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so naff? [ mean, it's a great machine but
let's face it the sound is rubbish. | have a
mate who has an Amiga and he constantly
boasts how brilliant it is and | am left with
the knowledge that the ST sound is pretty
poor.

Would it be possible to boost the ST
sound to Amiga standards? If so, how?
What exactly is the ST better at?

Simon Davis,

B.F.P.O. 21.

Yes, Simon, I too am envious of the
Amiga's sound capabilities. Howeuver, the
ST's sound can be enhanced. On the left-
hand side of your computer are two midi
ports. These allow users easily to connect
midi devices, the sound from which easi-
[y outshines that of the humble Amiga.

Hooray For Conversions

| am writing to you because | am sick and
tired of people going on about software
houses 'lowering their standards' by
accepting arcade conversion licences.
These people say that original games are
always better than arcade conversions and
more of a challenge than conversions
which they say are easy. There are many
good original games, | am not denying
that. But, and this is a big 'but’, I think
arcade conversions are of a higher stan-
dard generally than original games. | say
'generally' because there are always
exceptions, Afterburner and 1943 to name
a couple. But | think that when program-
mers have to cram megabytes of
megagame into a 512K pint pot, the game
turns out better most of the time. But,
when an original game is written, the pro-
grammer always thinks of the limitations
of the machine.

[ think people should reconsider their
views on this subject, and | look forward to
reading them.

Gregory Thwaites,
Streatham, London.

Thanks, Greg, for your views. Personally,
I prefer more strategy/adventure-orientat-
ed games. Still, what do the rest of our
readers think; are arcade conversions
good value for money, or are original
games more enjoyable?

Cherry Coke Disaster!

I am the biggest fan of Super Mario Bros.
Out of £100 per month | regularly spend
£10 on the arcade machine. But, when
Rainbow Arts brought out 'Great Giana
Sisters' | bought it straight away.
Unfortunately, it was soon banned after its
release and this is where my predicament
lies.

Late in the month of May, disaster
struck! | had just finished a two-hour
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mega-session at GGS. Placing the pre-
cious disk on my desk | leant down to pull
out the computer's plug and the fateful
accident happened. My glass of cherry
coke toppled over and spilled all over my
favourite disk! I quickly dabbed it dry but |
just couldn't get it to load.

Since that fateful day I've tried several
mail-order companies, but to no avail. |
just have to have another copy. Are there
any ST Action readers who can help me
out?

Andrew Stamp,

9 Down End Road,
Drayton, Portsmouth,
Hants.

PO6 1HT.

Sorry, Andrew, but we can't help. Still,
l've included your address in case anyone
knows where there is a spare copy.

Traitor?

I was recently making a train journey from
Portsmouth to Brighton. | took my seat
and started to read my copy of ST Action.
When the train stopped at Chichester, a
person, who looked just like Steve Merrett,
sat in the seat opposite me. | questioned
him about ST Action and he seemed gen-
uine. But, and what a worrying 'but' it is
too, he did mention the name of 'Amiga
Action' and the fact that he was to edit this
new mag.

Is it true? Will ST Action's star reviewer
be moving his alligances to that machine?
Paul Ratcliffe,

Southsea, Hants.

OK, Paul, I'll let Steve answer this one:
"Ok, it's a fair cop! Yes, | am going to edit
the new mag, BAT - and this is a very big
but -  am still staying on as a reviewer on
STA. Basically, all this means is that | will
keep on writing reviews for STA, but | will
simply have fo give up minor things like
going home and my social life so that |
can work on both mags! Hope that clears
that up. Oh, and by the way, don't forget
to tell your Amiga-owning mates about
the mag - I promise you it'll knock their
socks offl"
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airborne computing, which
involved research with the
U.S. Airforce. At this time,
Microprocessors were
emerging as an impeortant
element in modern warfare,
and the USAF were concerned
that they were lagging behind
in micro technology, and so
their proposal was to have a
single, standard
Microprocessor configuration
for all NATO aircraft. The
M.0.D. agreed, and so we
were given detailed drawings
and specifications to work with
and built a microprocessor.
This is where | met Rod, and
we began to work in the lab as
a team on this new sixteen-bit
processor. This development
involved many trips to various

avionics and aircraft
manufacturers. We spent
some time at General

Dynamics in Fort Worth, and
walked around the F16
production line and, for the
first time, | actually got to sit
in the cockpit which was
great! The G.D. plant is
incredible! It's over a mile
long, dead straight, with the
raw aluminium, wires, nuts,
bolts and washers going in at
one end and the finished F16
emerging out of the other, just
three days later. We also
visited Boeing and Douglas
which proved very useful for
contacts later on.'
Meanwhile, in Britain,
Sinclair had pulled off a bit of

a coup by producing the first,
affordable home computer, the
ZX81. 16k of memory inside a
little black box must have been
a far cry from the massive
mainframes Marshall and Swift
had worked on, but the
commercial potential, if not the
capabilities of such a machine,
were obvious: 'l seriously
doubted whether it would be
possible to write even the most
simple and rudimentary flight
simulation with such little
memory. So we attempted to
present a very vague and
crude approximation in the first
version of Fighter Pilot, which
was written half in basic and

Dave Marshall and Rod Swift: With what many say is the ultimate sixteen-
bit flight sim under their belt, Messrs. Marshall and Swift will have to wait
* patiently for the next advance in home computer technology to

improve on F16.
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half assembler. We bundled up
the tape and photocopied
instructions with an elastic
band and sold quite a few
hundred copies.' This fortified
Marshall's belief that their was
a real market potential for
flight sims: 'The next project
was Night Gunner, which
boasted a massive 4K of
memory. W.H.Smith
immediately ordered 10,000
copies of the game, so at last
we could buy some decent
equipment.’'

With two IBM compatible
PCs and floppy disk drives,
Marshall and Swift could
implement solid «colour
graphics and improve scrolling
techniques: 'We developed
Fighter Pilot on the Spectrum,
which at least afforded the
luxury of blue sky, green
terrain and a fairly detailed
instrument panel." Fighter Pilot
sold over 250,000 copies,
which  well and truly
established Digital Integration.
Until then, game development
was done in their spare time,
but with the market taking off,
literally, Marshall and Swift
dropped all other
commitments and left the
M.0.D. to concentrate on
software development for
home computers. From M.O.D.
mainframes and millions of
pounds of resources to
developing games for eight-bit
computers is certainly an
unusual transition: 'l was
apprehensive about the
decision, but we visited various
computer trade shows and the
response was incredible. We
didn't know anyone, but
somebody suggested we visit
the Microdeal stand and they
took one look at Night Gunner
and Fighter Pilot and
immediately ordered a
thousand of each a week until

* The Digital Integration team,

they said stop. Suddenly, D.I
had to find a tape duplication
outfit and personnel to run a
rapidly growing business.'

TOMAHAWK

The next project was
Tomahawk. How accurate a
helicopter simulation is it? 'In
terms of handling, | still think
it's the most accurate
available. We spoke to the test
pilots at Hughes in California,
about the characteristics of the
Apache, its roll and pitch rate
and handling, and we spent
ages getting the agility and
performance right. When
you're working with
Rediffusion, you have 32-bit,
hard drive and limitless
memory, and you can
simulate to the finest detail.
But with home computers, it's
a complicated process of
sifting out the most important
and noticeable features and
saying, "Well that's the effect,
how do | model it?" Perfecting
an accurate approximation
with such limitations is a real
art and when we thought we
had got it as close as possible
we asked the opinion of an
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