from & broadsword to a
rather powerful baltle aoe.

The graphics in Vampire Killer are a good
start when intreducing somebody 1o the
MESX2. The backgrounds are varied, as ara
the sprites, and a lot of colour 18 used. My
anly complaint is the way in which the
colour is used — occasionally 1he sprites
look blocky and the backgrounds owpr-
crowded.

Honami have managed 1o lit some axcallenl
funes in Vampiee Killer, They're possibly a
fittle showt, but there are quite @ few scores
and effects, and they'ra not too tedious,

Vampire Killer isnt a bad gama, maybe a
lintle asy, but still very addictive. Definitely
worth considering as a first by

Having read our thowghts on the M3XZ, you
may be wondering where you can get one,
The problem arises when you realise that
the maching hasn't officially been released
et [il it ever will be). Some mail order
relallers do stock soma machines, and they
certainly are worth considering if only for
the Konami games, Don'l forget either that
you can use all past M5X1 games, including
the brilliant new megabit %C cartridges!

Letters to the Editor

Dwar Sirs,

| hawve jus! received my Konami newshelber
and | am quite impressed. Itisnicatoseea
newsletter not cheaply photocopied,
although some scraan Shots would be nice
{soe last issue — ED). If possible, could you
giwe more tips than just Memesis, which |
completed ages ago (nice eénd rouline).
Algg, more detailed reviews in the news-
letter would be nice,

Mathew Moody

Chesham,

As you can sea in this issue, we already have
started starled putting move lips into tha
nowsietier. However, feel free to send in
your own hints for games — well certainly
mirk sure thad they appear.

Disar Edilor,
| had 1o walt four weeks for my membership,
what ook you 8o long?!

Ithink that | speak for the majority of readers
when | say that the Konami stall and
programmers’ profiles should be tarmi-
nated. I1's all very well for boosting their
marale and ego, but thay don't have o pay
for the newsiotor — it's not made for Uhem,
t's made for us, the readers. Quite frankly,
the profiles are totslly uninferestng. The
exlra space gained by axing that feature
could be used 1o show how arcade games
are developed, the hardware spacification,
et Alsoexira reviews could boe included. Af
the moment, ihe roviews seem to e & bit
biased. What you could do is gel the
reviewar 10 40 @ much shorer review, and
get club mambers to write in with their own
vidws on the game, which then can be added
e the alerementioned review. Anather idea
would be to pick some members to be
reviewers, send them the as 1o be
reviewed, and after playing the game for &
while, thay can then send back & review, If
you congider this idea, then I'l volunieer
mysalf as a reviewer.

| would have thouwght that Konami merchan-
dige would have included the actual games
as wall. Arg you going to do Spectrum 126K
versions of games in the future. with
suparior graphics and sound?

Stephen Fernanders,

Aneriey,

Londan,

Answering your questions in order

The nowsletter is currently @ Nitle behing
sohedule because of the PCW show — this
affected the October newslatter, which will
subseguently delay this newsleller reaching
you. We apologise for any inconvenience,
and we will reclify the matter in time for
Christmas,

vots & aigh ik i averyciy aciwitas a
youan Finto the & v activilies af
Konami. Unforfunately, its one of thoss
arlicles whede you either love them or hate
tham — whal do you think of our new
approach to the front page?

Youwr reviewing idma is interesting, but
carfainly not feasible. How could we fairly
pick reviewars (1 see you're quick fo
woluwntaar for free gamesii), and what about
those who won'T réview, bul complain ar
afhers gelling free fitles for wriling & fow
lines? Also, a lot of ‘reviewers” mright just
ive us & vary short or inappropriale reviow,
and then we would be sfuck!

Currenfly, we have no cerfain plans for
réleaging 128K dedicated games. However,
gﬁrimmmmmwmm
nawd

Stephan has some very sirong poinis in his
letier. Anyone slse like to comment?

The address 10 send your brick-bals and
bouquets to s

Tha Editor,

Konami Software Club,

Bank Buildings,

Bank Strewt,

Newlon Abbot,

Devon,
T2 2L,



Latest Release

Tiite: iron Horse
Machine:
Format: C

Price: £6.95/£14.95

Already a hit in the arcades, fron Horse now
makis an appedarance on the three major
home micros. But how does the Com-
modore B4 varsion compare with it's
excallent arcade counterpart?

Thix idon ks Dasically the same, with your
cowboy having fo rescue a train which has
been caplured by a Ioad of bad guys. He
does this by progressing along the train,
dodging or killing the Maxizans and bandits
thit want your biood (not wanting 1o donats
their cwnl), and collecting locse bags of
gold which counl as points. Various baddies
have ditterent weapeons ranging from lassos
and guns to fire and rolling bombs. Not the
friendliest bunch of lads to be around!

However, some of the amail, smarm
Maxigans rush around with waaponsd whic
might prove helpful. The special weapons
changa fram lavel 10 level — as, althaugh
you might be shooting fire on the first level,
you'll be throwing bombs on level two, or
tossing lassos onlevel three. But, as we say,
varigty is the spice of life!

After you've chosen your ‘normal weapon it
thia siar, though. you are gaing 10 have to
stick 1o it It's besl 1o axpariment with the
different weapons until you find the one that
is most suited to yoursell. The gun might
appear (o be the most lethal but the ‘rope’
can really whip the opposition!

The carriages are split into levels, with each
ending requiring you 10 Sufvive wave upon
wave of attack from some of the cruellest
looking blokas outside of Hollywood. Clear
this part and it's on to the next level with yet
more ricks, traps and trouble.

The Commodore version of fron Horse
involves some clever graphics and fantastic
sound. The sprites are crisp and clear, even
lf_mﬂ‘\" appear 1o be made Irom Lego which
gives them an out of place ook against the
axcallant backgrounds. The colourful and
realistic carriages are greal. as ane the ever-
changing mountainsde and trees. The
scrolling is smooth and the perspective is
perfect. My only other disappaintment,
apart from the sprites, iz the title screen
—afler seeing the quite superb Spectrum
and Amstrad pletures, | expected a little
maora from the CEal

David Whittaker is becoming quite a
personality in the software industry, and he
has done his reputation no harm by doing
the sound on Iren Horse. He has done a
gréat job in converting the original music to
3D — the beautiful Western thames make
the game even mone authantic.

Despite any charactar problams the
gameplay is still there in it's full glory.
Movement is a little tricky at first, as in the
arcades, and you can't axpect everything to
be easy!

A must for all fans of the arcade game!

Latest release

Price; £8.95/£14.95

Having already covered Jackal in depth
both inthe arcades and tha Spectrum, 1 ey
and be briel with the explanation of the

ame itself. Basically, it's a little like

ommando in jeeps, with you having to
rescua POWSs, daliver tham o the waiting
helicopters, and then launch a solo attack
on the enemy's complex. You can collect
better weapons as you progress which you
will need if you are going to survive against
the many tanks, jeeps, submarines and
soldiers thal roam the area, The stationary
gun turrets aren't oo Inandly aithard

The Commodore version of Jackal has
gome roally neat graphics. Scrolling Is
excellent, and the sprites are really well
defined and coloured. The backgrounds ane
also greal, and wery reminiscent of the
arcade version,

Gameplay on the CB4 Jackaldifers fram tha
Spectrum |1 only in screens, The layout of
the anemy base is relreshingly diffarent,
wilh more bridges, water and eneamies 1o
eontend with,

All in all, a very worthwhile purchase for
Bnyone interasted In a good shool ‘em up,

On the Amstrad the brilliant and very
celourful graphics are marred only by the
appalling scrolling, This also damages the
gameplay, someatlimes to the point of
frustration. The graphics, though, really are
good, with an excellent colour scheme, and
excgllent sprites,

Tunes and FX are fine, much the same as the
CB4. However, the title music does seem a
little more interesting, with more voices and
changes to listen out for.

As previously mentioned, the somewhat
jerky scrolling on Jacka/ makes the Amstrad
version less playable than the others.
Howaver, the gama is atill worth a look, aven
if anly for the wonderful graphics!

Jackal
Competition

One of the lastes! games on the Spoectrum,
possibly some of the best graphics sesn on
the Amatrad, and one of the most playable
games an the S84 is a group of claims not
often designated fo one sole computer
game. Howevor, we belleve thal Jackal is
that good, if not better, and we're giving
sixty KSC members the opportunity towina
copy!

Thaere are twenty copies of each version to
Qlve away, and all you have to do is study the
Jackal advert and answer the following
quastion.

Q. There are four character portraits on the
fool of the advart. Howavar, in the main
picture, there are only thres guys visible.
Which one can't you saa?

Send your entries 10 the below address,
stating your machine preferance [(Com/
Spec/Ams), and not forgetting to add your
membership number.

Jackal Compelition,
Konami Software Club,
Bank Buildings,

Bank Street,

MNewton Abbot,

Durveen, T2 201

News in Brief

There is & rumaur fram Kanami in Japan
that MSX users are 1o receive a great
many sequels naxl year. The first one,
follow up to Nemesis 2 and due for
release in March, is the sver-popular
Salamander, With the mega nit memory
and arcade quality sound chip, it's
aﬂmy's Quess al how good it will tuen
Ut

‘Treasure of Usas' is due for release on
the MSX2 shortly. I's an explaration
platform game, centred around two
archaeclogists, Wit and Cles. As they
progress in their guest to find the four
pieces of the jowel of Usas, you can build
up their powers with the coins found in
the ruins, Great graphics, fantastic
animation, cuta carloon skatches and
catchy tunes are all included in this
enormous and adorable gama!

Intended for release in the early new year
15 @ compilation of games by Konami on
the Spactrum, Commodore and Amstrad
micros, No final details as yet, but we'll
keep you posted.

I the Xmas issue:
Review Exiral Read all about itf

Malal Gear on the MSX 2 1]

on the Spectrum If
Gryzor on the Amsirad "
Combat School in the Arcades!

WiIN WIN WIN WIN WIN WIN WIN WINS
Games, Tee Shirts, Stationery |

Prizes Galore /1Y

AN in your Chrisimas newslelter !

Konami Helpline

The Honami Helpling is here for you to
use =o that you can ask us questions
about your favourite gamas. We should
be able to give you a helping him for
maost games thal will st you on your way
again

We will also be answering any queries
that you have about the Konami
Software Club, and letting you know
about forthcoming releases on all
machines. You can algo find aut all about
thiz new litles by phoning after live and
listening o the Helpline Hoiline.

Tel: 0626 56789




Arcade Review
Salamander

Beyond inlinity lies the evil galaxy
dominated the forces of the despotic
SALAMANDER. A haro must Nm.mlu_ his
compairiols to join him on a journey inlo
hell and beyond, To defeat this devil Ihey
musl overcome forces mankind cannat
perceive even in his wildest nightmares
—Qrganic Monsiers of Destruction, Nuclear
Spiders, Infernos burning like raging seas.
Caverns of Despair, Demons beyond the
dimensions of our imagination ..

Mow (= the timea ..

Balore anybody gels any funny (deas, that
wasn't an SDP Party Palitical Broadcast
congerning the Tories, bul the introduction
o the classic arcede game, Salamander.
The idea, a8 you'd probably realised, is to
defeat the Baclerian constellation of
Salamandor. Dispatched from the satellite
Gradius, you and your heroic buddies fly off
1o do baltle with the avil aliens ...

Thare are many ditferent levels to progress
through, each posing its own tricks and
traps. From start to finish, you are greeled
by waves ol alien ships, each intent on
aending you to your maker, Il you eliminata
A wave Ihen you will ba rewarded with a form
of weaponry. However, unlike its unofficial
predecessor, Nemeais, you don't necd to
SAVE Up your anergy pods in ordar 1o select
your weapon. |n Salamander each pod
already contains a specific weapon, 50 no
mara will you ba reaching for the select
button and lurning back fo the scroen in
dismay as you perish in a designer melal
coffinll

The weapons ane similar to ther Nemess
counterparts, but same have a ditferent
eflect. For example, missiles fire both up
and down, and there ara two lypes of lasers
="narmal’ and ‘ripple”, Both spell traubla for
your evil enemies!

Thaere are ninelean bypes of aliens hindering
your progress, each one having a different
altack method, For example. the Beruberum
bounces aboul the screen, whilst tha Nop
shoots at you from all directions.

Also a problem are the grabbing hands and
stabbing tusks that emerge from the
landscape. Some will only perish after
considarabla shooting. but olhers must be
dodged, as your weapons prove useless
agalnst their tough shells,

Onece you reach the end ol each level you
are confranted by a vicious guardian, the
first one taking the form of a brain, with two
groping hands and an eye. Conlinuous
shots 1o this eye will bring you victory and
progress to the nexl level, This is where the
wimps will ba separated from tha taugh, far
the scrolling completely switches direction,
Instead of going from ledt 1o right your ship
starts thrusting upwards! The serolling
switches direction (vertical/horizontal)
evary other level, which ks a really novel twist
to an already classic gama.

With five mega bytes of memary used in the
game, you can just imagine how fast and
furipus Salamander is! And the state of the
artgraphics complement the game fabulous-
ly. The smoolh scralling, superb sprites,
baffling backgrounds and amazing ani-
mation help somewhat. And with a paletta of
65536 colours, and a high resalution Screan,
Konami make most other arcade games
look silly in comparisen!
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Hot to be outdone by the graphics guys,
thouwgh, the sound boys got to work with
Yamaha and produced an dleven-channed
sound chip plus a cusiom designed voice
synihests chipl! The sound chip, similar 1o
tha one lound in Nemesis, i3 also used in
Yamaha's synthesizer range, which takes
some beating! All of thia makes Sala-
manders music absolutely staggering
—aven with the wonderful hardware,
Konami reslly excelled themsetves! Theneis
over bwanly minutes of waird and wonderiul
sounds and tunes, all warth listening to
saparately from the arcade’

Salamanderis simply the ultimate shoot "em
up, with nothing coming close. You can
even select another ship, controlled by a
separate player, (o ACCOMPAaNY you on your
mission. This lsads to some violence, on
screan and off, if one player chooses to push
therother into the landscape, and than pingh
his weapons! However, it doas make the
game a little easier if the ships don't getin
&ach other's way [very uniialyl).

Flay ihis onge, you'll play it a thousand
times, and more. But if you never sven catch
a glimpse of Ssamander then you will
never know whata classic game you missed

Nemesis Playing Tips
Level Four

Having got this far, you might be mistaken
into thinking that you've returned to lavel
one, with the landscape just being inverted,
Dan't starl celebrating finishing the game,
though, as this is nothing like the first level,
and you're only hall way thereal

To begin with, get the laser, option and
mizsiles, Most of the lime you should stay at
the top of the screen, only going down when
a mauntain or allan approachas. Any pods
that you get can be saved for a shield, but
first you should get a couple of speed ups.

Once you reach the single volcang, wait
untilit erupts once, and then sprint through.
Go to the top, and follow the volcana
backwards, Missiles are essential, unless
you're feeling a little sulcidall

Atternpt to get a shield before you reach the
soreen whare you are 5ot upon by a horde of
maetal-crunching, flesh-spluttering, para-
chuting (couldn't resist that!) bacterions,
Thi best tactic when you gel Ihere is to slay
clogd 1o the ground, in the centre of the
sereen, and moving backwards when one of
those nasty bouncing aliens springs up.

MSX users, spailt as evar, have yel another
bonus stage on level four. However, you'll
have to go through the split mountain on
leval one first and than through the second
split moumtain on level four 1o enter itl

Maze of Galious
Cross Examined!

As moat MOGers know, you nead the cross
1 finigh the game, What most don'l know,
thawgh, Bwhere itis! Well, | do, and because
you're a kind Iot {and help pay my wages!)._ |
have decided to come clean and tell you!

Go 1o the entrance of World 3, and, staying
in the castle, go down one room, Take the
bottom-left exil oul, and then continue
going down until you reach a room with two
small platforms in it, ona above the other,
Fall to the lowes platform, gnd then jump up
to the keft, strike the wall with your sword,
and controd yoursell back to the platiorm,
Repeat this three times and a small passage
shiould appear, containing a coin. Go to the
left-hand side of the pazsage and jump
towards the wall 50 that you appear in it
Walk left through the wall, snd, hatfway
along, jump. If you lail to do so, you'll fall
down an invisible hole and have to start the
procedure all over again! (Entor and exit
World 3 10 reset the Casile)

Once you've avoided the hole, continue beft
and you'll end up in & room with a lava pit
Bnd @ reck on the other sice, which hides the
cross. The lava st 100 hard (0 overcoma,
but if you do fall in and die, and then lose all
your codes, do what | did,

CRYI

Konami
Merchandise

For the ultimate present at Christmas time,
why not get Mum or Dad to buy you one of
our fabulous T-Shirts. There are six
dynamic designs to choose from, including
Salamander, Combat School, Jackal,
Gryror, Iron Horse and The Maze of
Galious. The price is a mere £4.95 for club
members (including P&F), and £5.85 lor non
SUbSCTiDerS.

Orders should be sent 1o

WAV Supplies,

Bank Buildings,

Bank Street,

MNewton Abbat, TO12 2L,

Chest measurements in inchas please.
Access/Barclaycard are accepled. Cheques
and postal orders should be made payaile
to WAV Supplies’, Please allow 28 days for
dalivery.

Owerseas customers please note: Fayment
can only b accoplid in sterling drawn on a
British bank, International Money order, or
AgcessBarclaycand.

Alsg, please add £1.05 1o the price lor
Europa; Middle and Far East E3.05. All
orders despatched by airmail ONLY.
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