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“the most playable and enjoyable
licensed games to date”.
New Computer Express 5 star

“The graphics are slick, the action is

tough ... designed to keep you
glued to your stick”.
LZAP Sizzler
“a popular movie license backed up
by great game-play, an unbeatable
formula — needless to say, I'd buy it

... miss this and you’'re missing
the hottest game of the year”.
— ST Action
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CBM AMIGA

 £19,95 £24.95

Ocean Software Limited - 6 Central Street - Manchester - M2 5NS

“A sure winner with the official
conversion to the home computer”.
The Games Machine

“There is more than enough
action in this one to keep you
coming back for more”.
Ace

“a superb game with such
addictive gameplay”.
Computer Games Week FAB



“Special FX programmed the game and
have done a great job, recreating the
character of the originals with a
hint of humour”.
Amiga User Int.

“The characters and
backgrounds are striking —
each are superlative — the
Amiga features a soundtrack in
glorious remixed stereo”.

The One

a | ROBOCOP

'§ | DRAGONNINJA

VOYAGER

“polished in every aspect — from the humorous
storyline to the end of the blasting”.
The Games Machine Top Score

f;

5T Action

arcade formula and clever graphics ... an
excellent game that will keep you playing
for quite some time".

~— o

)
“...you're in for the time of your life ... yin)
fabulous 3D, hours of absorbing play — you Dﬁ,
name it, Voyager's got it. And that's not all:
Ocean throw in a cassette soundtrack which
has to be one of the most mind-blowing
pieces of music I've ever heard”.
ZZAP Sizzler
“... scrolling 3D graphics, the most
impressive |'ve seen on the ST ... a great

CBM AMIGA

£19.99 £24.9

Telephcme: 061 832 6633 - Telex: 669977 OCEANS G - Fax: 061 834 0650
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Mo thanks this month, but once again an apology to Mr David
Gibbons — or rather, Master Daniel Gibbons whose contribu-
tion to last month's feature illustrations went unrecorded.
Oh, and by the way, we forgot te mention that all
Watchmen characters are copyright of DC comics.

LETTERS

Ooh la la! VYoici le premiere
forum de opinions, questions et
I'answers. (C'est subtle, non?)

NEWS

Tom Jones wanted to know
What's Mew, Pussycat! The
answer, my friend, is Blowing In
The Wind... Spectrum HoloBy-
te's Verte, plus comic licences in
the shape of Viz and Judge Dredd.

WORK IN

PROGRESS

And you thought Populous was
brilliant... Author Bullfrog Pro-
ductions reckons the best is yet
to come, and from the looks of
things it’s no joke.

66 PAPERBOY

Stop the press, who is that! It's Joe Paperboy, that's
who. Elite's long-awaited conversion finally hits the

News-5 5... read a ut It. L{J}gtﬂ)

-, A
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The buck stops here.

Castle Warrior (Delphine)
Fiendish Freddy’s

Big Top O’ Fun (Mindscape)
Kingdoms Of England (Gainstar/
Incognito)

Life & Death (Mindscape)
Paperboy (Elite)

Strider (US Gold)

COMPETITION

Your chance to walk off with a
vid-mendous Amstrad com-
bined TV and Video Recorder,
courtesy of US Gold, in this
Strider-perb competiton.

TIPS

Help is at-hand for anyone stuck
with... -

Indiana Jones And The Last
Crusade (US Gold)

Navy Moves (Dinamic)

Rick Dangerous (Firebird) -
RoboCop (Ocean)

Savage (Firebird)

Silkworm (Virgin/Sales Curve)
Typhoon Thompson (Domark)

PLAY GUIDE

Awkward in Aukland? Crook in
Mt Crook? Then let Choice Soft-
ware take you under its wing
and guide you through The New
Zealand Story.



58 STRIDER

He walks, he talks, he's got realistic hands, gripping eyes and eagle hair. And he's the hero in US Gold's first-rate

CapCom coin-op conversions.
i88‘ ARCADES
Brutal beat 'em up action *'Ith

WORK IN
PROGRESS vay A

Take one coin-op that pushes
vector graphics to their limits,
add Domark's resident polygon
professor, mix well and you've
got the |é-bit conversions of
Atari's Hard Drivin’.

and machine gun

1"|r'+rfrj=hl'. in Mechanised Attack

Encugh to send Gordon
Houghton and Kati Hamza run-

ning for cover

Q4| FEATURE

| Lazer Tag grows up as high-tech
laser combat in the form of
Quasar comes to London. Well,
it's better than broken bottles
and knives. Paul Boughton is
plugged in and shootting to
thrill.

BACKSPACE

MicroProse's UK head honcho
steps into the firing line and
goes one-on-one with The One
to answer your questions.

DEMOS

More home-grown wares be-
come public and the domain
swells as sampled sounds and
silky animation tickle The One
team’s demo buds.

GRAPHICS

Mow's the time for all Aunts

and Uncles to leave the room as
Heavy Metal man Phil South

tells you how to get solid.

but when he does find the time to visit
the office, he gets a kick out of Kick Off and... erm, Kick
Off.

BRIAN NESBITT

MicroSoft's C Compiler V1.3 has been getting jet-set Brian's
pulse racing this month ~ he's even found time between the
thrills and spills of sitting in his bedroom to have his hair cut.
What a guy...

GARY WHITTA

Mowadays Gary's hectic professional and social lives often

mean there's precious litthe time for computing chortles
— but he still squeezes in a game or two of Kick Off

and Rainbow Islands when he can.

KATI HAMZA

Now safe and sound from the horror of deepest darkest
Ludlow, Kati is adapting to life ‘down south” — but only when
she's not too busy playing Life & Death and Kick Off.

PAUL PRESLEY

Yes' He's alive and working in Farringdon! What? It's... ah,
PALUL Presley, that charismatic office charmer who's current-
Iymbnmﬂpﬁﬁulﬁuﬂﬂﬂtﬂhgtuﬂmdmnﬂ
He's lean, he's mean,
already...”

and, as Jack would say: "I like him




TECH KNOWLEDGY

> | am currently working on a game for the

Amiga A500. | am not a professional programmer but
I have been coding and writing utilities and demas for
a while.

My reason for writing s that | have a problem. For
the game | have written my own BOB routines using
the blitter, the problem | am having is in the animation
of the BOBs. If | clear and update the BOBs every
screen scan, ie: once every 50th of a second | get
smooth animation. However the main drawback is
that it leaves very little processor time for anything
useful, as most of the time the blitter or processor are
being used to handle the graphics.

Programmers have said in The One that their
games run at 25 frames a second. This would clearly
allow me an extra screen scan to do the logic part of
the game or any non-time critical parts.

How do they manage this! How can | manage this?
Matthew Crewe, Wolverton, Milton Keynes.

< Our resident tech-spurt says this: 'Basi-

cally, you are going to need to make
some suitable compromises. A BOB, or BLOB
{BLitter OBject) is a sprite which can be any size you
like. However, | must ask how big your's is. Obviously
a big BOB will use up more processor time, Also, are
you using five bit-planes (32 colours)? If so, the blitter
would take longer to plot the BOB. Plus, you lose
blitter and CPU time anyway — roughly 25 per cent.
‘Double buffer’ the screen, ie: use two screens, so you
always plot into the screen you are not displaying,
then swap them over when you have built everything
— and remember to do this when the raster is off the
screen, Are you trying to plot the BOB on a static
screen? If so, use a third copy of the screen for faster
refreshing. If you are plotting on a scrolling screen, use
a ‘barrel scroll’, ie: a taller version of the screen so
that the screen is constructed ‘off-stage’, way before
it gets displayed and so any depreciation of speed
probably won't get noticed as there's a ‘buffer’ off
screen.

PC PICQUE
P P o e o

Alex Wallker, Aboyne, Aberdeenshire.
P5 | now know why you call your mag The One — it's

because you only do one proper PC review a month.

BUT ON THE OTHER
SIDE OF THE COIN

| would like to congratulate you on

’ ’ publishing the best computer magazine |

have ever seen. Because | own an IBM-compatible,

your magazine has got the largest PC section out of all
the magazines | have read so far.

If any other PC owners out there want a pen pal,
they can write to me at 28 Inverary Crescent,
Hamersley, Perth, Western Australia
Paul Chew, Perth, Western Australia.

LETTERS, The One, Priory Court, 30-32
Farringdon Lane, London ECIR 3AU.

CDI: CANTDIGIT
’ Dear The One,

I've noticed that a lot of other magazines
have recently been flipping their wigs about CD-Rom
and CDI and the like... but I've got only one question
to ask — what's all the fuss about!

| understand that using compact disks will allow
programmers to make use of tons more data storage
than they can use at the moment, but does this
necessarily mean that the games they come up with
will be any better!

And another thing.. will we be able to link up
standard CD players to our present machines or will
we need separate systems!

This may seem like a lot of questions, but I've read
an awful lot about these supposedly fantastic games
that we're all going to be playing in the next few years
and I'm still not sure that it's all about.

Jerry Harris, Cambridge.

‘ Funny you should ask that Jerry, but the

first reaction that we've had from de-
velopers on the subject of using new compact disk
technology came when, in the course of researching
this month's Work In Progress feature, Gary Whitta
discussed the topic with Bullfrog Productions. The
boys behind Populous weren't exactly ‘flipping their
wigs’ (as you so eloquently put it) about the prospect
of games with umpteen billion megabytes of data, or
infinite numbers of graphic screens. Their argument is
thac designing and programming games of that magni-
tude would not only take years, but it would also be
practically impossible to come up with enough original
ideas to fill that much space without the game
becoming tedious. At any rate, what's the point of
writing a game with a million levels, when even the
best games player isn't likely to get past 50 or so!
Here at The One, we're keeping an open mind on
the subject until we see the first commercially
produced CD games, but as you say, will bigger
necessarily mean better?

CHRISTMAS CRACKERS!

’ The picture that you printed of Chase
HQ in your August issue made me think that this
Christmas is going to be exactly the same as last
year's, with all of the big companies releasing their
‘best games’ at the same time of the year.

Surely software companies can't expect us to buy
all of these games at once (last year there was R-
Type, Afterburner, Operation Wolf and Double
Dragon, and this year there will be Chase HQ,
Ghostbusters |1, Power Drift, Continental Cir-
cus and Operation Thunderbolt - all at the same
time).

And even if we could afford to buy them all, last
year's lot weren't any good anyway — Operation
Wolf was the best of a bad lot, but Afterburner and
Double Dragon were really awiful.

Will this year's lot be as bad?

Mark Molan, Templeogue, Dublin.

Who can tell, but from what we've seen
‘s«a far, Chase HQ, Operation Thun-

derbolt and Power Drift are already looking good -

even at this early stage. Maybe in the last |2 months
developers have got their act together a lictle better,
or maybe the major software companies are starting
to see the importance of good quality software. Or
maybe not.. well all see when we shake out our
stockings on December 25th.

LOADSA MUSPRINTS

Dear The One,
’ ' | enjoy reading The One because of its

accuracy, taste.and presentation, but... is it me, or
have you made a **** up of the positioning of the
screenshots and captions of the ST wersions of
Paperboy and Commando in the News section of
the August edition! Please put this right, then your
mag will outclass the rest like it has since it started.
Kevin Crain, Bournemouth, Dorset.

Well spotted Kevin. We would claim it
< 4 was a deliberare mistake to put the eagle
eyes of our readers to the test. But it wasn't. It was a
#** up. But how come you missed the others’ Test
Drive Il and Honda RVF in the ST and PC charts
(pages 10 and 13), and also The Champ and APB,
also in the News, on pages 16 and I7. And there's
more: pages 24 and 43 of the Xenon Il review are
round the wrong way, there's a caption missing from
the Quartz review (top right of page 59) and of
course the two typographical errors in the intro on
page 58 (aboue and Nedbitt). Nor forgetting the
glaring typo in the High Steel review Amiga
comment. Oh, and...

A QUESTION OF DEGREE

> Can you get 720° by US Geld! Your mag
is brilliant especially the Work In Progress feature.
Simon Ford, Benston Rylands, Nottingham.
< US Gold informs us that 720° has been
available on the 5T for about 18 months
now — does that answer your question?

LATE PAPERS
Dear Sir,

’ Ho hum, ho hum and double ho hum! |
would like to ask you a few things. Right... where are
Guerilla War, Paper Boy and Ghosts And
Goblins! | remember that back in Issue Two you said
that you were going to review Paperboy in your next
issue — so what happened! By the way, can you send
me Gary Whitta's autegraph — and a photo if possible?
Michael Greenow, Solihull, West Midlands.

4 ‘As you can see, Paperboy is already

with us, but as for the others... We asked
Ocean's software development manager Gary Bracey
about Guerilla War, to which he replied: “Oh.
Don't ask me about that.." As for Ghosts 'n’
Goblins... it's still in production, but should appear at
the PC Show in September (but don't hold your
brearh, just in case).
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A VETTE

HEN it comes to high

performance sports
cars, the Americans aren't ex-
actly up there with the Ger-
mans and ltalians, so it's quite
understandable that when the
Yanks finally produce a silver
dream machine that gives Lam-
bourghini, Porsche and Ferrari
a run for their petrol, they like
to blow their own trumpet for
a bit.

Such is the case with the
Chevrolet Corvette. 5o proud
are the Yanks of their 200mph-
plus baby, California-based Fal-
con producer Spectrum Holo-
Byte has given it its own simu-
lation, Yette, to be released
here by Mirrorsoft.

Vette allows you to take
America’s pride and joy out for
a spin on the Streets of 5an
Fransisco — but there's more to
it than just high-speed joyrid-
ing. There's a race to be won,
against the fastest cars that
Europe has to offer. Plus
there's the everyday San Fran-
siscan traffic and pedestrians to
contend with — not to mention
Karl Malden and the rest of the
SFPD.

And if racing against puny
Lambourshinis isn't enough of a
challenge, there’s a datalink op-
tion allowing two players to
race Corvettes against each
other. The PC version is almost
complete, and supports just
about every graphics and sound
card you can think of.

Release is planned for late
September, at a price of
around £35. 5T and Amiga
conversions are  currently
underway, and it's hoped
they'll hit the streets in time
for Christmas.

ALL RIGHT. WHAT IS YOUR EXCUSE

OME MORE TICKET AND THEY WILL TAKE AWAY MY LICENSE
MY SPOUSE 1S IM THE HOSPITAL WITH AN EMERGENC
MY ACCELERATOR WAS STUCK

' 1 HAVE EEEN CALLED HOME WITH AN EMERGENCY

I WAS GOING WITH THE FLOW OF TRAFFIC
SOFRRY. BUT I NEEDED TO FIND A BATHROOM
I AM LATE FOR MY SON'S BIRTHDARY FARTY

I AM TEST DRIVING THIS CORVET

» TOP TEN ¢

(Manth Ending Seﬁmmher '89)

AMIGA

o @ FEDERATION OF FREE
(Gremlin Graphics)
o @ SHOOT 'EM UP
(Palace)
o @ FALCON: THE MISSION
DISKS VOLUME ONE
(Spectrum HoloByte
o @ KICK OFF
(Anco)
o @ GUNSHIP
(MicroProse)
o @ THE NEW ZEALAND
(Ocean)
o @ TEST DRIVE I
(Accolade) o~
o @ POWERDROME
(Electronic Arts)
o @ MILLENNUM 2.2
(Electric Dreams)

@ @ SILKWORM

(Virgin/Sales Curve]
Wmhmwm
LTD. The Plaza on Oxford Street, 20 Oxford Street,
LONDONWINS9DP.Tel:01 4362811~ e
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» TOP TEN ¢

(Month Ending September '89)

ATARI ST

NE FALCON: THE MISSION
DISKS VOLUME ONE
(Spectrum HoloByte/
Mirrorsoft)

NEwS

TITUS
' FEELS
THE

FORCE

NE| SPACE QUEST Il
(Sierra/Activision)

1 | MILLENNIUM 2.2
(Electric Dreams)

Ne| WATERLOO
(PSS)

ason And The Argonauts revisted
as Knightey comes to blows with a
living skeleton.

A

23
KING'S QUEST TRIPLE

ITUS makes its first
I foray into the beat 'em
up genre next month

with Knight Force, a swords
‘n' sorcery combat game put
together by the company's
own |5-strong in-house prog-
ramming team.

Knight Force casts you as
The Knights Of Thunder, with
a mission to rescue a Princess
and slay the evil wizard who
has kidnapped her. This in-
volves slashing a way through
five time zones spread over
125 screens, encountering all

manner of enemies including
gnomes, dinosaurs and skele-
tons along the way.

5T, Amiga and PC versions
are nearing completion, in pre-
paration for a simultaneocus
October release at a price of
£24.99,

PACK (Sierra/Activision)

POPULOUS
(Electronic Arts)

KICK OFF

(Anco)

5 | HONDA RVF
(MicroStyle)

NEe| CHARIOTS OF WRATH
(Impressions)

10/ DRAGON NINJA
(Imagine)

Compiled exclusively for The One by SOFTWARE CIRCUS
LTD. The Plaza on Oxford Street, | 20 Oxford Street,
LONDONW N SDP. Tel: 01 436 2B11.

vmum Wolume One: following in the
original Falcon.

[ ]

______

he Knight Of Thunder faces off with an axe-weilding punk in Titus' Kni
I <y gP ¢ Knight trail of Spectrum HoloByte's

PHAROAH
'NUFF

B.‘:sed on an ancient Egyptian Y
i

legend, Denton Designs’ Eye of o ¢
Horus iz an arcade adventure with v i . i
some novel puzzle elements. Re- - ,‘.

- )

leased around now by Logotron, the O

5T and Amiga versions cost £24.99 ‘n -
. '-‘n'l-lr'l--|-r-n|-|-n-_|-u-n;—|llrm;4- o — |
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ELECTRONIC ARTS

b
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FErrari

%
»

FERRARI FORMULA ONE
- the complete Grand Prix racing game.
“The game has gone a long way towards
recreating the atmosphere of Grand Prix racing
and as a result, it's undoubtedly the most realistic
yet. In short Ferrari Formula One is a masterpiece
of a program which no Amiga owner should be
without”

The Games Machine.

Now available on ST, Amiga (£24.99) and PC
(£2999-525435).

Commodore 64, Spectrum and Amstrad
cassette and disk versions to follow.

To order direct, send the correct money
(prices include postage and packing) to
ELECTRONIC ARTS, DEPT FCS,

THE LANGLEY BUSINESS CENTRE,

11-49 STATION RD, LANGLEY, BERKS, SL3 8YN
Credit card orders, please call 0753 46465.

N | C

GRAND PFPRIX RACING S/MULATION

-
i

hp

>

(

Seraenshots represent the 5T and PC versions, othes vstsions may vary,

CEPTEMRER 19829

THE ONE




‘) TOP TEN 4

@ Paradroid dressed up in steel!
EW @ Collection for second premiere!

HEWSON HITS

EWSON'S proverbial
pipeline is almost ready
to burst with a bevvy of soft-
ware planned for between now
and Christmas. First up from
the Abingdon Aces in Septem-
ber is Slayer, a horizontally
scrolling shoot ‘em up in the
Zynaps mould programmed
by Microwish, the team behind
the |6-bit versions of Graft-
gold's classic.
Slayer promises all the
usual features — upgradable

ceably similar to Hewson's
ageing 64 clssic Paradroid,
the player is cast as a robot
commando with the task of
wiping out an army of droids

who have gone haywire aboard
a space freighter.

MNovember should see the'

release of the second of the

Premier Collection compila-

tions, aptly titled Premier
Collection 1. Once again this
features four  previously-
released titles — but this time
around, only two of them are
Hewsan games — John Phillips’
Eliminator and MNigel Brown-
john and Chris Hinsley's Cus-
todian. The other pair are
two of Novagen's finest hours
- Paul Woakes' classic vector-
graphic adventure Mercenary
and his shoot 'em up Back-
lash. The asking price is
£29.99,

Also set for a MNovember
release is Brownjohn and Hins-
ley's scrolling shoot 'em up
Onslaught (first mentioned in
Issue Seven) and the flick-
screen  arcade  adventure
Stormlord, the latest crea-
tion from Mr Cybernoid him-
self, Raffaelle Cecco.

(Mmh Ending September '89)
IBM PC AND
| COMPAT ] BLES

0 @ JET FIGHTER
(Velocity/Paperlogic)

o ’FUGHT SIMULATOR il
(SublLogic)

o @ LOMBARD RAC RALLY
(Mandarin)

0 @oumum
(Sega/US Gold)

o @souD GOLD TRIPLE

(Infocom)

o @WATERLDO
(PSS)

0 @ﬁaa ATTACK SUB
(Electronic Arts)

o @ .16 COMBAT PILOT
(Digital Integration)

o ’ _19 STEALTH FIGHTER
(MicroProse)

o @ WHO FRAMED ROGER
RABBIT (Buena Vista)

Compiled exclusively for The One by SOFTWARE CIRCUS
LTD. The Plaza on Oxford Street, 120 Oxford Street,
LONDON WIN 9DP. Tel: 01 436 281 |.

weaponry, end-of-level guar-
dians and three bonus levels
exclusive to the [6&-bit ver-
sions. In a slightly more original
vein is Steel, set for an Octo-
ber release. In a storyline noti-

th Gear — another Microwish effort, due for
release in Noveriber.

A

till !ltth'lg punr nn the tnp spot: 'il"elm:ity s 1e:
Flghtef
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Available for Amiga, ST,

IBM and cnmﬂatihles,‘;ﬁ

Commodore 64, 1

Mindseape Internationa PO BOX 1019 st Sissex BNBADW. Tel. (044 486) 545547




Judge Diradd (£) Fleerway Publicationa/Vis charscters (§) jobm Brown Publishing

IT'S COMING out (Fnarr
Frarr!). After bending
over backwards (Cwoar!)
Virgin (Eh! Eh!) Mastertronic
has firmly grasped (Fweep!)
the rights to come up with
(Fwur! Kwurl) a computer
game based on the infamous
‘adult comic” Wiz — which is
now reputed to sell over
900,000 copies every issue.
John Brown Publishing, the
company behind (Fneep!) Viz,
has confirmed that the licence
has definitely been struck, and

i i
I

' THERE 'S ANCTHE R BRIGLIANT
FROM THiS REMARKAELE YeUNG
An (OME FISH GOALKEEFPER!

Fish-tastic pis-
A cine pixella-
tion with the Fulchester
MNumber One!

@ Billy The Fish to save AND load!

VIRCI
GETS

it's also been revealed that
Probe Software is to handle
(Fwoar!) the design and prog-
ramming.

At the time of going to
press, Probe is reluctant to
reveal (Grunk!) as to what
form the game will be in when
it comes out (Huweep!), but
it seems likely that the comic’s
risqué humour is going to have
to be toned down somewhat.
What does seem likely is that
the game will be split into
several sub-sections, each
based around a Viz character.

One thing's for certain — the
humour is going to be hard
{Kwoar!) for Probe to capture,
but the Probe boys are hop-
ing to get it all in (Bleee!).
When you'll be able to get it
(Groinks Blurg!) and play
with it (Wurble! Phnarr!) is
still to be confirmed. It’s likely
to be released next year, but
Probe may be able to get it
out sooner (Ploik! Chelt!).

Meanwhile, Virgin Master-
tronic has another comic char-
acter ready to make the trip
from page to monitor screen —
2000AD's no-nonsense lawman
Judge Dredd.

This won't be |JD's computer
debut — he made that a couple

of years back in a lacklustre 8-
bit platferm game courtesy of
Melbourne House — but hope-
fully the man with the badge
will realise his potential this
time around. When and how
Joe Dredd will pound the beat
of Mega City One is still very
much up in the air — both Virgin
-and 2000AD are keeping things
under their helmets for the

moment.

D - coming
soon to a moni-
tor near you... how's your
conscience!

SHELF TALKERS

ESSENTIAL SOFTWARE OF THE
LAST THREE MONTHS

.....



Available soon on:

Amiga

Atari ST

Commodore 64 (cassette)

Commodore 64 (disc)
N ot "alf! Image Works serves up another ace with this Amstead CPC (cassette)

conversion of the Sega® coin-op smash. Amstrad CPC (disc)
Spectrum (cassette)

Featuring tennis-ational singles or douibles action on clay and Spectrum (disc)
grass courts from around the world, Passing Shot™ is the most MSX (cassette)
accurate simulation of the noble sport to appear since the real
thing!

Screenshots from Atari ST
Yersion

Game, Set and Match to Image Works!

“It’s rally volley good!™ “l can't fault it!”
Doris Decker Ivor Lentil

Image Works, Irwin House, | 18 Southwark Street, London SEI OSW.
Tel: 01-928 1454,

PASSING SHOT™ HAS BEEN MANUFACTURED UNDER LICENSE FROM
SEGA® ENTERPRISES LTD., JAPAN, AND “PASSING SHOT™™ AND SEGA®
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- NEWS
ARETURN CALL

HE SUPERSTARS of

the supernatural are back
to nuke the spooks, as Bill
Murray, Dan Aykroyd and the
gang return in the Ghostbus-
ters Il. Nothing much seems
to have changed in this sequel:
the original cast and crew are
still there, there are more spe-
cial effects than you can poke a
positron ioniser at, and... Acti-
vision has once again secured
the rights to produce the
game.

David Crane's original
Ghostbusters game appeared
back in 1984 (the same year as
the movie) and broke almost as
many records in its field as the
film itself, selling owver 300,000
copies worldwide — a figure
that today’s spfrware still finds
hard to beat. And all this on B-
bit formats only!

The new movie is set in New
York on New Year's Eve in the
year 1999 — much has changed
since the original film. The

A he 'busters

prepare to
g0 underground to do bat-
tle with an army of ghouls.

@ Foursfield ain’t afraid of no ghosts!
@ The ’busters are back!

A The Statue of Liberty takes a walk through

Mew York City in Foursfield’s movie inter-

pretation. Wheo you gonna call?

‘busters have gone bust, and
now find themselves scraping
separate livings as talk show
hosts, and children's magicians.
But not surprisingly the boys
go back in business when New
York is once again gripped by a
strange psychic force — this
time created by ‘negative ener-
gy’ brought about by the nasti-
ness of the Big Apple's inhabi-
Lants.

Maturally the Ghostbusters
are the only ones who can save
the day — and they do so with
the aid of a cache of new
Ghestbusting technology in-
cluding back-mounted refriger-
ator guns.

Currently developing the
game is Foursfield, the team
behind Activision's IS5 and
Time Scanner. Columbia Pic-

twres has already granted the
boys a sneak showing of the
movie, as well as providing
them with drafts of the scripts,
so they could get cracking on
the job as early as possible.

Details on the game are still
vague, but it seems certain that
it will be split into three sec-
tions or scenarios, each based
on a specific section from the
movie. In addition, it will be
possible to switch control be-
tween the four Ghostbusters
(essential, as only certain 'bus-
ters can carry out specific
tasks).

The movie is already making
money by the truckload in the
States, and is due for release
here on December |st. Activi-
sion hopes the game will be
released shortly thereafter.

SHORT STORIES

A brief guide to forthcoming re-
leases, delayed projects and work in
progress. :

P Let the good times continue into
tomorrow with the further adventures
of intrepid explorer Rick Danger-
ous. Mr D’s edge of the seat platform
and ladders and puzzle thrills are taken
to new lofty heights in Rick Dan-
gerous ll, as the second chapter in
the story takes place in space. Core
Design, the team behind the charac-
ter, is promising a sequel every bit as
playable as the original — if not more so
by virtue of the experience acquired
whilst producing the first.

P And speaking of Core... The task of
producing the computer interpreta-
tions of Monty Python for Vir-
gin is being handled by none other
than Core Design. Core’s Kevin
Norburn says the boys are attempting
to create “a very Gilliam-style game”,
and although the full details have yet to
be approced, there are a few definite
possibilities... Simon Phipps (the man
behind Rick Dangerous) is producing
the 16-bit versions of the game - a
mixture of styles, including a scrolling
beat 'em up... with a fish. Other likely
events include the Mystery Of Silly
Walks, Spiny Norman, Spam (with lots
of spam), and possibly even Conrad
Poohs and his amazing dancing teeth.
The Monty Python team won't be
appearing as such — only by virtue of
the characters they played. One thing
you can expect is the unexpected.
Incidentally, PytMon's animator Terry
Gilliam has expressed an interest in
designing a computer game...
ill Rick hop, skip and shoot his

way into space in time for
further adventures?
N
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@ Domark returns to yuppie market!

N EW S. Mastertronic catches something!

FTER Trivial Pursuit,
Domark’s second board
game licence is due for release
soon. Pictionary is best de-
scribed as charades played with
pencil and paper — a simple
concept, but one that's already
earned bundles for its creators,
due to its phenomenal success
on both sides of the Atlantic.
Domark's computer version
mimics the board game, replac-
ing the pencil and pad with a
custom-built  graphics  utility
which supposedly makes the
process of doodling easier,
with features such as automatic
circles, ellipses and fill patterns.
And if your doodling skills
aren't up to scratch the com-
puter takes on the role of
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C.:I.II you tell what it is yet? Domark's
A Pictionary means you don’t have to go to
the expense of buying a pencil.

‘Picturist’, providing  the leased in October on 5T, Ami-

sketches automatically, ga and PC, at a price of £24.99
Pictionary should be re- apiece.

OTHELL'L‘.'.!| meets The
Blob in Mastertronic’s
Infection, a strategy board
game that fits snugly in the ‘a
minute to learn, a lifetime to
master category. Up to four
people can play, with the coun-
ters taking the form of ‘live’
multiplying bacteria cells. Bin-
ary Magic iz the team behind
the game, with Dave Whittak-
er supplying the soundtrack. A
release date has been set for
October, but a price is still to

» The exceptional aquatic arcade antics
of Broderbund’s Typhoon
Thompson (ST version reviewed in
Issue Eight) will be released on the
Amiga after all. A price is yet to be
announced, but Domark reckons it
should have it out before October.

» Discerning Kick Off-ers drowning
in their saliva of anticipation for the
sequel, Player Manager, will soon
be able to stem the flow with the
recently announced Iick Off Ex-
pansion Disk. Anco's extra is one
for the experts, as the level of play is
set at International only. Five new
teams are featured, each with its own
star player, along with extra team
formations, new referees, four new
attributes for the players so they play
differently, and, more innovatively,
realistic injuries: bad tackles don’t only
result in a red card — they injure the
player and affect his performance. A
price and firm release date have yet to
be announced, but expect to see some-
thing at this year’s PC Show in Septem-

. ick off expands — but will this
that anyone can beat the

invincible Brennan?

» Eachyear The Design Council
runs several saward schemes in its
endeavour to find and promote the
best in British design. The judging for
the 1990 British Design
Awardsis currently under way — and
Bullfrog Productions’ Popu-
lous is ‘in the running’. Only time and
the judges will tell whether its wholly
original design will see it through to
the award-winning end, but rest assur-
ed we will inform you of the outcome,
come what may.
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Amiga £19.99
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@ Four Gods meet to decide the greatest! @ Gag-tastic climax as A
@ Winner goes from Wild West to Europe! @ Readers’ champion s

e o HE

ATMOSPHERE
was electric at the recent
The One Populous play-offs
held at Electronic Arts’ luxu-
rious Langley HQ. Hundreds
entered the competition in
Issue Eight, but only the coun-
try's four finest Populous
players met in an epic show-
down — a cataclysmic struggle
for supremacy between genius
minds honed to perfection in
readiness for this gargantuan
mental battle. There were
tears, both of sadness and of
joy, and scenes of tactical
splendour, the like of which
have not been seen since Yvel-
linjgton met Mapoleon at
Waterloo in 1815.
The event was conducted -
under the supervision of a
panel of Populous Grand Mas-
ters, headed by the game's co-
designer Peter Molyneux. The
contestants were: Brian Burns

‘ he country's four finest Populous players face off in a tournament from which there can be only one victor, S Bt TR e
Top Left monitor: Brian Burns. Bottom Left monitor: Carl Dwyer. Top Right monitor: Kenneth Little. R p Mai :
Bottom Right monitor: Andrew Reader. eader from Maidstone, Ken-

@ et




 Reader emerges victorious!
2n off by expert!

LYPSE NOW

neth Little from Somerset and
Carl Dwyer from London.
The tourmament was orga-
nised on a ‘round robin’ basis,
with everyone playing each
other twice, and the player
with the highest number of
wins at the end emerged victo-
rious. Bullfrog designed a spe-
cial Wild West landscape from
the Promised Lands for the
competition, and at the end of
the day the man with the plan
was Andre~ Reader, who then

.

took on Grand Master Moly-
neux.. and lost convincingly
but gracefully.

But that’s of no concern to
people’s champion Andrew -
he now goes on to play in the
World Final, against the win-
ners of the other participating
magazines’ finals. And to cap it
all, it's hoped that the final will
be broadcast on Sky TV! So
there's still plenty of time to
order your dish and decoder

B ¥

. And here's the UK’s finest: the original A Reader... Andrew. He now goes on
to take on Europe's finest later this year in the World Final, the winner of
which earns the holiday of a lifetime.
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Microstyle is the new software label. The new
option for those who demand fun, excitement and
challenge from life.

Each game is specifically written for the ST
and Arniga, making full use of the capabilities of
these machines. So they produce stunning
graphics and superb gameplay

& detailed motorbike racing simulation,
Honda R.V.F.. is the first Microstyle title available
from all good software stores.
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RAINBOW WARRIORS
The worlds first environment friendly software!

At last, an all action game that presents a solution to the
environmental dilemma faced by the ertire human race.

Rainbow Warriors is an action game with real depth and

meaning. It simulates seven campaigns of Greenpeace
members over the last few years.
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WORK N PRROGRESS

|| » BULL Frog by Leonar-
|| do = the ceramic source
' of inspiration for the
| team's name.

= PETER Molyneux -
Bullfrog's co-founder and
programmer of Populous
is soon to start work on
what he reckons is going
to be “the biggest thing = ===
ever'. Just what this is he | 7
refuses to say. | AN

el
> ,l b= LES Edgar handles all of
Bullfrog’s administrative

. work, and also contri-
butes ideas to the games
= many of which are to be
found in Populous.

» GLENN Corpes not on-
ly designed the graphics
for both Fusion and Popu-
lous, he also contributed
heavily to the game de- =
sign and programmed
the ST versions. What a

» WITH programming
and design work on Fusion
and Populous under his
belt, Kevin Donkin's cur-
rently putting Project F
together with Shaun
Cooper.

IN between subjecting
himsef to apoplectic
seizure-inducing Thrash
Metal music, Andy Jones
is putting together the
graphics for Project F.

fessional musician who
creates Bullfrog's distinc-
tive sounds.

|

= SHAUN Cooper = from
YTS scheme to Bullfrog
game and graphic desig-
ner in less than a year,

 DAVE Hanlon = the pro-

he team behind Populous,

widely

acclaimed as the best 16-bit game to date
is understandably currently considered to
be hot property. But it takes more than claims of
“the best is yet to come”’ to impress an incredu-

lous Gary Whitta.

ive years ago, Peter Molyneux worked as a

Systems Analyst for a company preducing

accountancy software before his life was

changed by a chance meeting with the man

from next door. Molyneux and Les Edgar
(for it was he) then decided to set up a business
together producing professional (business) software
for the Amiga: “Both Les and | are Taureans and so
we decided to call ourselves Taurus Software,” says
Peter.

The company of two became a crowd of three
with the addition of programmer Kevin Donkin and
two years later the first product came off the line...
a Database called Acquisition, which was followed
by a Computer Aided Design package, X-CAD.
However, all this serious stuff was beginning to
prove a little tiresome for the trio, who decided to
follow Commaodore's lead and moved more to-
wards the entertainment side of the industry.

As Peter puts it: “we were getting a bit bored of
professional software. YWe all had Commodore 64s
and were playing things like Bounty Bob Strikes
Back, Dropzone, MULE, and Paradroid — is the
best game of all time."

So-the boys leaped into action and set up Bullfrog
with the idea of creating leisure/entertainment
software: “We took the name from a ceramic
ornament we had around the office.”

ENLIGHTENMENT

owever, despite the team's enthusiasm for

games, its first release was a drum machine/
seql.lencer called A-Drum. It wasn't until late 1987
that Bullfrog approached Firebird with a proposition
to convert Enlightenment: Druid Il to the 5T
and Amiga.

"We know Andrew hlﬂey the programmer of
the original B-bit versions,” says Peter, “but we
wanted to produce the game from scratch, and so
we converted Enlightenment without using any
of the original's source code — we just played the 64
version for reference.”

Converting Enlightenment provided invaluable
experience for Peter and Kevin in techniques such
as sprite handling — which they had never tackled
before. But the graphics presented an even greater
problem. Bullfrog desperately needed an artist to
carry out the work on Enlightenment, and their
prayers were answered by the arrival of Glenn
Corpes, an ex-operator of Cray supercomputers.

“Glenn came along wanting a programmer’s job

when we desperately needed an artist,” explains
Molyneux. | asked what he was interested in and he
said ‘drawing’. So | asked him to draw something for
us — a brick and a tree | think it was — and he drew
on computer this amazing brick and tree”

If anything, Glenn was more surprised by the
quality of his doodling session than Peter was: "l
used to doodle, and draw cartoons, but | had a very
violent art teacher at school and so | stopped taking
art when | was |13. | never had much experience
with computer graphics either. | used to play around
with art packages on my Amstrad 6128, and later
Neochrome on my 5T, but nothing serious.” And
so Glenn was recruited as chief graphics artist, and
went on to produce all the sprites and backdrops

for Englightenment. .

ith Enlightenment out of the way, the

team started work on Fusion. “Ye wanted
to produce a shoot ‘em with a bit more to it — plus
something to which we could apply what we
learned from working on Enlightenment,” Glenn
explains. “We took inspiration from Paul Shirley’s
Spindizzy, which was my favourite game on the
Amstrad. In Spindizzy you had to run over
switches to change part of the level near you by
opening a secret door or something, so you could
get to a different place. | thought that was a brilliant
idea, so we incorporated it in Fusion.”

5o work began in earnest on Fusion, with Glenn
designing the graphics and Kevin writing the game
code. Five months later an almost complete version
was showg to Electronic Arts. "We chose to
approach Electronic Arts because we saw that they
weren't into conversions or licences,” explains
Peter. “"With the exception of Marble Madness,
all of Electronic Arts games are original concepts —
and that's exactly the type of game that we want to
produce.”

REDEMPTION

y the time Fusion was finished, Glenn — who
had designed and drawn all the graphics for the
game — was itching to program. After all, it was the
reason he approached Bullfrog in the first place.
*l brought my own 5T into work and started
playing around with an isometric routine called
Creation,” says Glenn. It was a simple but effective




idea allowing landscapes to be built and modified
using an assortment of blocks, Glenn showed the
routine to Peter who, realising the routine had
enough potential to base some kind of game on, set
up a replica of the system using Lego. “Lego was the
only way we could try out the routine apart from on
the computer screen — there's just no way you
could make it work on paper,” says Peter.

When Creation was mapped out on Lego, ideas
for gameplay began to form. “We knew the game
would revolve somehow around modifying the
landscape — the initial idea we had was to survive
against the elements,” Peter reveals. “The way our
first system worked was, as you put down land and
modified the terrain, the water level would rise
automatically, so after a while villages and people on
lower levels would be flooded out.”

That idea was dropped, however, as new and
better ones were suggested, until eventually the
idea was hit upon to use the landscape as a battle

groupd for a war between two tribes, with the
player changing the landscape to affect the course of
the battle — and Populous was born. From that
moment on, ideas began to surge forward — the first
of which was to maodify the routine to allow two-
players to play head to head. 'Populous was always
a two-player game,"” says Kevin. “The player versus
computer option wasn't added until much later.”
It was at this point that 'Divine Intervention’
gameplay elements began to evolve. "Knights were
one of the first things we put in, and were included
solely to finish the game. A game could get to the
point where both players had massive populations,
and there was just no way to win,” explains Pete,
"“so you would create a Knight to go and massacre
the other side and end the game at a stroke.”
“We had so many ideas for things that you could
do as a God that there was no way you could
implement them all, so we just picked the best
ones." Pete reveals. "One idea we had to discard

was disease. What happened was one player in-
fected one of the other player's walkers with a
plague, and that walker would then spread the
plague among the rest of his population. But when
we put it into practice we realised that the plague
would then spread to your people too, and so have a
detrimental effect.”

PROJECT W

opulous is undoubtedly the game that really

catapulted Bullfrog to fame - it's arguably
earned more recognition for the team than Xenon
did for the Bitmap Brothers or Uridium did for
Andrew Braybrook. But how on Earth does Bullfrog
intend to follow what is widely recognised as the
most successful |6-bit game to date! The answer
comes in the form of the two games that the team is
currently working on — one of which was first




mentioned in Issue Seven — but the names have now
been changed to protect the innocent.

“We first got the idea for Project W at around
the time that Populous was completed,” Glenn
explains. "It was inspired by Populous, but it's
altogether a different game.” Like Populous, the
idea for Project W was hit upon accidentally by
Glenn: “| just want to have a go at vector graphics.
I'd seen other vector-based games, and thought that
it looked incredibly difficult, so | wanted to see how
long it would take to put something like that
together — and then see how fast it would run.”

With the mention of the term vector graphics,

’ roject W's landscapes are calcu-

lated by the program rather than
having to be stored in memory — a feature
pioneered by Geoff Crammond in The Sentinel.
This leaves a lot more memory and disk space
to devote to game logic, allowing for more
features and complexity of game design. One
routine that’s already working in what Bullfrog
refers to as ‘Ranking’. As opposed to Populous,
where the people wandered about on their
own, the inhabitants of Project W"s world travel
in groups — each of the six tribes has its own
distinctive formation.
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he flexibility of Project W's graphics system can only be truly appreciated by trying it
out for yourself. Whereas in Populous your view of the game world is fixed, in Project W
the player can rotate the landscape through 360 degrees, as well as zoom in and out - so you can go
out far enough to see the entire world, or in close enough to see the leaves on the trees! It really
does have to be seen to be believed.

GRAPHICS

ike the company's games, all of Bullfrog's graphics are very much a team effort. Although they're
produced by only three people — Glenn Corpes, Andy Jones and Shaun Cooper, everybody contributes.
Peter Molyneux can't draw for toffee, but that doesn’t stop him giving artists Glenn, Andy and Shaun
ideas to put into practice,

Bullfrog is particularly proud of the way in which graphics and game design are interdependent elements in all
its games, rather than the graphics being just a fancy frill. As Glenn puts it: In "Populeus, the graphics’ geometric
shape defined a hell of a lot about the way in which the game worked. It's really helpful to be invelved with both
the graphics and the programming.” Programmer and artist Shaun Cooper agrees: “"Something I've noticed lately
during the development of Project F, is that if Andy (Jones) comes up with an idea for a certain graphic or type
of graphic, the whole game begins to revelve around those new graphics. Project F's gameplay has gone through
a lot of changes due to the inclusion of new graphical ideas.” .

It's partly Glenn's recent move out of graphics and into programming and design that has led to much of the
recent graphics work falling to Bullfrog’s other resident artist, Andy Jones. Andy joined Taurus ona YTS scheme
to test products such as Acquisition, and went on to convert Fusion’s graphics to the 5T, before designing
many of the sprites for Populous. {

Since Andy learned much of what he knows from Glenn, both artist’s techniques are very similar — they never
sketch their graphics on paper first, preferring to go straight to computer with their ideas. “The reason for this,”
Andy explains, “is because what you sketch out on paper and what you eventually draw on computer will often
look completely different.”

The use of colour also plays a big part in the overall effect of Bullfrog's graphics. “Colour is very important.
The original Amiga version of Fusion runs in Halfbrite mode, with 64 colours on screen at a time, which enabled
me to produce proper shadows, and that contributed greatly to the overall effect.”

Glenn, Andy and Shaun design their graphics on Deluxe Paint Il and 1ll, and to a lesser extent, Rainbird's
Advanced OCP Studio on the 5T. The latter package includes a map editor which proved invaluable for Glenn
when he was designing the levels for Fusion.

According to the trio's experience, graphics can be a very hit-and-miss business. Says Glenn: “You can never
tell how long a certain graphic is going to take. For example, my original graphics for the Populous landscapes
that you see in the finished game were only a couple of days work, whereas the people — like the Walkers and
Knights — took a couple of weeks on their own.”

you'd be forgiven for thinking that Bullfrng was
developing a simulation of some kind — but instead
the vector routine that Project W employs is used
to generate landscapes, in a similar way to David
Braben's Zarch and Virus. “Like Populous, we
want to base Project W on a world, because we
think that that idea is far more exploitable from
another angle,” exphins Peter, who is co-
programming the game with Glenn, “At the mo-
ment it looks a little similar to Populous, but is in
fact very different. The only similarity between the
two games is that you're looking down on a
landscape.”

While Project W's graphics are already looking
polished, the game design has yet to be finalised. It's
known that the game will allow up to six people to
play head to head (either via serial or modem link),
with each player in command of a tribe of people,
but that's about it — or at least that's all that Peter
and Glenn are willing to reveal at the moment.

Project W's revolutionary landscaping system
has already attracted attention from outside the
software industry — so much so that it’s shortly o
be seen on a TV special about worlds inside
computers. “The BBC is doing an episode of The
Late Show called Virtual Worlds, about the
conceptual idea of helding a virtual world inside a
computer,” Peter explains. "They contacted Elec-
tronic Arts and were shown Populous to demons-
trate the idea of a virtwal world. They were very
impressed by what they saw, and when | told them
about Project W, and that we were taking the idea
of virtual worlds even further than with Populous
they asked us 1o show it to them.” ;

“I think what impressed them,” says Kevin, “was
that they had been told that to run something like
Populous or Project W where you have real-
world aspects you needed a 20Mb mainframe or a
miulti-million pound Cray — and then we came along
and did it on a half-megabyte home computer.”

During the five minute interview with Bullfrog —
which eventually ran to one and a half hours —
Auntie Beeb filmed a short clip of Project W in
action, so if you're interested, tune in in September
when the programme goes on air — it could be your
only chance to see it before the game is released
next February!

PROJECT F

roject W looks like being Bullfrog's most
ambitious project to date, but Project F, also
currently under development, is a completely diffe-
rent kettle of fish. It's being put together by Kevin,
along with Shaun Cooper, who joined Bullfrog as
part of a YTS scheme last August, was taught to
program by Peter in a few months and went on to
design many of the graphics for Populous (the
volcanic level was entirely his creation).
Project F is a return to the Fusion-style action




genre, and like Bullfrog’s last arcade effort, there are
plenty of puzzle elements built in too... "Project F
is meant to be much more immediately playable
than anything we've done before,” claims Peter,

Project F's gameplay is based entirely around
the concept of water — the scenario traps you in an
eight-way scrolling maze-like world that is slowly
but surely being flooded. Your job is to collect the
objects and complete the tasks that allow you to
escape, and then get out before you drown — and of
course there’s an assortment of aliens out to step
you. “We're quite proud of the water aspect,” says
Peter. “It's something that we don't think has ever
been done before.”

As testimony to Bullfrog's attention to detail and
realism in its games, everything in Project F
behaves as it would do in real life — especially the
water, as Kevin is quick to peint out: “The water
actually rises properly. It's not just a case of it
coming up line by line — it everflows realistically, like
from the lip of a glass.”

With Projects W and F, Bullfrog looks set to
prove that it's no two-game wonder — but this is
only the start of the story. Work is soon to begin on
Populous I, which Bullfrog is confident will be a
significant improvement aver the original. “It's not
going to be just Populous with a two stuck on the
end,”" promises Peter. “We won't be using any of
the routines from the original. Obviously we can't
change the original concept too much, but we will

g a
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Bu"-fmg'; Lego model of Populous still stands in the company’s office as a memorial
«m to the game's development. Incidentally, plans are afoot for a board-game version

be approaching the new game from a completely using a system similar to Lego...
different angle with a totally different graphics e et
engine."

PROJECT X | £=" o0

And then there's a project which Bullfrog refuses b )
to discuss beyond name — the working title is i : ; W .4
Project X, and all Peter, who has produced the I : £
original specification for the game, will say is: i |
“Believe me ~ | can't say anything about it. but '
Project X is going to be... frighteningly good.” o]
At the moment Project X is coming together on j! F"E'” |
paper, and programming work should begin within P i
the next couple of months. But don't expect +~ e -
anything for some time — Project X isn't due to be '~ A R, gy T T i
completed until the Summer of 1991! )
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ﬂ A very early | e~
! sketch of

Populous shows one of the
ideas for presentation *
that never made it - plac-
ing the world inside a
crystal ball.

GAME DESIGN

re’s a whole world of difference between the styles of gameplay found in Fusion and Populous, and

the diversity between Projects W and F promises to be even greater. It seems that Bullfrog doesn't

want to produce any one kind of game, but does the have a criteria for the type of product it

produces! ""'We always look for originality and playability in our games." Peter reveals. “Lasting appeal is

also an important factor. | personally believe in the ‘pound-an-hour’ theory. That is, if you spend £25 on a game,

you're entitled to get 25 hours of solid enjoyment out of it, In short, we want to write the sort of game that we
want to play."” i

"Although all sur games are original, we don't want them all to be strategy-type affairé like Populous — we're

aiming to produce a variety. That's why we're doing Project F, which is more in the classic arcade mould."”

"By originality, we don't necessarily mean a revolutionary new games concept — you can take a tried and
‘tested style of game and approach it from a new angle. That's why | liked Kick Off and thought that was

original, "’

“We believe that games should be a team effort. That’s why every Friday afternoon we stop work and have a
-meeting. We just sit down and share ideas — either an idea for a new game or ideas to improve ones currently
lunder development.”

It's Bullfrog's belief that even sound should play a part in the design of a game. “Sound should be an interactive
‘element in the same way as our graphics are. We're trying to emphasise that in Project F. Instead of just
‘gurgling effects in the background, we're going to use sound to warn you of danger, so the sound of water

becomes fiercer as you approach it, or as the screen fills with it.”

“We don’t want to be known as the Vector Graphics King, or the Arcade King, or the RPG King — we'd like

to think that we can turn our hand to any kind of original game. We believe that our strength is our creativity,
Even if we were to do a coin-op conversion, we'd approach it as we would an original game.”

m@‘"’ opulous’ ‘stickmen’ sprites took

; the most time to develop than
any other graphic elements. This sprite screen,
used in the game’s development, shows all the
animation frames used to depict, walking,
combat, drowning — and even a few ideas, like
the 'POW’ and 'SPLAT icons that never made
it into the finished game.




v his early sketch together with
the final graphics shows just how

simple Glenn's Populous landscaping routine
really is. Every Populous world you've ever seen
was built from these 16 blocks!

L] -

SOUNDS DIVINE

Il of the sound heard in Bullfrog’s games is created by 22 year-old Dave Hanlon. Dave has been playing

musical instruments since the age of seven, specialising in the keyboard and guitar, and used to work

producing deme tapes for up-and-coming musicians. Me was introduced to computer music by

Andrew Bailey, the original programmer of Enlightenment. “I'm a great fan of Rob Hubbard's C64
stuff — in a way that's what inspired me in the first place,” he admits.

Dave uses a complex (and expensive) set-up, comprising a Yamaha SHI101, a Roland synth and an Amiga 2000
to create his distinctive sounds — all of which are sampled. “I'm not particularly good at pregramming synths, so |
just take my sounds from the real world.”

In Dave's experience, it's sometimes the most unlikely sounds that make the best samples. Populous’
atmospheric wailing and chanting, for example, came from one of Dave's old Yello CDs! *| prefer to sample from
a Compact Disc rather than an album,"” he confesses. “Samplers are very receptive, and can pick up the hiss that a
record produces. CDs are much clearer.”

Perhaps the weirdest sound Dave has ever sampled was for the swamp in Populous. | dropped a wet sponge
into the bath and played the result back at half speed. Perfect!"

Since Dave isn’t able to regularly visit Bullfrog’s offices, he often has to rely on a ‘brief’: 'Peter (Molyneux)
gives me a few adjectives to describe the mood of the game and | create the sounds around that. For example,
with Project F, I'm told that the game is based around water, so I've got to get plenty of ‘watery sploshy’ effects
- but I've got specific orders not to sample the toilet flushing!"

For the moment, Dave’s efforts will be concentrated on the music and effects for Projects W and F, but what
does he have planned for the future! “I'd really like to get my own studio — ane of professional quality where |
could work. It's only a dream at the moment, but one that | plan to realise.”

THE GAMES THAT NEVER
HAPPENED... BUT MIGHT

“ e subject all of our games to
one simple acid test” ex-
plains  Peter  Molyneux.
“When a game reaches a

certain stage, we all play it — and if we don’t enjoy it,
we don’t continue to develop it. The theory is if we
don't like it, how can we expect anyone else to!”
It's this policy that has led to many of Bullfrog's
games grinding to a halt in mid-development. The
games haven't been dropped as such — they've been
put on Bullfrog’s praverbial shelf, and may still be
tweaked, finished and released — either as separate
games or bundled on a compilation.

v OMofﬂlanmtprmnhhgu‘lall

Bullfrog's ‘shelved’ ideas is Em-
ber, based around the classic Light-Cycles
sequence from Tron. The player pilots a tiny
speeder craft around a faulty microprocessor
chip, trying to repair it by reconnecting its
broken elements. The player is up against both
a strict time limit and a rival speeder craft
which destroys your handiwork.

olony is an arcade adventure cum
puzzle game set on a crippled
colony starship, with the player set the task of
repairing the ship’s cryogenic suspension sys-
tem, in order to save the passengers and crew
before the thaw out — and die out. The game
allows the player to drop video cameras
around the ship so you can keep tabs on things
while you're not there — the camera's trans-
missions are shown on multiple displays at the
top of the screen.

ell - based on Atari’s joust, one of
Bullfrog's favourite golden old-
ies, this is a multi-directionally scrolling shoot
'em up set in the underworld, with the player
up against a bevvy of suitably hell-like enemies.
A novel feature allows the player to change the
craft he pilots at special ‘garages’ positioned
around the maze, each with its own strengths
and weaknesses. The visuals may look dodgy,
but these are just ‘scratch’ graphics thrown in
to allow the game to be tested.
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THE DASHING ARCHAEOLOGICALADVENTURER IS BACK ON ANEW
QUEST - AND IN A DEADLY RACE AGAINST EVIL ...

But first he has a personal mission to fulfill - the search for his missing father, Doctor Henry
lones, renowned historian, has been kidnapped, and his captors believe that he knows the
whereabouts of the Holy Grail, the golden chalice that holds the key to eternal life ...
From the canals of Venice, to the dizzy heights of German castles and the arid wastes of
Eastern deserts, the search is on. Indy must rescue his father and together they must fight
the strongest force of the century - Nazism. And one Mazi in particular will stop at nothing
in his bid for immortality ...

...........
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U.S. GOLD LTD., UNITS 23 HOLFORD WAY, HOLFORD,
BIRMINGHAM BE 7AX. TEL: 021 625 1388
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Cﬂﬂ:ﬁiﬁﬁr& AMSTRAD
£9.99C/£14.99D
SPECTRUM 48/128K £6.99C
ATARI ST & CBM AMIGA £19.99
IBM PC & COMPATIBLES £24.99
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v asy Street is strictly for novices

2. 0) ' 7 .f 4 ' = A and so offers no points bonus,
1!025"{&/ /Ji”f;’f v while Middle Road is a touch busier and so
Ty, / "’f / f offers double the trouble and the points to
”,ri.-f’ ‘;"’ 7 f; _‘;"‘, ,;; match. Hard Way is fraught with danger,
! 773 which is way triple points are on offer to

777 /l anyone crary enough to attempt it.

< A: you'd expect from an original-

ly American game, paper deliv-
ery is done in their traditional way. As you pass
a house, just chuck a paper either into the
mailbox at the end of the driveway or, even
better, onto the doormat. To ensure that at
least one paper hits its mark, it's best to throw
two or three - your supply is topped up by
collecting bundles of papers left on the pave-
ment. But don’t break a customer's window or
you lose his subscription.




time for the lat_e edition, so Gary Whitta dons

lite’'s conversions of
Atari’s classic coin-

op finally arrive in

. ¥

his baseball ca_'p_ and bicycle clips to do the

rounds.

tari's Paperboy has to be
one of the biggest coin-
op successes of recent
years. American suburbs
may sound like a place of
peace and tranguility, but for the aver-
age paperboy it's a hell on earth. Super
Joe Paperboy knows this only too wall,
having to deliver The Daily Sun to
three of the toughest streets in the
suburbs.

Joe's objective is to deliver consis-
tently for a week — if he can do this
he's promoted and lands a job in a
tougher neighbourhood at the start of
the next week. And so it goes on.
Tiddly Pom...

< he street map is displayed before
each round to show you which
customers subscribe to The Daily Sun. For
these houses, the utmost service is required.
For the rest, just sling the paper anywhere, and
perhaps even break a window or two to show
them the error of their penny-pinching ways.

A aperboy’s route is riddled with

the dangers of suburban life -
joggers, maintenance men, loose dogs, remote
controlled cars and punk unicyclists all pose a
threat on the sidewalk. It's not much safer on
the road: drains, open manhole covers, oncom-
ing cars and steep kerbs threaten to slip him
up.
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DAPERBOY CALLS IT QUITS

ACCUSE . "
mcquﬁgg HORST EVER CLAM
: IRATE CUSTOMERS
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uffer one too many crashes, or
A complete the job and the Daily This is an almost flaw-
Sun's front page chronicles your performance. less conversion in wvir-
tually every aspect. The

gameplay has been suc-
cessfully recreated, and
v ::':'l:;‘c:h'md“::“mbxz the lack of handlebars hardly makes

any difference to the playability at all.
Sound, too, is spot on — Atari's distine-

points by taking part in a time trial on a dirt
track. The targets provide paper-throwing

practice and he can also try out a few stunts on tive coin-op sound has been faithfully
the ramps - but there’s not time to dawdle as reproduced, as have the tunes them-
the time bonus is forfeited if the finish isn't selves to lend an authentic arcade feel
reached within the strict time limit. to the proceedings. In fact the only

. aspect slightly off the mark is the

? S “ it graphics, which are ever-so-slightly

- _ | chunkier than the original's. A first rate

i ‘i{ { I { } ( ) conversion — it was worth the wait.
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(@;_.....Hf H'f"m o | | RELEASEDATE October

'a‘mmrﬁ- GRAPHICS 80%

— SOUND 84%

PLAY ABILITY 832%

VALUE T75%

OVERALL 80%

The gameplay is ex-
pected to be identical to
the coin-op's. However,
the screen display wvill
be slightly smaller and
the sound that bit more ‘tinkly'. ST
Paperboy is due for release in October
at the same time as the Amiga.

Due for release in late
October, it should cost
£24.99 and support
EGA. The possibility of
a VGA-compatible wver-
sion has yet to be confirmed.




Step into the driving seat of one of the most wicked stunt cars around as a
Stunt Car Racer. It's now up to you to prove just how good you are and to see
whether or not you can ultimately become Division One Champion.

With a super-quick, turbo-charged V8 engine that will power you to incredible
speeds, and long-travel suspension that enables you to soak up the bumps,
Your car really is an awesome projectile. The tracks are totally out of this
world. Banked corners that enable you to ‘pull g’, undulating bumps that
throw your car uncontrollably from side to side and huge ramps that catapult
you into mid-air. In fact, you seem to spend so much time airbome, you could
almost qualify for a pilot’s licence!

Battle it out on the track against other computer controlled rivals, such as,
Dare Devil and Road Hog. Race and jump so fast that your car starts to break
up under the strain and then accelerate even more. There's no prizes for
being second best in this game — it’s all or nothing.

Stunt Car Racer — do you think you could be up there with the best?

Stunt Car is utterly brilliant and offers adrenalin-pumping,
gut wrenching high speed action that'll keep you engrossed for
months. C + V.

SRy LT

.._. e " e ) 18 .:.: _'_._.:_'_' '
~ Unit 1, Hampton Road Industrial Estate, Tetbury, Glos, GL#
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Stunt Car Racer is available

for ST, Amiga, PC, Spectrum
and Commodore 64
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Tom and Jer lquire seven

Academy Awards

in&the following
nine years.
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| 3 despite the that there's seldom any
i dialogue!

But then, who needs words when actions
speak louder — to the point of screaming In
the case of Tom amnd Jerry... In his time

i Tom's been blown up, diced, flattened,
[

carved wup by lawnmowers,
beaten senseless, cut to rib-
bons, hit and flattened by ob-
j&cts of all size and weight, and
gen had pins stuck in him
are being sawn in half by
(In Trap Happy, a Tom
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Sadly, the ]J.WL X
fifties saw the real
death of Tom and BN
Jerry. Financial restrictions,

injured by Jerry, whitaagempha-
of the violence — and L5

adly, the magic of the cartoons hasn't really been captu
in Magic Bytes’ home computer interpretation of Tom
Jerry (out now via Gremlin Graphics and priced at £19.99 on §

Amiga). Jerry’s quest for cheese is potentially entertaining, but
speed hi-jinx are low on speed and jinx, and the visual
distinguish the cartoon just aren’t present. Tom and Je
cartoon characters to make the transition to the ¢
they certainly won't be the last). Nof
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Top Quality 2nd Drives for the Amiga
and Atari ST at low, low prices

SEPTEMBER 1909

¢ Full compatibility with all Atari ST VERSION ONLY ‘
models, Amiga 500 & Amiga 1000

v Top quality Citizen drive mechanism

¢ One megabyte unformatted capacity

v External plug in PSU (Atari ST)

v Throughport (Amiga)

v Very quiet

v Slimline design

v Colour matched to computer

+ Long cable fur location
either side of computer

+ Full 12 months guarantee

AMIGA VERSION ONLY

$£74.95

including VAT and delivery “

=1

all prices shown
e VAT and d

Don't forgef
includ

M\ATARI Hardware Offers| - PRy = = ot
520 STFM POWER PACK| RIOMe:Y e i | £ E0V. U1

Amazing value, all-new special ST package from Atari | Includes S20STFM with 1MEG drive, connector and loop aerial. Sup- § and computer
joystick, mouse, user guide, 5 disks of pubiic domain software, plus an Incredible salection (MODEL 1 185} plied with cable (please stale { connection lead
of char-lopping software worth over £5001 Software included |s: : computer type whan crdaring),

Nobumer  Suciter  Sonoon  Se Al T
A 7 for £.349
F
B B S e for i B e RS *
mier hor MEASE ey / -lock expansion unit for the Amiga 500 ..................cce..... £119.00
Overander Bombjack  Stamay f}" Inc VAT & dEli‘H‘Eﬂ' External 5.25" 40/80 track switchable floppy gﬁua ............................... £114.95
SUPER Vortex 'System 2000' 40Mb hard disk, with interface & software ... £529.00
520 STF == PACK ITT CP3228 16.5" TV/Monitor with full rem/ctrd & SCART cable ........ £229.00
SUP. Philips CM88 i i
] ps 33 colour monitor, c/w Amiga cable ............................. £229.00
Fantastic value package, comprising of a 520STFM with 1Mb Philips BCMB52 colour monitor as above, higher resolution .............. £259.00
internal drive, mouse and games joystick, user guide, plus PATTIRD SNY SR ORI ... s i ireasiatiti e Rt e il o St £4.95

many extra software titles worth over £620 in total !
ATARI HAVE SUPPLIED THE FOLLOWING SOFTWARE TITLES :

réﬂamla h&drgrﬁw East Dan ghmper X F ‘ i ‘ u ' E H S
ayond al ugg anarama . o # 5
Thundercats Quadralien Starquake AH prices include VAT/delivery & cable
Summer Olympiad Xanon Genasis : g
Arkanaid 11 Wizball Black Lamp
Eddie Edwards Ski Seconds Out Thrust
lkari Warriors Zynaps Organiser Business S/ware
EVESHAM MICROS SUPPLY AN EXTRA £170 WORTH OF SOFTWARE :
Starglider | Starglider 1l Santinel
Carmer Command Flying Shark Virus
Tracker ’ £ 00 1
plus an extra 5 disks of -
public domain software! on y Inc VAT & delivery
S5205TFM with built-in TV modulator and 1 Mb internal drive ........ £2689.00 0 ;
5205TFM 1MEG Internal drive upgrade kit with full Instructions .... £74.95 : E a ;
520 STFM 1MEG memory uprade kit, requires soldering ............... £89.00 Hugely successtul 9 pin printer, the Star
520 STFM 1TMEG memory upgrade fitled By US .................... .. £119.00 Lcio provides 4 NLQ fonts (96 print Onl 179.00
Pg
1040 STFM with built-in TV modulater, 1Mb drive, 1Mb RAM ... £398.00 mmblmﬁunsLat 36cps and 144cps draft.  Colour version also avallable
1040STFM ‘Super Pack’ including 21 games and joystick includes 4K butfer and IBM/paralis inter- Only £229.00
plus ‘Organiser’ business software for only ............co.oooeeeeveeennss £419.00 tace, tront panel operafion, plus paper n Y .
10405TFM Hyper Pack, including Hyper Paint, Hyper Draw, “parking, allowing single sheets to be used Prices include 2 extra
‘Organiser’ & £50 software voucher redeemable with Atari ....... £429.00 without removing tractor paper, black ribbons free of charge.
‘Super pack software’ 21 Games etc., as supplied by Atari ............ £60.00 Star LC24-10 feature-packed multifont 24pin printer ... e E318.00
Mega ST1 with mono monitor .................. e s s £599.00 Star NX-15 budget wide Carmage Printer ... £329.00
SM124 high resolution Monochrome Monitor ........c.....coeenenn.... £119.00 Star FR-10 9pin 300/76cps with 31K buffer, 16 NLO fonts,
SC1224 colour monitor ...............c.c.... €4 mm R 4 ks e e e S e £279.00 EE-PROM memory & 12 months on-site maintenance ... .............. £399.00
Megatile 30Mb hard disk, New IOW DIICE .........cccevnrvmssmmrarssssessnsses £439.00 Panasonic KXP1081 reliable + sturdy Spin 10" printer 120/24 cps ........ £169.00
Voriax HDpIuS 40MB hard disk ... iincisisscsissnessecssnsnans £519.00 Panasonic KXP1180 super new feature-packed multifont 9 pin 11 ... £199.00
5.25" External 40/80 track drive (360/720K) IBM compatible .......... £99.00 Panasonic KXP1124 new good specification multifont 24pin 117 ..o, £319.00
Vidi-ST 16-tone video frame grabber inc. digitising software .......... £95.00 NEC P2200 budget 24 pin 168/56cps ; £319.00
Philips. CMBB33 colour monitor with ST cable ..........cccocevemrnn..... £229.00 Epson LX800 popular budget 10 150.!25-:;:5 TR R T et £179.00
Philips BCMB52 as above, higher resolution ................ccceeeeeeneo.. £258.00 Epson LQ550 good 24pin 150/50cps e £319.00
ITT CP3228 16.5" remote ctrl TV/Monitor, with ST cable ............. £229.00 Citizen 120D budget 9 pin printer 12-Ucps """"""""""""""""""""""""" £139.00
Pye 1185 15" FST TV/Monitor with Teletext, rem/ctrl & cable ..... £269.00 Citizen HQP-45 bargain wide carriage 24 5{.'1"““';"6; """""""""""""""""" ESEI'B-DG
I HIEH Resolution Mousa, good guality replacement ....................... .. £19.85 Mannesmann Tally MT-B1 130/24 cps .......... Fz----------.:.-.-.'::.'ff:_'"'_'"':::_':_'_'_'ff_ s

3- 5 rr D f S k S Hﬂw 1-0 'Order frﬂm All prices include VAT and delivery. Express Courier delivery £5.00 extra. "z"
- ~ Send cheque, Posial Order |Evesham Micros Ltd O

Wi ol fly QUATAMIORd - o € . 1L 13|29 o dccssiish an | 63 BRIDGE STREET u
% ?ﬁsﬂgﬁﬂﬂﬁ plastic case ........... e?f'gg Phone us with your | Gowt, educ. & PLC orders welcome | WORCS WR11 4SF e
25 disks as above, with 40 capacity ACCESS or VISA Same day despaich whenever possible @ 0386-765500
I0Ckable SHOrAGE UNIT ...cucrers e csrsersmsoressresennns £29.95 | | e ard detail . |All goods subject to availability, E.&0.E. fax 0386-765354
Kodak DS/DD 3.5" disks, top quality C lIs on : Open 1o callers 6 days, 9.30-5.30 telex 333294
storage media, fully guaranteed. Box of 10 ... £17.95 = 0386“?65500 Also at: 1761 Pershore Rd., Cotteridge, Birmingham B30 3BH Tel: 021 458 4564
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Kingdoms|

he year is 1421. Standing

atop the wvast hill at the

forefront of your army,

you gaze into the wvalley

below where you spy the
castle of Lord Rawvenhill, teeming with
his subjects readying themselves for
the forthcoming battle.

Should you emerge victorious, you
could take control of Stratford and its
neighbouring provinces. Your mind
drifts to your other enemies and you
know that Farmborough must now
have fallen, you curse yourself for not
leaving a strong defensive force be-
hind.

The heavy rumble of your catapults
jolts your thoughts back to the presant
and you prepare to give the order to
attack...

Way back in 1985 Cinemaware re-
leased Defender of the Crown, a stra-
tegic game based on the mediaeval
conquest of Britain. It boasted (for its
time) incredible graphics and sound
coupled with action sequences to liven
the atmosphere. Sadly it lacked game-
play — there wasn't enough variety or
strategy and the map was too small.

Now comes Kingdoms of England —a
similar concept with a more extensive
map, more strategy than World War Il
and a multiple player option. But has it
improved on Defender or has it become
too complex for its own good?

wice a year all the lords get ’
together and take part in an

archery competition, the prize for which
(apart from a boost in your army's morale) is a
large pot of silver. Three factors affect your
shot: wind speed, wind direction and the
distance from the target.

n days of old when knights were bold and

Gainstar wasn’'t even around, let alone

distributing Incognito’'s software, Paul
Presley picked up his lance and prepared to
defend a new crown.

A England is split into 63 provinces - each waiting to be conquered. An area has a Tax

value showing how much revenue the owner will take in and a Terrain value that
determines how easy it is to cross. It also reveals who owns the land, how big a castle he has and a
rough idea of how many soldiers are stationed there.




. hen occupying un unowned

province, one option is to visit
the town and hire more men. You can also
construct a building (anything from a small
tower to a large castle), join forces with
another of your troops or split your men into
two or more separate armies,
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A hen two human players do bat-

tle, and one has a castle to
defend, the battle ensues with much greater
detail. Firstly, armies are split into a number of
units by allocating men on the Battle Setup
screen, up to |0 army and 10 catapult units are
available and are selected by taking men from
the top of the screen and placing them in the
units at the bottom,
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ar begins when two opposing
armies try to gain control of
the same province. In Quick Battle mode, this
conflict is carried out on a numerical battle
sheet. You have partial control in that you can
opt to surrender or flee at any point and you
can decide what the catapults fire at, but other
than that it's figures that win the day.

HODE: RRMY UNIT
TETRAL FPTS:460 C
ARMY UNIT & 1

A Battle commences with the troops

converging on the castle and the
catapults splilling forth their deadly ammuni-
tion. At any time you can call up information
about your troops or move your troops and
fire your catapults manually. Just leave them
alone and they will fall under computer control
and probably do something completely diffe-
rent than what you had in mind for them.

Kingdoms Of England
grabs attention
from the outset, with a
suitable mood gener-
ated by an impressive

your

musical score and functional graphics.
More importantly though, the game-
play hasnt suffered as a result. A
quality strategy bent is apparent
throughout, more so when up to four
human and four computer players are
involved, taking turns. A good example
of the level of detail and flexibility
present is the ability to split your
forces intoe any number of different
sized units at any time, anywhere.
Anyone who played Defender Of The
Crown and was left wanting more will
be more than satisfied with Kingdoms
Of England. And so will anvone else
after a lasting challenge for that mat-

ter.

PRICE £24.95
RELEASE DATE Out Now
GRAFHICS 85%
SOUND 88%
PLAYABILITY 85%
VALUE 79%

OVERALL 81%

Gainstar reckons that
there's every chance of
an Atari version
However,

work has yet to begin,

appearing.

and so a price and release date are yet
to be determined.

Kingdoms of an M5-Dos
compatible nature are
currently under de-
velopment. A price of
£24.95 has been fixed,
and a release date should follow within

the next month or so.
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AMIGAST SOFTWARE
a0 Pool

Alncan Raders
Atarturner
Arboma Rangar
Alen Syndrome
Alemaliva Haality
rigga Gokd Hits
Arncipelagos
Archan Colleclion
Astarpth

APB

Action Fighber
Algrad Beast
Baal

Balanoe of Power 1960
Balishx
Bartaran #

Bards Tale 2
Bards Tale
Balrman
Baltichass
Baltiehawis 1942
Battiatech

Baam

B!

Bio Chals

Blsck C.a.umn
Hioodwyicha
Breach

Bridgn Playar H000
Basketbad

Baiman the Movie
Beach Vollay
Calilomia Games
Capona

Carmer Command
Casthe Warnos
Chariols ol Wrath
Circus Afractions
Colossus Chess X
Crary Cars 2
Cybamao 2
Chessmasiar 2000
Conflictin Europe
Diartlasiarm

D Lo Seralibs
Dlesga W @

Desraans Winter
Dipnarnis
Diperenaion

Diragon Minja
Diragons Lair 1 Meg
Dirgsaim e i
Lungeon Mastar | Meg

INO 3FHL

AMIGA 5T

1694
14 85
14.95
16.95
16.96
14 895
1795
1695
7.26
17.95%
14.85
16.96
17.85
14.86
16.95
14.95
16.95
17.95
T.85
16.85
17.95
1T7.85
17.896
16.85
1695
16.85
1895
17.85
1495
14,95
17.85
1795
17.95
14.95
21.85
16.95
16.95
16.95
14 95
16.95
1695
14.85
17.98
17.86
16.95
14.85
17.85
17.86
14 55
14.85
17.95
31.95
16.95
16.95

14,95
14.95
14,95
16.35
14,95
14.95

16.95

7.25
17.95
14.85
16.85
14.85
14.85
16,85
14.85
16.85

723
16,25
17655
1785

1655
1695
16.95
1695
1785
14495

1445
1495
14498

1895
1485
16.95
1495
168.95
14 85
14.85
17.85
17.85
16,95
1485
17.895
17.85
14 8l
14.85
1495

16.85

WORLDWIDE SOFTWARE
1 BRIDGE STREET

ENE

W#RLDWIDE
‘SOFTWARE

AMMGAST SOF TWARE
Cungaon Mastar Eddor
Double Dragon
Drynamite Chux
Ehmnator

Elinp

EmmanLieiia

Emipares Sirikms Back
Emre

F 18 Cormbat Pilal

F16 Faloon

F 16 Faloon Missaon Desk
Fouran Fomrmda 1

Fire Brigade (1 Meg)
Fingzone

Flaghl Simulator 2

EB:? Ghiark
Foatball Direcior &

Foothall Managar 2 Exp Kit
Foalball Managar 2

AMIGA 5T
768 T899
1795 1795
17.85 17.95
1495 14.95
16.95 18.95
14958 14,95
1495 14.95
17.968 17.058

AMIGAST SOFTWARE
Incly Jonas Last Crusade
Jaws

Journay

Jack Micklaus Goll
Kaennmdy Approach

. Kingdom of € ngland
1695 16.85  Kings Cues! Trple Pack

21.05 1685  wrystal

14 895 14 85 Kult

17.95 Laest Manja 2

21,95 Leaderboard Collection
17.85 1785  Leisuresul Lary

2B.95 2895  Lesuresud Lamy 2
16.95 Licanca o Kl

21.85 2195  Lombard RAC Rally
14.85 1495  Lords of Rising Sun
958 999 Legendof Djel

1485 1495 Leonards

Kenny Dalglish Soocer Mnge
Kick {%1"

AMIGA ST
14.85 14.05
14895 14.95
21.95 21.95
17.86
16.85 1695
1485 1495
1450 14895
16.85
17956 17495
2185 2185
16.95 16495
17.95 17.95
17.95 14.95
14595 1495
2196 2195 Fick Dangerous
1495 1495 Ringsde
16.85 1696 Mol

21 55 Aockal Range
17.95 17.85  Aunning Man
14968 1488 RAWF

Populksuns
Poswandrama
Pracious Malal
Pramies Colacion
Prospescior
Paciand
F'H.pe-ll‘.u.lg
Passing Shot

Pradiior
Ceartz

A Typa
Rampage
Amd Hisat

AMIGASST SOFTWARE

17.98
17.95
17.88
1,95
16.95
14,95
14.95
17.96

Populous Promised Lands 7.99

17.95
17.895
17.95

17465
17.95
17.95
17.956
17.895
17.95
16.98
16.95

WORLDWIDE SOFTWARE
106A CHILWELL ROAD

| il
WA

AMIGA ST

17.86
17.95
17.85
21,85

14,88
14.85
17.896

7.98

17.95
1485

14.85
1785
17.85
14 96
17.85
16.95
16.95
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FASTDELIVERY ON ALLSTOCK ITEMS BY 15T CLASS MAIL IN UK
SPECIAL OVERSEAS SERVICEBY AIR MAIL WORLDWIDE
CREDIT CARD ORDERS ACCEPTED BY PHONE OR MAIL
CREDITCARD ORDER TELEPHONE LINES

NORTH, SCOTLAND
N.IRELAND, OVERSEAS
0896 57004 (24 HOURS)

SOUTH, MIDLANDS
WALES
D6D2 252113 (24 HOURS)

OVERSEAS TELEPHONE OMLY
NOTTINGHAM 225368

*
*
*
r
W
W
L
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For mn Worids
H'lg?; Might

Fun School 2 {6-8)
Fun School 2 {ovar 8)
Fun Schoal 2 (undar &)
Fusion

Fanawmon
Fulurespaor
Galdragons Domain
Gold Aush

Gramd Manster Slam
Grand Prix Cancuit

Giokden Oidies
Hawhaya
Heroas of tha Lance
High Steal
Hollywoid Pokar Pra
Hostages

Irbar Cepaor

Internat Karate -+

It Cami Irom Deasan

6861 Y38IWILd3S

Europé jother than LK)
Shipping costs are

£1.50 per disk for normal air mail
£2 .50 per disk for express alr mail

All prices include postage & packing in UK. Credit card orders accepted by phone or mail.

14.85 14.95
1455 1495 Manhunber

1485 14.95 Warbile Madness
1495 1495 Mayday Squad
1485 1485 Menace

17695 1785 Mhckry MoOuSe
3405 Mcropross Soconr

14,695 Mdlamsirm 2.2

1495 14.85  Mani Gol

17.86 17.66  MurderinVanice
14,895 1465 Manopoly Deluxa
17.958 by Hed

17.95 Wiy Mowes

1485 1465 New Z paland Story
T80 709 Hight Diwen

1865 1695 Operabon Woll
1785 17895  OQuirun
1485 14895 Oriental Games
18.75 18.75 Paladin
16.95 16.86 Parsonal Nightmare
1755 Pholsa
17.95 1486 Pirates

2195 Palice Cuast

Liost Paingl

17,8958 1488 FAanbow islands
21.85 2185 Ranbow Wariar

T7.26 T25 Fed Lighineng

14.85 1485 Soenery Disk9

14.95 1485 Shogun

14.85 1485  Shool Em Up Const kit
16.95 16895 Silani Senace

17.85 1785  Silkworm

1405 1485 Shylow 2

17958 1798 Sleeping Gods Lie
14.85 1485 Soroeror Lond

16.85 16855
17.85 1485
17.85 1495
16.85 16.85
1695 14 .65
T.28 725
16,895 1665
21.85
21.856 2195
17.85 1785

16.85

17.85 1785

Stave Davis Snookes
Supear Scramile
Suparcars Test Dry il
Sword of Sodan
Soocer

Slar Wars Trilogy

Please make cheques or postal orders payable to

WORLDWIDE SOFTWARE.

Galashiels: (0896) 57004 (24 hours)

16.85
16,95

11.20
21.85
2295
16.85
1485
7.25
16.85
17.85
17.85

16.85.
1485
18.85.
14855
14.85
14.96
11.20
17.95
17.95
17.96

16.85
16,595
22.85
11.20

16.95
14 95
T.25
16.95
1765
1795
21.495
1895
14 95

1695 »

14.95
14.95
14.95

17.85
17.88

AMIGAST SOFTWARE
Slarmir r

Story So Far Vol 1.or Vol 2
Stunl Car

Supar Wandar Boy
Talespn

Tank ARack

Targharn

Taanage Dussn

Tiast Drive 2 Calif Chal
Tast Drive 2 Thee Dl
Inundarbrds

Twmeas of Lora

T Scannar

Tracksul Manages
Trairad Assasin

T Spon Foolball

Trivial Pursuit 2

LS

US Gokd Giants
Wigalanie

Moyage
WVerminaion

War in Middla Earth
WEC La Mans
‘Waird Dreams

Wickad
World Tour Gall
'Ix'-l'-alml‘mbe

By
!y‘bml-:ﬂ
Xenon 2 Megablast
Zak Mckracken

Lork Lewo
JOYETICKS
Chastah 125+
Chaatah Mach 1
Chaalah Starprobe
Gul:k|?|y Suparchargar
Camp Pro 5000
Comp Pro 8000 Claar
; Pro 5000 Extra
m&mhm
Ko Speedking Aulolire
Coruisar
Cluickshol Turbo
Aoy Hint Bookd
Bards Tale 1or 2
Space Cuast 1 or 2
Kings Qwest 1or2ar3
Pools af Radianoe
Palica Cuast
Lsisuresust Larry
Biank Disks, Covers sic
10x.3.57 DED0 Blank Discs
Amiga Kayboard Cavar

BEESTON

NOTTINGHAM NG9 1ES

AMIGA ST
14,95
1455 1495
1685 16.95
1795 1798
21.85 2195
1605 1695
1605 16.95
1485 1495
11.20
17.66
1655 1895
1685 1695
17655 1495
1485 1495
16,85
21.85
14,95
1605 16.95
21.95
1405 14.95
1785 1495
1695
1405 14.95
1705 1495
16.95 1695
1705 1495
T.25
17,88
1685 1695
1485 1495
1705 1795
1785 1795
21,88

Abar Keyboand Cover
Mouse Mat
40 Disk Stovage Box

Nottignham: (0602) 252113 (24 hours)

ADVERTISED PRICES ARE FOR MAIL AND TELEPHOME ORDERS

ALL PRICES CORRECT AT TIME OF GOING TO PRESS. E&0E

13 Mansfield Road, Nottingham NG1 3FB Tel;

SUPERVISION ELECTRONICS

0602 475151
Best Price! Newest Games! 1st Cfass Delivery. Telephone Orders Welcome.

80 Disk Siorage Box
Amiga'ST Drvie Haad Cleanes

Outside Europe
Shipping costs are
£2.00 per disk for normal air mail
£3.00 per disk for express air mall

PC ENGINE

PC ENGIME PRICE LIST

PC Engine Pal 1 Version with One Free Game (works

onany T.V.)

EX1-5T Joystick

Auto Fire Joyvpad

5 Player Joystick Interface
PC Engine with Start Lead
EX1-Pro Joystick

5 Player Joystick Interface
AV Hooster

PC ENGINE SOFTWARE
KE-=Typel

Drunken Master
Mamcot Baseball

Chan & Chan
Wonderboy in Monsterland
Victory Run

E - Type Il

Galaga 88

Alien Crush

Legendary Axe

Fantasy fone

Space Harrier

Vigilant

Dragon Spirit

Watura

Son & Son |l

Dungeon Explorer
Motoroader

P47

Yu Yu Insect

MeCre MTiAmoenr

Winning Shot

Rainbow lsland CD
(Bubble Bobble 11)
OitRun

Altéred Beast
Afterburner

£158.00

£186.00

Flying Shark
Deep Blue

liger Heli
Thunderblade
Shinobi

Minja Warrior

Tale of Monster Path
Fire Pro-Wrestling
Wonder Momo
Gun Hed

Cyber Cross
Super Sumarai
Pacland

Final Lap

With shipment comes in from Japan every 3 weeks, a
lot more latest games are not listed for the latest up-
date please ring us on the above number,

SEGA 16 BIT

£180.00
SEGA MEGADRIVE SOFTWARE

Sega Megadrive

Altered Beast

Space Harrier Il
Thunderforce 11
Super Thunderblade

Alex Kidd in Miracle World

Maorthern Ken
Mr Ku No Toku

‘NINTENDO

Ghosts 'n’ Goblins
Star Soldier

Jackal

Top Gun

Bomb Jack
Solomon’s H{,—_"'!r'
Double Dribble
Double Dragon
Minja Boy 11

80 Days Around the World
Mag Max

Super Mario 11l
Super Mario Bros
The Legend of Kage
Agus

ITwin Bee

Might Bomb Jack
Craz Island

King of Ghost

1943

Soccer

Contra

Pinball

CALoonies

Karnow
Sumo Wrestling

Wrecking Crew
Labyrinth Temple
Spelunker Il
Satan Den
Pro-Wrestling
Maze Song
Galaga

Ghost Club

F-1 Race
Renegade
Elevator Action
Battle City
Green Beret
Legndary Wings
Miracle Stone
Metroid

1942

Operation Wolf
Star Force

Son & Son

Minja R Ukenden
MNang Wan Do Si
Godzilla War
Delta Force
Donkey King

The Black Bass
The New Type
Cyrodine

Laya

Rainbow Island
Salamander
Super Detective
Love Fight

World Soccer
Rolling Thunder
Grudius 11
Godzilla .
Space Harrier
Knight Rider

lce Hockey

Top Secret
Bubble Bobble
Crocodile Dundee
Morthen Ken
B-Wings

Heaven Adventure
The Goonies 11
Tiger Heli

Joystick L E15.99 to £24.00
Joypad ...........coieeee. £9.99 t0 £15.00
.-\ul::aler}uH:-.-:t:l RSN, vy [F - )
Family Computer Disk

SYSIEM ...c.ccvnis PR R
Nintendo Earmlu_..-( u;:rnpuit'r...... £110

A Lot More Latest Games Are Available

BEST PRICE! NEWEST GAMES! 1st CLASS DELIVERY
TELEFHOMNE ORDER WELCOME

Arkanoid

Super Chinese
Dragon Spirit
Donald Duck
Fighting Road
Mighty Atom
Magic Island
Cobra Command
Super Mario (I
Mario Bros
Donald Land
Spa-AsO
Gunsmoke
Bomber Man
Bomber King
Adventure in 2100
Mickey Mouse
Infant Minja
Star Wars

Metal Fight
Alien Syndrome
Metal Gear
Fantasy Zone |1
Air Wolf

Super Samurai
Dragon Ninja
Atrena

Holy Diver




OMPETITION

WIN A STRIDER-MENDOUS
TV & VIDEO UNIT!

ow there's tidy. A video

recorder built into the

television — just like the
computer and disk drive package of
the 5T, Amiga and PC really.
Amstrad's TYR3 combination
television and video has many fish-
mendous features, including ream-
ote cod-trol and two tunas — so you
can watch one programme (or
program for that matter) whale you
re-cod another!

All what's all this fish-gusting talk
got to do with US Gold's qualicy
conversion of CapCom’s Strider?
Absolutely everything, for it's the
aforementioned TVR3 system which
is up for grabs, courtesy of US Gold,
in this jelly supper Strider
competition. All you have to do is
correctly answer the five question,
cut out the form, stick it (or a copy
of it) onto a postcard and send it to
GHO-STRIDERS IN THE SKY
COMPETITION, The One, Priory
Court, 30-32 Farringdon Lane,
LOMDON ECIR 3AU, to arrive
before the 28th of September 1989,

The 10 runners-up will each
receive a US Gold Strider Bundle
O’ Fun, which includes {among other
items) a T-shirt.

3)  Wyhat is Strider’s main means of defence?

A) His Hi-tech Laser Pistol THE SMALL PRINT POSTCODE......
‘3} His Hi-tech Laser F‘!"ltfl'i':- The Editor's decision is final and no correspondence will be

' entered into. Employees of EMAP, US Gold and all associated
companies don’t stand a chance of winning, so forget it

C) - His Hi-taech Laser Sword T-SHIRT SIZE (S/M/L)

THE QUES | IONS ™
|
I 1
) How many different moves does Tiertex, the 4} What is the title of US Gold’s last released | 2)
teamn behind the conversion, reckon the gymnastic CapCom coin-op conversion? |
Strider can perform!? A)  Forgotten Worlds B
Al 5 B) Last Duel | )
B) 15 C)  Vigilante I
Ly 25 3} Apart from the TVR3, which of the three | NAME
2)  What's Strider’'s surname!? machines we cover does Amstrad also produce! ;
A) . Nesbitt A) ST ADDRESS
B)  Hiryu B} Amiga I
C)  Strider o T o 5 s
|
|
|
|
|
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The sun's beating down, Rock 'n’ Roll music's
playing, it's time for Beach Volley — let's take on the world!
Your team travels the globe from London to Sydney
challenging all comers in the latest craze that's sweeping
the beaches.

Fantastic action with variable service and play controls
SPECTRUM 8099 .ualﬁaaqo” A e i s ' p. P
as you lob the defences, try a lightning reflex short smash

EE;‘-?{REEDHE 9*99 ;.ITAHI 1 9'99 to win back your service, jump block to defend your

£t A3 S ET T & match winner.

This is Beach Yolley . . . you may even catch a tan!

v
m
h"
el
m
N
9]
m
pr =
0
0
0




It's normal for new surgeons to feel
a little disorientated. Luckily, a
receptionist is on hand to give directions.

i

Well, if swabs and scalpels are more
your style than footlights and grease-
paint, then Mindscape’s surgical simulation

could be for you. Kati Hamza scrubs up...

g L : lt’s important to pick the right
surgical team. Some members of

staff give useful advice during surgery - others

find it impossible to work together.

T TR e ran——— T eAra——r T T ———

Frofile of Kisberly Brewsr:

Technical: Ms, Brever iz primarily
an adninistrative nurse whose
respensibilities include hospital
policies and accepled practices,
Her role in the operating room is
to ensure that the patient is nok
evposed o unnecessary risk,

Personal: Ms. Brewer works well
vith Ken hepherd. However, she

thorough physical examination

S T and David Manglier vere involved
Kinber] ; olved in
is the backbone of good medical Tﬂt]': wr & :nf::?i T‘gh:“ - ;i#
technique. Just position the mouse to palpate Irecialty: Policies it g G

3 EiES
FRv sty
the relevant area and wait for the screams. o

feels like to stand over a
pale, helpless anaesthe-
tised body, with a mask
over your face and a
gleaming surgical scalpel in your
hands? Well, thanks to an unforseen
vacancy at Toolworks General, you've
won the opportunity to become a sur-
gical resident in the Department of
Abdominal Surgery.

There are no academic requirements.
All you need to do is decide whether to
enter at Novice, Intermediate or Adv-
anced level and swot up on the re-
levant chapter of Anatomy and Surgi-
cal Technique: then you too can experi-
ence what it feels like to tremble at the
thrill of the surgeon's knife, cheat
death with the point of a syringe and
hold life to ransom with nothing but a
bag of blood and a pair of plastic
gloves.
Yeeuch!

\

P& ) ] L I

o

budding surgeon’s first port of
call is the classroom, where
initial instruction is doled out. When that's
over and done with, the only time you get to
see this place is when you make a mistake.
Incorrect diagnoses and surgical errors are
summarised by your tutor after you've dealt
with a case,

ver wondered what it x-rars show whether a patient is suffering from appendicitis or kidney stones,

You can only perform appendectomies - anything more complicated must be
referred on to someone more qualified.




here are two ways to leave the
hospital - this isn’t the recom-
mended route.

On the operating table, it's defi-
nitely procedure that counts.
¥ ou pick up instruments, make incisions, apply
anaesthetic and use clamps using the mouse.
The drawers to the left contain further medi-
cal equipment and drugs. In advaned mode, it's
very important to watch the ECG and adminis-
ter the right medication quickly.

RURELE] 2IES ¢ MEH

) P
B ¥ iseveken ano pemovED.

e el e . .

Patient is a 32 vear old female.
FPatient was admitted comelaining

of abdominal pain accompanied by
generalized weakness, nausea, and
a runry nose.

]

OObserve 0O X-ray B L
OMedicate O lUltra scan  Initial |
#Operate ::

OReferral |

he clipboard at the bottom of

the bed gives a description of the
patient’s symptoms plus a list of possible
courses of action. Operating is only one option:
on examination some patients may need no-
thing more than observation or a dose of anti-
bacteria! medication.

The idea of a game that
actually lets you handle
the surgeon’'s knife is
just too attractive to
resist — your imagina-
tion runs riot with images of brain
surgery, cardiac arrests and compli-
cated kidney transplants. That's why,
depsite its outstanding originality, Life
& Death comes as a bit of a disappoint-
ment. You only get to wet your scalpel
on one sort of operation — appenoec-
tomy — and there are only two or three
other non-surgical treatments which
it's very easy to get the hang of. That's
not to say the surgery itself isn't
absorbing. Making accurate incisions,
watching the ECG and administering
the right drugs takes plenty of practice
and leaves lots of room for improving
your technigue. What's ultimately lack-
ing though, is variety. A bigger choice
of operations would definitely improve
long-term playvability and reduce the
sense of routine. The graphics are li-
mited to CGA and become slightly in-
distinguishable on the operating table
— subject matter like this would defi-
nitely benefit from the additional col-
ours of EGA, especially when accurate
procedures like clamping and cutting in
exactly the right spot are so impor-
tant. What little sound there is is help-
ful as an aural guide during cutting. For
the curiosity wvalue alone this is one
package you have just got to see — and
if you value originality more than varie-
ty you may end up buying it too.

PRICE £24.99
RELEASE DATE Out Now
GRAPHICS 60%
SOUND 52%
PLAYABILITY T72%
VALUE 65%

OVERALL 70%

« Complete with en-
hanced, possibly sam-
pled, sound and full-
colour graphics, the ST
version should feature

some more realistic representations of
blood and gore. This too will set you
back £24.99 and should be out now,

Scheduled to appear at
the same time and price
as the ST version, this
should be more or less
indistinguishable from
its two cousins, with the exception of
the obligatory sound enhancements.
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Talaspin
Tank Attack
Tass Timeas
Tech
Technoco
Teanage LI
Tastdrive 2 The Duel
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Abrahams Battle Tank Kind Words 2

Action ST King of Chicago

Adv Rugby Sim Kings Quest

Adv Ski Sim Kristal

Afterburner Kuilt

Airba L'board Birdie

Ajrbomea Rangor Lanceiot

Alimn Ly i) Las Vegas

Alian Strike Last Dual

Alian Syndrome Leathaer Goddess

APB LED Storm

Legend of Djel

Lalsure Suit Larry 1 ar 2

Licance to kil

Lifer mrncd Diaatin

Lombard RAC Rally

Lords of the Rising Sun

Manhatton Doealmr

Maniac Mansion
Manix Triv Pursuit

Mara Whittaker I'riv Pursuit Mew Begin
Masters of Liniverse g riva T rowes
Mastersound Turbo ST
Mayday Squad TV Sports Football
Manacas Typhoon
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Ultimate Golf
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Archapslagos
Arkanoid 2 Revenga
Amml_]i:r-ddcrn Man
Arrmalyte
Baml
Balance of Power 1990
Ballistix
Ballyhoo
Barbarian 2 Pal
Barbarian Pal
Bard s Tale 1
Bards Tale 2
Batman Caped Cradr
Batman the BMovie
Battle Cheas
Battiohawks 1942
Beach Volley
Bermuda Project
Black Tiger
Blackjack Acadermy
Blastaroids
Blood Monoy
Bloodwych
Bombuzal
Borrowed Time
Bratacus
California Games
L apones
Captain Blood
Carrier Command
Challengar
Chaos Strikes Back
Chessmaster 2000
Chronoguast
Chuck Yeager AFT
Chuckia Egg 2
Circus Games
Crt}f Delence
Colossus Chess X
Crorruption
Cosmic Piraie
Craps .ﬁ,r_'urlnm\_,r
Crazy Cara
Crary Cars 2
Cybarnoid 2
Daley Thompson BB
Dark Castio
gnrl-i El:l:!f

& i
Darlarﬁm '
Degas Elite
Daja vu
Daluxe Music Con Set
Deluxe Paint 3 1 meg
Daluxe Photolab
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Micropross Soccer
Mike the Dragon

Millenium 2.2
Mindfighter UIMS Scenario 1

Mindshadow [ UMS Scenaro 2 -
Mini Office Comms : Llnimwited

Mini Oftice Personal Unibv Military Sim
Mirni Putt YWarminator
MinioMMioce Sproad Victory Foad
Montazumas FRewvanges Vigilanta

Moonmist Vindicators (Domark)
Motor Massacra . Virus

Mavecom &8 Wirus Killer
Vikan

Voyager

W Class Leadarboard
W Giretzky Hockey
Wanderar 30

War in Middle Earth
Wataerioo

Weird Dravmms
Wercs

Warcs -

Winter Olympiad
Wishbri

Word Parfact
Wiord Uip

Xanon

Xanon 2 Megablast
¥Xanophobe

Kybols

Zac McHracken
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Zork 1 or 2
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SEGA SOFTWARE

Yonoeooope
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Acticn Fighter
Afterburmer

Alax Kid

Alax Kid in Miracle World

£ 2
.

Daluxe Print 2
Deluxe Production
Daluxe Widoeo

FPlatocon
Police Quest 1 or 2
Pool of Radiance

Alex Kid Lost Stars
Align Syndrome
Allered Beast

T —

45

b ek

Astro Warrior
Artec Adventure
Black Belt

Blade Eagle 3D
Baoimbar Haid
Calitornia Gameas
Captain Silvar
Chopliftar
Cyborg Hunter
Dioubile Dragon
Enduro Racer
F18

Danaris
Devpac 2
Dhgicalc
Dominator
Dauble Diragon
%rﬂgch f;«lin':-ll A

ragonslalr
Dﬂ“gﬂf .
Dungeon Master
gllmlnnlnr
Elita
Emanualle
Empire
Empire Strikes Back
Espionagns
F 15 Swike Eagle
F 16 Combat Pllot
Fahrenhsit 451
Falcon F16
Falcon Mission Diak 1
Fantavision
Fast Basic Disc
Fasi Basic Rom
Fast Break
Fad Frea Trada
Fanandaz Must Die
Farran Formula 1
Financial Controller
Firapower
Firazone

imh
Flairpaint
Flaat S5t Editor
Flight Sim 2
Fit Disc ¥ or 11
Flit Disc European
Fit Disc Japan
Fit Disca 1 w0 7
Flying Shark
Fonts
Foot Man 2 Exp Kit
Football Director 2
Football Manager 2
Fortress Underground
Foundations Waste
Frightright
Fun School 2 ;B o A:l!ap

FPopulous
Populous Promised Land
Powar Basic
Powardrome
Precious Metal
Framier Collection
Prison
Protext
Palon Chaass
PT 109
Puffys SH?H.
Purple Salurn Day
Eu_runlnu

e
Rack Em
Haflles
Raider
Rainbow Island
Rainbow Warrior
Ham a
Heach 1or Stars
Real Ghostbusters
Resd Hoat
Hed Storm RHisin
Renagade 1 or 2
Raplay 4
Feturm of Jedi
Return to Genesis
Rick Dangarous
Road Blasters
F:obomEt
Rocket Ranger
Roger Rabbit
Rolling Thunder
Romantic Encountars
Run the Gauntlest
Running Man
AYF Honda
Sage Accountant
Sage Accountant +
Sage Bookeepear
Sargon Il Chess
Savage
SDI0 ctivision)
SDI (Cinemawares)
Soastaiker
Seconds Out i
Santina| Shooting Gallary
Santinal Worlkds y s 17.040 Space Harries
Sarve & Volley 17.65 Spy WV Spy
Shadowgate Supear Tennis
Shanghi 0.09 Teddy Bo
Shool Em Con Kit Thunderblade
Silent Sanice 14.05 Time Soldiers
Silkweormm b Transbot
Skate or Dia 17.69 Wigilante
Skullduggery . ondarboy
Skychasa Wonderboy Monster Land
Sleaping Gods Lia 14,99 World Grand Prix
Small Bus Accourts Cash Waorld Soccer
Small Bus Accounts Xira Zanxon 3D
Soldier of Light
Space Harrier 2
Spaca Duast 1 or 2
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Famasy fona

Fantasy Zona &

Fantasy Zona 3

Gangsfar Town

Gihost House

Global Detence

Gorvelious

Great Basaball

Great Football

Cireal Golf

Gireal Volleayball
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Liord of the Sword

Miracie Warrior
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Peanguin Land
Phantasy Star
FPower Sirike
Pro Football
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Rocky
Secrat Command
Shuarghai
Sho
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Fun School 2 (ovar
Fun School 2 {undar §)
Fusion

Gialactic Congquaror
Galactic Invasion
Galdregons Domain
Garhial

Giarfinld Winter
Gauntlet

GFA Basic VS

GFL Fogtball
Giilbert Escn il
Golden Fﬂ“.pe
Goldrunner

Girand Prix Circuit
Grand Prix Sim 2
CGuerilla War
Gunship

Hackar 2

Hawihkieye

Hallfire Attack

Heltar Skaltar
Heroas of Lanoo
Hi-soft Basic
Hitchikers Ciuices
Hollywood Hijinks
Homa Accounts
Hostages

Hot Football

Hunt for Red Octlober
Hytris

Inc Shrink Spherne
Indy Jonss' Action
Indy Jones/Adventure
Insanity Flight
Intarcaplor

Int Karate -+

i Cama From Tha Desar
Jack Micklaus Godf
Jat

Joan of Arc

Joa Blade 2

Jarday v Bird
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Speadball 19.95 Light Phaser + S’ware
Spollbraakar Mastar Systam |+ Sow)

S T.AC Master Systam + Gun & Glasses
Sta Master System + Phaser
Starfleast 1 Hapid Fire Linit

Starflight
%lurglu’lgr 2
Steve Davis Srooakar
Slockmumrket
Storm Trooper
STOS
STOS Compiler
STOS Maestro
STOS Sprites GO0
Streat Fighter "
Sirikes Flovot 16,95
Strike Force Harrier :
Strip Pokar 2+
Stunicar Flacar
Surd
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YUPPIES COMPUTER CLUB

81 THURMOND CRESCENT, STANMORE, WINCHESTER, HAMPSHIRE SO22 4DH
IGA An amazing offer for ATARI ST and AMIGA owners
AM

XYBOTS
Code 001
£11.80

LORDS OF THE
RISING SUN
Code 002
£12.45
PURPLE SATURN DAY
Code 005
£3.25

VINDICATORS
Code 003 A
£7.95

KRISTAL
Code 004
£9.60

ELIMINATOR
Code 006
£7.50

ATARI ST
XYBOTS
Code 010
£9.60
PURPLE SATURN DAY
Code 040 Code 050 Code 060
£3.25 £9.60 £9.60

If you don’t see the title you want advertised here, just write to us with a choice of 3 games and we will send you a special introductory price on the
F,amesr of your choice.
oin Yuppies Computer Club and get most Atari ST and Amiga games for an amazing discount of upto 60%. As a member your only commitment to us is
to buy 1 game every 2 months. Your membership is automatically cancelled after 1 year after which tiem you may renew it if you wish.

FLEﬁSE MAKE CHEQUES/POSTAL ORDERS PAYABLE TO: YUPPIES COMPUTER CLUB (add £1.50 p&p to each game you purchase. Please allow 28 days
or delivery).

Atari: Code 010 020 030 040 050 060
Amiga: Code 001 002 003 004 005 006
Please circle Code No of your choice.
MriMrsiMs: _Address:

RED HEAT
Code 020
£9.60
HAWKEYE

RUNNING MAN
Code 030
£9.60 .
MILLENIUM 2.2

Post Code:

Parent/Guardian Signature (if under 18)

MAIL ORDER Dept THO
6 Phoenix Avenue
"Il’ﬂl‘llﬂ
Port Talbot
13 ”
FOH ALL YOUR SOFI'WAFIE HEQU'HEMENTS W. Glamorgan
Tel. (0639) 894211 — 24 Hr. S. Wales SA13 2LS
Tel: (0639) 894211
TITLE 5T AMIGA TITLE 5T AMIGA TITLE 5T AMIGA
Airbome Ranger........... by R : Football Duresctor 0 1 13.64 13.64 Reaal Ghostbusiers s e 13064, 13.64
A Question of Sport.. Gauntlet Il 13 64 : Renegade 1364 16.79
Amiga Golbd Hits....... Garmani Wing L1364 13.64 Roadblastars F i 13.64 13.64
Archipaelagos ... Guerilla War L1364 BT Robocop........ b kit 13.654 16.79
Armmalyte........... Gunship. i 16.79 R-Type - 13.64 16.79
Baa...... iR Goldrunner | or |l ' 13.64 13.64 Rocket Ranger .. 16.79 16.79
Batman................. Gryzor . : i 13.64....... 16.79 Return of the Jedi . L1364 13.64
Bard's Talalorll ..... R : Ghosts and Gobling R k& 13,64 .16.79 Run the Gauntket 13.64.. 16.79
Hattle Hawks 1942 ... R o ITRR, | By - W ; Hostages . B il L1679 L18.79 BVF" ... il " X Phona....... Phone
[T At S ; ass Interceptor o R i e T 16.79 Shanob ; e 13.64 .13.64
Balance of Power 19890 1K+ R E 13,64 16.79 Shadow Gate ......... el L1678 AB.7T9
Ballistks.........ce-wceeres International Soocer ‘ 13.64 13.64 Shoat "am up Construction Kit. ..-16.78 16.79
Barbarian |l {(Palaca).... Incredible Shrinkmg Sphere . ] 13.64.. 16.789 Silk Worm Rt o ... 13.54 13.64
Batita Chass............. e e B T e iran Lord..... : 16.79.. 16.78 Space Harrier 1 ar 1l 13.64 16.79
Bia Challenge ............ Jack Micklaus 18 hole golf Xt Phione Phone Starglider | or |l L1679 C16.78
Bionic Commandao Joan of Arc : 13.64... 16,79 Shweak" 13,64 L1364
Blastercids ............. B4, The Krisial i 19.95 ..19.95 Shate or Dhe” L e AR 678 16.79
BUBCK LB ... cocrrimemrrecsis smumas e sssisasbstsssaaninarns 13.64........ Leaderboard Birdie 16.79 A6.79 Skataball 16.79 16.79
Blood Monay e TETH. Lagend of the Sword 16.79 16.79 ST Five Star 16.73
Bobuzai 16.79 L.E.D. Storm 13.64........1364  Slargoose 13 64 13.64
Buggy Boy 13,64 Lombard ALA.G. Rally 6.79........16.79 STOS ... 19.85.....
Bubbie Bobblea. . 13.64 Leathernacks = 1364 13.64 Speadball ... 16,79, 16.79
Carrier Commandar AB.TH Lord of the Rising Sun ..18.99 Super Hang-On 13.64. 16.79
Combat School 1364 Marnhattan Daealers 13 64 16,79 Sword of Sodan wnsrss VLB
Corruption 16.79 Menace 1364 13.64 Tangled Tales” Phone....... Phone
Cosmic Pirales 13.64 MicToprose Soccer 16.79 16.79 Tachno Cop... ... 1679 16.79
Custodian 13,64 1943 13.64. 16.79 Titles 5T ...28.98 ;
Crazy Cars Il 16.79 Navy Moves® 1364........16.79 Test Drive Lor I : 16.79 16.79
Cybernoid |1 1364 HMatharworld 13.64 13.64 Track Sud Manager .. 13.64 13.64
Dark Side" Phione Mightraider 13.64 13,64 Trivial Pursuit 13.64.. 13.64
Debuxe Paint il ; MNebulus 13.64 13.64 Trad ! 19.495.........19.95
Degas Elite 16.79 Operation Mepluna 16.79 16.79 Time and Magic 13.64.........13.54
Denaris. 13.64 Oparation Woll 13.64 16.79 Times of Lore 16.79 16.79
Dragons Lair 29.99 Outrun Europa® Phone Phone TV Sports Foolball.. 19.95
Dragon Ninga 13.64 16.79 Paperboy® 13.64........16.7 Littima ¥ 19 El‘.:-
Dauble Dragon 1364 13.64 Pacmania 3.64.......13.64 Victory Road 13.64 16.79
Dunigeon Master 1679 16.78 Pacland... 13.64 13.64 Vindicators 13.64. 13,64
Diriller 16.79 16.79 Phantom Fighter 13.64 Virus 13.64 13.64
Elite 16.79 16.79 Pioneer Plague g 16.79 Video Studio 92.00
Elimanator 1364 13.64 Power Play . 13.64 13.64 War in Middle Earth 16.79.........18.79
Falcon ... it e AB.T9 19.95 Populous 16.79 16.79 Where Time Stood Still 13.64... 16.79
F16 Combat Pilot. ... AB.TY 16.78 Powerdrome 16.79 16.79 WE: Le Mans 13.64 16.79
Femandeaz Must Die......... 16.79 16.78 Pools of Radiance 13.64 16.79 Xybms® 13.64........13.64
Fed of Free Traders....... 1995 19.85 Purple Saturn Day 16.78 16.79 Henon 13.64........13.84
Fish 16.79 16,79 Pufly's Saga 16.79 16.79 Xenon || Megablast® 16.79 19.95
Fire & Forget 16.79 16.79 Pramier Collection 19.95 19.95 Xenophobe Phone....... Phane
Forgotion Realms 13.64.........13.64 Pracsous Matal .. 16.79 16.79 Zany Goli : 16.79.........16.78
Fusion : 4 16,79 16.74 Aed Heat* 159.64 16.79 Zack McCracken i 16.79 . 16.78

We also stock a full range of 8-bit and console software. There are also many more titles that are not listed above. Software that is not yet
[ ] released shall be dispatched on availability. * software not released at time of going to press. Prices include V.A.T. and U.K, postage.
[A 24 hour dispatch subject to availability. We also stock a wide range of hardware.




THIS MONTH!

® Walk like an Egyptian in RICK DANGEROUS!

® LAST CRUSADE aid!

® Whip up a storm with TYPHOON THOMPSON!

TIPS

ROBOCOP

Ocean

Peter Johnson, currently
D taking a rest after finishing

the Amiga version, provided
these tips to get you off the mark...
Remember that all the attack
waves, and movement patterns of
the enemies, are preset — nothing
is randomised. With this in mind, it
doesn't take too long to learn
what's about to appear and get
ready to deal with it.

] "‘ﬂ

T

4

he infamous ED-209 takes be-
tween |2 and 20 shots to kill, and
all of these must hit in the head section - leg

shots don’t count. Keep jumping and firing
while in the air to hit ED in the head, and try to
knock him out before he reaches the far left of
the screen, where he causes the most damage.

v Tn deal with motorbikes, kneel

down and punch them as they
approach. As they go past, turn round and
punch them again to finish them off.

TN

-qw»mne:m ﬂumwmqﬁ g o gy o

v This situation requires speedy

reactions to get past with the
minimum of damage. Using your three- -way
firepower (which by now you should have
collected), shoot the bald guy's bullets before
they have a chance to explode near you, then
walk up to the stack of crates. Punch out the
first one, then take a step back and shoot the
grenade-thrower. You are now clear to break
open the other crate, which reveals a jar of
baby food.

:,E:-' “-*‘ “_ l RPN S Mo .

Om: of the most common types
A of assailants are those who
shoot at you from open windows. Most people
initially try to shoot them out, before quickly
turning tail and running away - but this
invariably results in RoboCop getting shot in
the foot. A much better method is to jump
diagonally forwards as you enter the criminal's
line of fire, allowing you to evade his bullets —
and you land in a prime position to shoot him!

. Alwars match the hair up first -

it's the easiest to do. The eyes,
chin and mouth are easy too, but some of the
noses and ears look very similar, so it can be
difficult to choose the right one, To match the
noses, concentrate more on the cheeks than
the nose itself, as it's easier to spot differences
in the pixel patterns.

. he more athletic criminals are

some of the most difficult to deal
with, and care must be taken not to allow
them to land on you, which causes the maost
damage. The best tactic is to shoot them while
they are in the air, as this is when they don't
shoot at you - if you have three-way firepower,
this is made a lot easier. The same tactic works
for the hurdling chainsaw-wielders on Level
Two.

v Yuur move, creep' To take out
the perp, aim your crosshair just
slightly away from him in the

direction he is moving. The ideal spot to aim
for is just over the hostage’s head.
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INDIANA JONES AND
| THE LAST CRUSADE

Us Gold
{ Tiertex's Donald Campbell
dons felt hat and leather
) jacket to guide you through

the ins and outs of the action
game...

. Befnre leaping from one rope to another, shin down the rope as far as possible. If you
don't there's a good chance of banging your head on the ceiling as you jump, and

plummeting to your death...

8v

. l:vel One sees young Indy
ttempting to rescue the Cross of
Coronado. Since much of this level takes place
in an underground cave system, light fades as
you venture deeper into the catacombs. This is
put to rights by collecting the torches that
adorn the cave walls. Torches don't last fore-
ver though, so it's necessary to keep hunting
for them so you have a fresh one ready to go
for when the one you're carrying runs out.

A\ruiding the Indian knife-
' throwers is easy = if you know
how. Stay out of his range (as on this screen,
just above him) and wait for him to throw a

Pl g pl e pld e gy pgtdyy

The second level is split two sections — the first is set in the uhderground tomb in
Venice and the second in Castle Brumwald, Germany. The’ objective of the first

knife. As soon as he's thrown it, run past him - section is to locate the shield of the Grail Knight which allows access to the second - along the way
you have a few seconds to do so before he your main priority should be to avoid falling into the muddy pits, as this causes more damage than
throws another one. the falling fireballs or the rats.

&l
¥
-

In the second section the object is to
% A reach the top of the castle by
swinging from ledge to ledge using the whip
and climbing trellises. You have to be economi-
cal with the whip, as you can only crack it five
times. Watch out for the lightning that loosens
sections of the trellis — the timer gives you an
idea of when it’'s about to strike.




 PLAYERS GUIDE |

The New Zealand
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hoice’s choice conversion of the cute Taito coin-op
has got kiwis worldwide in a flap. It’s more
addictive than a box of Trill but also more difficult to 3
finish. Fortunately help is at hand (or should that be G L

wmg—tlp?) with the team’s top tips. L Nem———

THE NEW
ZEALAND STORY

Psychotic Walrus loves fresh
kiwi — so much so he's kidnap-
ped Tiki's relatives and hidden
them in 20 multi-directional
scrolling locations, or Rounds,
spread even across five levels.
Only Tiki can save the 'kin day
= not to mention his "kin kin!

NN oanannanaerTTTreeT aid

falal PR R R B P R
T e LTy

AL i NI
TLTTILT e

et TTTLILITTTIT R e
LT LI L T M
T e

SERTRlata e utatatptatabgbgigbgign s

et atababataRatapabahanananpu aindnindalilabali

Lbdalad L1 L] i
Earabi hbini
Reangnpwine oo p

Babglaghunahpinings slelmlmlalalatutal

Bhniniminininta I T
IR AR LT T Bpbpngnpnbnaninindnpng

ARahaiabglpbye SEainiatalalele (L

R T

Pulmipiatafaisf g MMM

Balabulabahai; eleimlalae shslabalabatats

s 11 salbharinini

il afafabalaip? T

hatatabababye ilalan ShElal b i Ak
LBl BLELRLRL abidababing FHek et ;

it atatabar ERRPRREREREREge LI i@ i
Eplafubplagias, i i N AR ELELTA BRI R BN T WIELB ®

T |I...‘1I abi : :.:.' A :r:::i: | T I R WMo o
A T L LR LY L 11 T wlaluie ‘I'_l,.,' (L]

BRARARERENRREE shaln shibabat sPetalatpl sfafulals

hniminielnle stata ‘,“ u“,._. - !'I-".n-“-l' LTI -ﬂt ::.l.-_.'

I rmmer 1 - L P I M ::r:r.-

Bababubabnbhng IIF Ii III ‘_l.‘ shbi el PeFatulatalbals _i.I.F

BEinininininte I 'Ii"l-"r'r"n l:.l TP LN

BE R R R g g T L1 L T LMHLE .Ir'|.|

AsLeialag Wl ahibebah s sfal fal H

RRRNENNAE st T, a1 ial i LI B gtetat

LU T ItY i T T T ihieis
AT I T T T T T T T A PR PR P o or . LA ¢ o whelar Wil wiale |-ﬂn|;' .l-::I L!I-:
. bi o “Epate wle
W Wfapi
L]

" (T ' ataRy

Ry . I ' TR T 1.|.=b+.l
ke ’ e win o 11 by
e 38 o g T
afat » ] i » i o
1T 1 ii ¥
M Wt .' ... 'I' sfufale}
4, .' l'il. he Fatats

by
. i 1 RN L
el e ad LN ] il e



frdei afe; 0}
falat i

e lt;:l: H
oo oaladit ta

L A
AL H L HHH P
tetatatatatatalananatanange,
A O H T H T
H 1 fadete

rli!-! |

¥ ieg
fhlllll- shetetatats Jaje}
AtEtatate atihpngeidy  Bingey
Selafadeie.  gags IHHH
fefatatalatete  oliletatats
UL O FO SRR

TEDDY BALLOON

A smaller version of the MNor-
mal Balloon.

BALLOONS

Get around the Rounds in style.
Blast or bounce the bad boys
off their transport to go for a
ride. Some balloons fall to the
floor unless the joystick is
pushed up.

T ] :il;E-*.i i

An g @

METAL BALLOON

Can only be destroyed by a
Laser Bolt.

BALLOON

Tiki can jump on this and use it
to float in the direction he
wants. It explodes when shot.

7

PORCUPINES
Try to maintain a vertical
separation from Tiki until they
are directly above him, then
~ they descend.

RAT 20s '
Try to touch Tiki. Watch out.

REVIVING
BALLOON

Also has all the features of the
MNormal Balloon, but it takes
several shots to burst it

SHORT CUTS

There are a few dotted around. This one on 2-2 saves you going
round the houses. Jump from here, into the water, then swim
along the bottom of the 'pool’ (avoiding the Anemone).
Replenish oxygen in the gap along the way, then swim aorund
the end of the Round.

THORN BALLOON

Kills Tiki or the enemy when
they touch its thorns.

i W
DUCK BALLOON

Has all the features of the
MNormal Balloon but can also
squeeze into tight spots that
the Normal Balloon cannot.

TORTOISES

same height.
ELVES AND
CLOWNS

Move towards Tiki and thoot
at him when they are at the

Move about then stop and

UFO BALLOON

Fires laser bolts in the direction
it moves,




BOSSES

The walrus' bestest buddies are
also the biggest and baddest
and are found at the end of
each level.

THE ICE WHALE

He shoots crystals at Tiki
Shooting back has no effect as
his ice-coated body is harder
than the hardest thing ever. 5o
wait here to be scooped up and
swallowed by the Whale so
your battle can continue from
within, Only two drops are due
{dew?) to fall at a time, so you
can easily see which of the
three is least likely vo drop and
stand under it. Keep firing!

AUTOMATED
DARUMA

Shoots misiles from its sto-
mach. Tiki can kill it by dodging
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THE ROCK OCTOPUS

He's not quite as hard as the Whale, which is lucky as it means you
can jump on these platforms and shoot him lots. Watch out for
the bats which fly out from his nose — you can shoot them but
they are best avoided as you can continue to shoot the Octopus.
The bombs are best used here as you can send a stream of them
raining down from the highest platform.

N
SCORE : 947150

THE SHIP LEOPARD SEAL

A huge vessel map and main  The last Boss. Killing him ends
Boss character. This is one of  the game. He attacks Tiki with
the most difficult levels. a cannon, his body is invincible

and so to kill him Tiki must

the missiles and shooting the
beast’s stomach when its doors

shoot the balloon a number of
times.

L

are open.
SEA-URCHIN d

Travel in the water, bouncing ﬂ'—jd

back when they hit the walls. 5 ﬁﬁ
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long and he appears. An invinci- ‘

ble character that chases Tiki
until he catches him.
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‘ARMOUR' 2 : OTHER ITEMS -
LOVER NOT A ; Ao left behind by every
eighth ene
FIGHTER : g,
Tiki's armoury isn't very exten- g N F Y
i : up to stop the enemy
::.mnd :':ram::nl. but i:n: ; = maving for a time.
mission this m he " ehatat ghatabatibinInL :II-IHI"“'II
. needs all the help he can get. | .
Every creature shot leaves be- =
hind a piece of fruit, which Is L . 3
lected for bonus points. ~ —
Hapioer, oy S Snvooeyyy - = SECRET WARPS

sary shot leaves behind a Spe- 3 There are plenty of Warp
cil ltem. WATER' CARRY ON! ot P Carpt it i s
BOW AND ARROW Be precise with Tiki's underwater movements, as oxygen is in :;:::fh;r T:l:ﬂ*l shots
This standard weapon shoots short supply. His oxygen level is topped up by poking his head out er five hits become
to the left or right and is of the water. Holding down the fire button while up to your visible. Enter them to get
effective against most adversar-  WAist in water spits it out. Not only does this knock out any warped onto another level.  Destoys all creatures on
enemy in range but quickly replenishes your supply. Here's two to get you going..  screen.

=|-r=l_klill'|lr¥rll'lllllf¥l| . q.ﬂ“‘*‘,*'-.'..-“

R LR Y e

Tiki can throw the bombs to o[BSy 53
the Jfk o right. Thay axploda e S EE———— A [ Pick up all six letters for an

- 8 o W LA .
s e S ey

ROUND -2 "~ ROUND I-I

Stand here, face left and fire five times. Now fall to the floor Stand here, face left and jump POTION

before jumping into the warp (you don’t want to jump onto the while firing five times. = i
platform above) which takes you below this Round. m;mwrl:;ﬁt“;

touching them.
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ST AMIGA 5T AMIGA
Advanced Rugby Simulator..... 13.95 13.95 FIBN v s S st AT L L G QuestforClues ¥...........X..... 11956 11.96
Afterburner.....................c......... 15.95 19.95 Flight Simulator2 ..................... 27.95 27.95 s S L S S 1595 19.95
[ 1o ]| RS LR N 8l T Football Manager2.................. 1395 13.95 T pe SR o, E R e ---- 16.95
AIBEHD. ..o s 13,96 13.85 Football Manager 2 Exp Kit ...... 10.49 10.43 B BER . i ioviimssnsnabinaniinssiisss --- 1395
Alien Syndrome..........ouen. 16.95 16.95 ForgottenWorlds ..................... 16.95 16.95 Reach forthe Stars.............c...... === 16.95
Alpine Games.............cccreveenne.. 5,99 - Fright Night.......coommssmssinn. === 15.95 RealmoftheTrolls.................... 1395 16.95
American lce Hockey............... 13.95 16.95 FLBION: i ishmanisimiimivis.e 108 w1808 Ringside.........ccccceveecviinnrieseses. == 16.95
Archipelagos ........cccecieiinnneee.. 16.95  16.95 Galdregon's Domain................ 15.95 15.95 Roadblastar .....cc.iiv i e 808
BRI soniinrvisinsssssisbissiinissrsibnsris Domton 15,95 GameOver2..............cceveveneee. 13,95 13.95 e e o] S o WM 13.956 16.95
African Raiders .............ccoueee.. 1395 1395 Garfield (Winter's Tail) ............. 13.95 14.95 Runthe Gauntlet....................... 16.95 16.95
Alilen Legion........ececeecssssnsnss. ==~ 16.95 LE 1 [ § 1) - S O S |- | Rick Dangerous.........cccevveniinnns. 16.95 16,95
T g 1T e e T o IR | 1 Goldrunner2.........ccccccorriivienss. === 13.95 RedHeal..........cuiinicceiciinenses, 13.96 18,95
o - S S |- GUNBRID ..connviinstissimmiiiatsintnessassi LG, R 0. 05 Scenery Disc 7......ccinmrinnminnne. 13.95 16,95
£i:7s] e PO el bl | Gilbert Escape From Drill ......... 13.95 14.95 Scenery Disc 9

Battlehawks 1942...................... 19.95 19.95 Grand Prix Circuit ..................... 16.95 16.95 (American W. Coast)................. 13.95 16.95
Balance of Fower 1990 ............. 16.95 2095 Human Killing Machine........... 13.95 13.95 SceneryDisc11.........ccceceveveeeee. 13.95 16,95
BallIgix ...c..covinariinicesinirisiminess. 13.85 13.95 Honda RVF 750......................... PHONE Scenery DiscJapan .................. 1395 16.95
Barbarian2.........ccccccecvieevirnree.. 1395  16.95 Hellfire Attack .......................... 13.95 .- Scenery Disc Western Europe.. 13.95 16.95
BardsTale2.........cccceeeveviiininrene. 1695  16.95 Hit Discs Volume2.................... 1695 16.95 Scrabble Deluxe ....................... 13.95 13.95
BAtIMBnN....coiiiimiasiminimesnmmaginres 1395 18.96 Heroes ofthe Lance................... --- 198.95 SilentService........ccccccenrrivennneee. 16.95 -
=TTy g Al i WU EE T FR 16.95 16.95 HOBTBIYBE o v sarinasas 16.95 16.95 SkateorDID ..o 16.95 16.95
Bayond Zork......cmemmuiemennanners -.-- 16,95 Highway Hawks.............cccccesecee. === 13.95 Shootemup Con. Kit................ - 16.95
Blasteroids...........c...coceevivrenene. 16.95  16.95 Hyperdrome...........c.cccceicenrne. === 13.85 Speed Ball..........ccccccorveeneecneee.. 1698 16,95
BloodManey .........coccviiiennnees. === 19.94 Incredible Shrinking Sphere .... 13.95 Starglider 2 ...........cooiiicniiinneee.. 1698 16.95
BombDisposal ......................... PHONE International Karate + .............. 16.95 16.95 S. Davis Snooker.........cccccoeneneee. 13958 13,95
Bombuzal ..............covimmamnnnin: 13.85 13,95 IndianaJones ........ccceveeeeeeee.. 14.95 14,95 =1 (T pele] o ) (RO 13.95 -
Bormading.iat i e mints 20.95 Indiana Jones Adventure......... 16.95 16.95 o e T P L i e 13.95 1396
Bridge Player 2000.................... 1495 1595 | | 7% O S S . 8 T 7 DEVBGE . asonermitngsonssarnnsssgpasnassaas’ 1800 16,96
Bubble Bobble .......................... 13.95 - Joanof Arc..........oivminssneennne. 15,958 18,95 |l B R s T e sn
Battle Chess ...............ccccesri0nee. 1695 16.95 L R L S - © R E Strip Poker 2+ .......coommmmmeneene. 10,49 10,49
Battletach................corerrrurvninene. 20.95  20.95 JOLBIEN v rii e sisriesis ot | meem TR Strip Poker 2+ Data Disc 1........ 6.99 699
Bio Challenge............................ 1695 16.95 SAWE - cimensisin smisssninsmsnssssseaneannn. 1000 PHOMNE SuperHang-0n..........cccccceeuenn. 16.95 16.95
Basketball ............ccccccceicciennnee. 16.95  17.95 Jigsplll. . s P HE0R - SUPDBITEN .ccveoinmionn i snenisemanes 13.95 13.95
CastleWarriar..............iiiiiis PHONE PHONE Kennedy Approach................... 1395 16.95 Skweek...........cccoceevccveeerecnnnnre. 16,95 1595
Chaos Strikes Back ................... 16.95 Kenny Dalgleish Soccer ........... 13.95 13.95 SuperScramble............cccec....... 1495 14,95
California Games..........cccceeeeee. === 13,95 Kick O it i L 18.95 1985 SuperWonderBoy ................... PHONE PHONE
Chessmaster2000.................... 16.95 16.95 KIBEBL ..oevvetvanis cnsssimsmsiomisemresinness. === 20,98 TEE DRIV 2 . cxmio s vivmssassussisi anis -~ 16.95
ChuckiBEQQ .........sscrrmsesrrssssnces: 13.95 13,96 ICLITE ioteeesnrusarsnatne o radgriestress- 1000 * TDD0 Teanage QUeen .......... s 13.95 13.96
ChuckieEgg 2....ccccoeverierrrernnen:. 13.95  13.95 Leaderboard Collection Birdie. 16.95 16.95 The Last Trooper......cccccceeivinnn, 6.99 - e-
Computer Hits Volume 2 .......... -~ 13.95 Legendofthe Sword ................ 16.95 16.95 The Real Ghostbusters............. 13.95
Cosmic Pirate......ccceeurnsisnsersense 1395 16.95 Little Computer People............. 8.98 TimeScanner...........ccoecoeveerennn. 1695 16.95
Crazy Cars2..........ccccveerrirreirenne. 13.95 16,95 Lombard RAC Rally .................. 16.95 16.95 Typhoon Thompson................. 15,95 15.95
Custodian..........cceeeminiessronssnsss. 15.95  15.95 Lords ofthe Rising Sun............. -—-— 2095 Tom&Jderry .......ccccevvvevvvvvvnnnnnnn. 1695  16.95
Cybermoid ............cccoviemmieniiness. 13.95 - Licenceto Kill ...........c....reerrveenee. 15,95 15,95 ThelastNinja2......................... PHONE  PHONE
Cybernoid2.................ccccoveveee.. 1395 16.95 Manhunter New York .............. ---- 20.95 Thunderbirds......ouerersssiimesaanion 13.85 13.85
Dynamite DUX............coecvnreseenss PHONE PHONE Monopoly Deluxe...................... 15.95 15.95 VO B GBIV oo baeria v st svns PHONE PHOME
DAl Sia: e e E TR 1795 1795 Music Construction Kit ............. 8.99 Trained Assassin ............ccceecee. == 16.95
Daley Thompsons O.C............. 13.95 16.95 Might Hunter .........ccccooccevvvennee. 16.95  16.95 3D Pool Challenge .................... 13.95 -
Double Dragon ...........cceeienieee. 13.95 Night Raider..........cccccccoenisinnsen 13.95 Verminator.............c....c....e....... 16.95 -
DB i s i i ins s susnasans i ) EAE: # 716205 New Zealand Story .......c.coeeeene.. 1495 1695 Vindicators............ccoccoceiiineeee... 1695 16.95
Dragon Ninja.......c....ccoceecnvinenee. 15.95  16.95 Operation Neptune................... 16.95 16.95 VirusKilbar: ke A 859 B95
Dragon's Lair{1mb)..........cce.. ==~ 36.95 OperationWolf........................ 13.95 16.95 VOVBGBE:.....oonmmiermiommramnmrmneneennss. 16,98 16.95
Dungeon Master (1mb Amiga). 16.95 16.95 Poclamd .o lai it 1308 12,08 WEIBDIDS .i1cu v ssanssssmmsinssinmnsnasonss” 1B DG
8 he T o] AT N 16.95 16.95 Pacmania ....c...ccccceemveeeesennenee. 13.95 1395 WO i insivansnnsn osssissiassin. 10800 . 19,85
[ 1y ekl ek st A L 16.95 16.95 Police Quest2 .......................... 18.95 20.95 WarinMiddleEarth.................. 1395 13.95
Earl Weavers Baseball.............. ---- 16.95 POpulous..........ccccnmmssmismnsisnisness 18.95 18,95 Weird Dreams...........cccevveveene. 1695 16,95
ERCMHDUL .ok rirassssisnsattansnssiase - - =mgrn 2 D Powerdrome........cccccceevinnnene.. 1695  16.95 Wranglar ... 10049 1049
F1B Falcon ........cvismmasssssennnnes. 1696 20,95 Precious Metal........................... 16.95 16.95 Waterloo .........cciivciiinninccnnne.. 19.95 19,95
F16 CombatPilot............c.cooennui. 16.95 - PrIBCMY oot iinainiasasinibust amane o L RO 1] o T (e N o e PHONE PHONE
F16 Falcon Mission Disks ......... 14.95 14.95 Purple Saturn Day.......c.cccevveeanes 16.95 16.95 KABOLE ... irienrmemrrmmsrnmnsnsansnnrsennss 10:95 15,858
Faee G o i T -.-- 10,95 PROBIA...oiiinmrmiisiiesimmnes. 1585 1B.95 Xenon 2 Megablast................... PHONE PHONE
Fernandez MustDie.................. 16.95 16.95 Paperboy........cccccocecccicciensnncee.. 13895 15,95 Zak McKracken .........ccooerrnmenn 16.95 16.85
=8 e e O A SRR ey 1 1| b [lplane PR TE Ty | T It il NS ZanyY GOl i sasnssirenn 1595 18,85
FerrariFormulaOne ................ 16.95 16.95 Questionof Sport ................... - 13,95 ZOTR LB ui s binssemstensrssmsmmirn | e SR
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Phone: Call 0476 591040 24 Hour Service with your Access/Visa Details. I

All prices include VAT at 15%. All Amiga and Atari hardware available. How to order— Post: Send cheques,
PO or Visa/Access details to the address below.
TURTLESOFT Dept THO, Unit 3, The Old Malthouse, Springfield Road, Grantham, Lincs NG31 7SE.
Subject to availability, all items are despatched within 24 hours. ERDE.
Cheque orders require 7 days clerance. Just because you don’t see it - doesn’t mean we haven't got it — please ring for details
Please make cheques payable to Turtlesoft
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i’<]G-TEN LIMITEDEN
=] L
3 17 BIT & |
m 5 THE MAIL ORDER SOFTWARE HOUSE @
O AD Poo HE.I;E‘ "Tl_“ o - Eul :II}SIZI 18.50 :r 50
APH 1590 1590 — Lost Crusade 1590 {:-:D 550
z i:.l.q.h Figiier Ié: 50 :a :E 1-:.551\'.: :-JI:: "J'J".lc n :I:EEE 1% :_IE =
" : . AESE. #j@ B WEE 0@ o mp
Quality Amiga PD and ]w - i B oaE=. B R ]
= Bonkstall 16,50 i 1150 Hebuhs 1590 1550 15,90
Disc Mags. e, B B = B @ TQ
Eh":f::hcfumﬂif E E:F:I : : '-F':; , E_ g I;‘:! ”E\-c 18 ‘S: I :: :s"{_':'
] I T BT o ag 0R - ]
Cromy Con B 1830 1390 et 2250 :
_::-;:’;l:l - .I‘?.::U bl Lﬂ:ﬁl n ﬁls:cj: 2 1590 G
DO YOU WANT THE BEST B e i s o e T I R
AMIGA PD DISCS, THE LATEST| | : ih i e 2 B2 uwl
] E.'::m": : 5' Ef' : :1' i:: 18.50 }uw:c::lalf i 13 fl:l 1490 150
Emoric dinad i -9{_ i %0 s - :?Jr 18 ::H 15.9¢
A e I R Bhie B C.c)
Fli I-r Sirmulaion || EI I'HLZ: '.E'h‘;l 44,00 _:-‘:I": Hac IH:':J:_E |5;‘-'-*! -y
LT T 18.50 18.50 22.50 WerLin ! (i 15,90 -
Bl B T R R I
! Hedhoges 18.50 18.5 1850 rals
If so then 17Bit are pleased to be able to m” 8 e - ftmalee i
= . " Indiano Jonss 1B, Chs kvl I o8 5
supply you with just about everything you | g &= 8g uR o Fo
will ever need from the Amiga PD! poe i B ””HI
Wlth 429 d|SCS in our own series there IS SPECIAL OFFER. BUY TWO GAMES AND GET A MYSTERY GAME FREE!
: Ple ; s model, Please allow 14-28 days delivery. S - (2
bound to be something for everyone. All |G fe el e et despetched within 46hys. o P incisve UKEECBFFO.
discs cost just £2.50 each or £20.00 for 10 m Elvwhors odd £3.00 par fam P+-P. Maks chaques or P.O, Stering only) paycble o G-

g Send order to: G-TEN LIMITED o
DER' TONE 02, Freepost
UK/BFPO no need to add stamp),
A Sunnyside Terrace

G PACKST ? o Tol s A oS |
PD PACKS! or Tel 24hr Tolescles: 012008858 ' |
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Quickstart Il Pack (3 discs, membershi
y ck 8 discs, membership | . MICRO-TECH

TOP SELLER! . COMPUTER TECHNOLOGY
Amazing!! — Only £51] COMPUTERS BOUGHT, SOLD
AM-DEMO PACK AND EXCHANGED
AM-MUSIC PACK Second-hand ST & Amiga Software

Both of these packs contain 5 discs, 4 of the | & Plus all the latest titles

respective type and a copy of our disc- New shop now open at

magazine... plus membership to 17Bit. : ‘;fjl; tiﬁ?:g:-

s pack jUSt £10M (Inc P&P)' PC'S, XT"S_ AT'S, 286 and 386
s Sold and Network Systems Installed

Write or phone now for full listings of our | . 0323 411 391, 0323 412 19, 093 7% T70 ©

PD and the benefits we can offer you.
17Bit — ‘We’re that bit better
than the rest’

...as you will find out...

"
Baa RN u fp=
o et e i e e i o e e G

..................... "5t wmtu Ca e e e e e e e Re S

.....................................................

312" DISKS

EVEN BETTER DISKS — EVEN LOWER PRICES

10 xB'f:;DS.-'DD........_. £8.50 Ordering 100 disks or less?
25 x3%DS/DD........ £19.00  Use our credit card hotline.

1? BIT SOFTWARE PO BOX 97 50 x3%DS/DD........ £37.00 Access — 0742 726485

100 x3+%DS/DD........ £72.00

poei T 25 X3ib3mb. Ehtops bl ow WD drecton
TEL 0924 366982
| Wt bR |

1000 %x 32 DS/DD...... £599.00 0742 725353

SAME DAY DESPATCH. PRICES INCLUDE VAT AND NEXT DAY DELIVERY.
OUR DISKS ARE CHEAP BUT THEY ARE TOP QUALITY - LIFETIME GUARANTEED.

HARDWARE DISTRIBUTION (DEPT TO)
19 DIVISION STREET, SHEFFIELD, S1 4GE

0742 726485

Access and Visa orders welcomed over the
phone (24 Hours, answer machine after 5.30pm)
Orders Qutside UK please add 50p to all orders.

Membership has no obligations.

6861 Y3AWILd3S
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TIPS

RICK DANGEROUS
Firebird

After conquering the South
D American jungle last month,

Core Design takes vyou
through the perils of Egypt...
‘CHEAT" MODE
Enter POOKY on the high-score
table. Any levels completed can
now be skipped by means of a
novel level select feature.

| i g r 2
. Tr',r to walk under Ir.he hanging
block and it drops on you. Wait

to the left of it for a while and it drops
automatically, so you can leap over it safely.

But be quick — dawdle and you get crushed
against the ceiling.

. lassic Indiana Jones stuff here.

The platform above you starts
to descend threatening to crush you as you
crawl under. Getting across is easy in theory -
just keep crawling as fast as you can, but make
one slip and stop for even a split-second and it's
Ilghts out.

it

bl |

. I ook clﬂselr at the blocks on the stairway and you might spot the two which have
mall dents at waist height. Poking your stick into each of these triggers a spear —

one horizontal, one vertical. These can be used to kill the two arab guards. Lure the first one down
onto the stairway, and get ready to trigger the first spear. As soon as he's on the stair above you,
poke your stick into the block to fire the horizontal spear into him. Now make your way up to the
second dented block, and the second arab guard will be directly above you. Poke the dent to

trigger the vertical spear and see him off.

BREF PR W
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:

=

v ON'T go up the left-hand ladder
to investigate the ‘Ark Of The
Covenant’ at the top of the screen - if you do,
‘The Power Of The Ark' zaps you in a scene
reminiscent of the end sequence of Raiders Of
The Lost Ark (well, almost). Take the right
ladder instead and exit as soon as possible.

eap up onto the left-hand ladder

d climb up about half way.
Wait for all three arab guards to follow you up
the right-hand ladder, and once they're all
parallel with you, make your way up to the top
of the screen, touch the blue gem, and STAND
STILL. Strange cosmic rays are emitted which
kill the arab guards, leaving you free to drop
down to the bottom of the screen and exit to
the right.

st HEHor o SRS HTHR IS T T e A e e

. ump down onto this block, stand as

jl’ar to the right of it as possible and
fire your gun. This triggers a mechanism which
sends the block moving across the screen.
Stand on the far right of the block again, to
ensure it doesn't move away from under you
when it moves a second time. When it stops
again, quickly jump off and exit to the right
before the block slides back to its starting

position.

v ON'T jump off the end of this
platform = a spear trap awaits.

Crouch down on this block and wait. After a

while it drops to the floor, allowing you to exit

to the left.
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ynamite the wall and shoot the
sarcophagus. This releases a
mummy which walks away to the right, killing
the arab guards in its path. Immediately follow
it and exit.

ON'T touch the block at the
very bottom of the screen -
doing so is fatal. Instead leap over it and poke
your stick into the dented block on the left.

4

v To ensure you don't get impaled

on a flying spear, time your
jumps to the right so that the sound of your
leap is perfectly in synchronisation with the
sound of the spear firing. When you reach the
second platform, fire your gun to retract the
spike trap and exit.

4

could find yourself avoiding the spear but landing on the arab or vice versa. Jump as the spear fires
and as the arab is walking away from you, and you should miss the spear and land in good position
to shoot the guard. Walk off to the left, pushing right as you fall to avoid the spikes.

zontal line pattern act as hand-
holds, enabling you to climb certain sections of
wall. These tiles are invaluable on this screen.
Jump onto the tiles, and position yourself on
the wall exactly as shown. Then jump into the
floor recess to the left — but make sure you
land on the left-hand side — the right half
conceals a spike trap.

’ he wall tiles marked with a hori-

the left with one technigue. Climb the ladder
to the very top, and stand on the far left of the
platform. Then, while the guard is walking
away, walk — don't jump - off the platform and
duck as soon as you land. Landing triggers the
spear launcher, killing the guard.

A 4

ON'T fall straight down = jump
the gap and fall from the left.

here are two factors determining when you should jump here — the firing of the
spears and the position of the arab guard. If you only judge one factor correctly, you

. It‘s possible to do away with this
guard AND avoid the spear trap to
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48/128Bk cassetie
£9.99
® Spectrum + 3 disc £14.99
® Amstrad CPC cassette £9,99
® Amstrad CPC disc £14.99
® Commodore 64/128k
cassette £9.99
® Commodore 64/1281
disc £14.99
® Commodore Amiga
£19.99

® Atari ST £19.99
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he hero of US Gold’s conversion of the

CapCom coin-op is such an athletic all-

: rounder he makes Daley Thompson
redapatibibebbip
rata b b

S T look like... well, Gary Whitta really.
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trider is the ultimate war-
rior, and as such it's his job
to free a futuristic world
(some areas of which were
based on modern Russian
architecture) from an evil dictatorship
by battling throught five scrolling
levels.

Strider fights the old fashioned way

— he's not keen on clumsy random
laser guns, and prefers to do battle
with a samurai sword, which he draws
and swings with frightening speed.

‘ fter flying in on a futuristic hang-

glider, Strider limbers up and
the mission begins. The first level is pretty
easy, and provides useful practice to master
the techniques you need in the tortuous later
stages,

G Suider's main source of grief i TIERTEX
- hordes of foot soldiers. A quick
sword swipe sees them off, but on later levels
they are accompanied by hardy flying gym- lectrenics Engineer Donald Campbell and Doctor
nasts! Of Physics John Prince decided to forget about
quarks and neutrinos and instead set up Tiertex
together. The two-streng company's first projects
were for the now-defunct Artic Software, but soon
after that they got their big break when they signed
to US Gold. The team has since produced a string of
coin-op conversions for the company, including Roll-
ing Thunder, Street Fighter, Last Duel and Thun-
derblade and more recently their first film adapta-
tion, Indiana Jones And The Last Crusade.
Strider was arguably Tiertex's toughest conver-
sion project to date, so how did the Mancunian
marvels go about the job? Dr John was the project’s
head honcho, handling all the programming himself,

& ECOAE: 00DE00
TIHEOS1 02|




‘ Stridtr‘s strength is his flexibility -

he's not limited to running and
jumping like yer average hero. His athletic
repertoire includes hanging by one hand from
beams and girders, shinning up walls and a
spectacular back flip that sends him flying
across ravines,

CapCom is understandably wary about revealing its
coin-op secrets, and so John had to base the
conversion on lengthy playing sessions on the coin-op
as well as a video of the game being played through
from beginning to end,

The graphics for the ST and Amiga versions were
created by digitising the coin-op's sprites and back-
drops onto an Amiga, before transferring them onto
Degas Elite on the ST and touching them up by hand —
a task performed by Tiertex's resident graphics bods
Andrew Ingam and James Clarke. The sound was

Everr so often Strider comes
‘ across a huge super-nasty - but it
doesn’t necessarily appear at the end. This
metallic snake is encountered half-way

through Level One.

v mall flying droids occasionally

appear above Strider's head -
smashing them with the sword releases a
crate, which is broken open to reveal a power-
up, the most useful of which is a double-length
sword. In addition, crates are found abandoned
along the way — often the power needed to
complete the next section is left exactly where
you need it.
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forces complete with snarling panthers.

ungle japes from Strider in Level
Three. The enemies are nastier

A

and attack in greater numbers, so he uses the
vines and tree branches to his advantage.

he second level’s setting is a snow-capped mountain range. It's difficult enough here
just to keep your footing on the icey mountainsides, let along defeat the enemy

v‘ Strider takes to the air in Level
Four when he battles aboard a
huge floating spaceship. Rotating gun turrets

provide problems, and there's an array of
suitably mechanical mashing machinery to get

produced by music man Mark Tait using an Akai
X7000 sampling synthesizer and a Steinberg 24 track
recording package running on an ST and interfaced by
Midi.

The entire project took just over six months to
complete. But what of the months to come! “We're
not sure yet," says Donald. “We should soon be
working on another licence for US Gold.” Any
particular coin-ops that the lads would like to have a
crack at! “We'd like to try doing a racing game,”
Donald admits. “I'm a big fan of Final Lap and
especially Sega's Super Monaco Grand Prix. Were
we to convert that, we could make good use of some
of the technology we developed for the Thunder-
blade conversions.”

Many of CapCom’s coin-

,ops sport huge sprites,
and Strider is no excep-
tion. The graphics have
been shrunk down in
the transition from coin-op to Com-
modore, but their definition is of suffi-
cient high gquality to make them easily
recognisable to those familiar with the
original. The quality of animation has
also been trimmed, unfortunately, so
Strider now shuffles instead of struts.
This aside, it's good to see that both
gameplay and sound have survived the
conversion intact. Strider plays at a
slower pace, but since all the level
maps and alien attack patterns have
been converted faithfully, all the tricks
and tactics that worked in the coin-op
work just as well here. Sound, too, is
authentically reproduced — it's not the
tunes themselves that impress as
such, more the coin-op guality ‘instru-
ments’ used. Coupled with some
speech and cameo pictures which
appear between levels, an authentic
coin-op feel is created. Tiertex has
done a commendable job of recreating
all the thrills of the arcade original.

PRICE £19.99
RELEASE DATE Out Now
GRAPHICS 78%
SOUND T9%
PLAYABILITY 80%
VALUE T2%

OVERALL 80%

There's very little to dif-
ferentiate this from the
Amigaﬂ incarnation -
even the sound is
almost identical. As you
might expect, it's a two-disk job, but
very little swapping is required so
gameplay isn't affected too much.

PRICE £19.99
RELEASE DATE Out Now
GRAPHICS T8%
SOUND 89%
PLAYABILITY 80%
VALUE T8%

OVERALL 80%

Tiertex is
beavering away on
CGA and EGA versions,
and both are scheduled
to appear in October at
a price of £19.99,

currently
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1999
13 650
1695

16.99

18.898
13.99
13.88

B.89
13.88
16,88
13.88
16,56
16.88
13,656
13.89
13,59
16.849
13,99
3.9
16849

ST AG Fifi COMBAT PILOT 16.99
a0 POOL 1386 13599 F1B FALCON 16.99
AIRBOANE RANGER 1660 1699 FALCOM MISSION DISC 13.99
ARCHIPELAGOS 1655 1699 FAST BREAK 18.99
ASTARUTH AMGEL OF FEDERATION OF FREE
DEATH 1655 MA TRADERS 15 .55
BALANCE OF POWER 1880 1680 1699 FIFE BRIGADE
BARBARILAN 2 16,99  MA (I MEG AMIGA) Hs
BATTLE CHESS 1669 163939 FOOTBALL DIRECTOR 2 13,59
BATTLE HAWKS 16.5% 1699 FOOTRALL FAANAG r_Jn 2 13.99
BRIAN CLOUWGH'S FOOTBALL MAMNAGER 2
FOOTBALL FORTUNES 288 NIA EXPANSION KIT 8.99
CALIFORMNIA CHALLEMNGE FORGOTTEN WORLDS .89
(LK) GALNTLET 2 1399
CARRIER COMMAND GRAND MOMSTER S1LAM 1399
{ H_‘f—"""‘ CARS 2 GRAND PRIX CIRCLUIT A
DEGAS ELITE GLINSHIP 16.98
DELLIXE PAINT 3 HAWKEYE MR
DENARIS : HIGH STEEL 1398
IH'IUFfl_I DHAGON HOLLYWOOD POKER PRD 13,99
IJHAI'_:JN MIRLIA 1. 5% KEMMEDY APPROACH 16.98
CURGECOMN MASTER i HENNY DALGLISH 13,99
DUNGEON MASTER EDNTOR 6909 6089 KICK OFF 13,98
ELITE 1699 1655 KULT 16.99

B‘nsl and packaging on all orders under £5.00; overseas orders add £1.50
OLVERHAM
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We welcome customers at

SOFTWARE CITY
1 GOODALL STREET

WALSALL
Tel. 0922 24821

LEADERBOARD
COLLECTION
L.E.D. STORM
LEISURESUIT LARRY

LEISURESLIT LARAY LOOK

FOR LOVE
LICENSE TO KILL
LOMBARD R.A.C. HALLY

LOADS OF THE RISING SLUIN

MICROPROSE SOCCER
MILLENMILIM 2.2

NAVY MOVES

NEW ZEALAND STORY
HIGHT HUNTER
OPERATION WOLF
PERSOMNAL NIGHTMARE
POPULOUS
POWERDRDME
PRECIOUIS METAL
[CAPTAIN BLOOD

SUFPER HAMNG ON

AG VERSION CRAZY CARS

PREMIERE COLLECTION
[ZYHAPS, EXOLON

EEMDON
ARKANCHD 2 5T YERSION

SOFTWARE CITY

3 LICHFIELD PASSAG
WOLVERHAMPTON
Tel. 0902 25304

SOFTWARE CITY

59 FOREGATE STREET
STAFFORD

Tel. 0785 41899

E

SOFTWARE CITY SPECIALS

NEBULUS & - ACADEMY 490
METHERWORLD) 19.89 19.99 ACTION SEFAVICE 4,55
LJ'.IE& TIOM OF SPORT 13658 139849 AETEABURMER A
A-TYPE 1308 1898 ARCHON COLLECTION A
HED HEAT 1309 1698 ARCTIC FOX .59
RED LIGHTING 1999  NA ART PARTS 1 OR 2 MA
FICK DANGEROLIS 1699 168.80 BARD'S TALE 8.0
13898 16.09 ROBOCOF 13.98 1699 CAPTAIN BLOOD N
1399 1399 ROGKET RAMGER 16,96 16849 ELBAINATOR 699
1388 1359 ALN THE GALINTLET 13.88 16.99 FOUNDATION WAST 6.99
FRLUINMING MAN 16,95 1699 HELLBEMT ey
|f:"3":'| WA SHDOT "EM P HOSTAGES Y
1389 1399 CONSTRUCTION KIT MA 1080 KING OF CHICAGO Ty
16.98 1669 SILKWORM 1399 1369 LEATHER GODDESSES OF
Nk 15.59 SPEEDBALL 1899 1800 PHOBROS 4.90
1686 16.99 STARGLIDER 2 1699 1660 MARBLE MADNESS 699
STORY S0 FAR (lARL MICKEY MOUSE 6.90
WARRIORS, BUGGY BOY BAINDSHADOW 4.9
BATTLESHIPS & ICE OLTRUN 699
PALACE) 1399 1369 PHANTOM FIGHTER MA
399 SWORD OF SO0AN NA 1669 RAMBO 39,99 MA
18.68 19.99 TV, SPORTS FOOTRALL NA 1989 ROLLING THUNDER A
16,98 1699 TEST DRIVE 2 WA 158G SIDCARMS A
1669 16.99 THUNDERBIRDS 16.98 1609 SKYCHASE A
TIMES OF LOWRE 1695 1669 SKYFON 2 i 55
TRACKSLIT MAMNAGER 13.88 1389 STREETFIGHTER 9.69
(I 16,98 1659 THREE STODGES M
13,68 WULCAN 1388 WA WORLD CLASS
16.98 WAR IN MIDDLE EARTH 1398 1359 LEADE RBOARD 699
WATERLDO 16.99 WORLD TOUR GOLF 609
WEIRD DREAMS 16,95 1899 IYNAPS 499

All orders sent first class within 24 hours of receipt, subject to availability. Make cheques/POs payable to Software City. Please add 50p for
per item. Address to SOFTWARE CITY, 3 LICHFIELD PASSAGE,

ON WV¥1 1DZ. Produce this advert 1o recelve the above discounts, 30% off RRP on any software not listed.
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MEGASAVE FANTASTIC SAVINGS

5T AMIGA PC ST AMIGH P
1200 1450 13090 1650 ROCKET RANGER 1990
1580 1580 1580 1650 R-TYPE 1350
1345 1645 1480 1450 RETURN OF THE JEDN 1180
60 1450 1300 AL THE GAUNTLET 1350
1500 1590 Lk ) FLINNING MW 1590
100 1390 138 ALVF. HONDA 1650
a0 1450 15890 501
1580 1690 1655 SHTEM UP CON KIT
1580 SHWEEK
1680 5 DAVIS SNOORER
1550 SWORD OF 500N
1680 SHMNOE
SILIOWDIAM
SOCCER (DCEAN)

HILLSFAA

HUHSE RALING
HOSTAGE

HAWHEYE

HEM

DA JONES §
INTERCEFTOR

NTER KARATE +
JALK MICKLALIS GOLF
JANS

JOAN OF ARG

JANY CENTRE EARTH
KENSED'Y APPROACH
K DLGSH S0CA MNGA

30 POOL

AL TIN FIHT
AFTERBLURNER
AIRACHNE HANGEH
ANGEL OF DEATH
APE

a0

1380
ARCHIPELAGS 1900
1850
11590
11.80

Hha
a0
1580
1350
1350

1680
1250
1690

20 1180
1490
100
1200
0
1590
A0
1380
1450
1590
1290
1350

1380
L4
1690
1350

1550
BATTLEHAWES 1690
BEACH VOLLEY
BEAST
ELACK TIGER
BLNCE OF PWR 1580
ELOOO MONEY
BLODOWYDH
BUMBEH
BUFFALD BILL
CALIFORMA, GAMES
CAME FROM DESERT
CARRIER COMMANT
CASTLE WARRICH
CHARIDTS OF WRATH
CHUCK YEAGER
CIRCUS ATTRACTIONS
COMFLICT ELIRCPE
CRATY CARS )
CURSE AZLREBCRD
(R SHE
DATASTORM
[ENARS
DEJA WU 2
DUNGEDN MASTER
DREAM JUHE
DOMNATOA
LOLELE [l
DAAGON NiMA
DWAMITE DL
EWP STAKES BACK
JTE

e
BEO0
1280
e
a0
ik ]

1290
1380 1650
1590 1AL
1680 6
1890 1A
1280 1
1650

1660
1690
1360
1m0
1500

STAR WARS TRLOGY
STARGLIDER I
STEALTH FIGHTER
STEKGA

STAR WARS
STORMTROOPER

LEGEND OF SWORD
LEISURE SUT LARRAY 2
LECWRARDO'S

1430
1350

]
1690

1580 1
1580 1
1580

1130
1550
10590

250
I 1480
1690
a0
10

1250
1750
18590
1450

SUPER WORDER BOY
TALESPN

TARGHAN

TEST DAIVE 2
THUNDERCATS
THUNDE RBIACS
THUNDERELADE

THE CHAMP

THE KRISTAL

THE GAMES. (Wirler')
THE GAMES: |Summar)
TIEER RDAD

TME SCANNER

TMES COF LORE

TOM & JERRY

TOTAL ECLIPSE

THIV P NEW BGNNNG
TRCK 5T MANAGER
T SPORTS FOOTEALL
LTI

ULTIMATE GOLF
S
UNTOLCHAR S
WERMMATOR

WIALES

WOYAGER

WHALANTIE
WINDICATORS

WAR MID} EARTH
WATERLOO
WLLNGTM WATERLDG
WEIRD DREAMS
WICKED

HENOH B
KENOPHOBE

YBOTS

ZAE, NCHRAREN

15T CVER GERMANY

1250
1590
1380

B TANK PLATOOM
M. BEACON TYPING
MICROPROSE SCCR
MLLENNLM 22
MOMETER SLAM

MR HELI

MUHDER N VEMICE
HAVY WOWES

HEW JEALAND STORY
HIGHT HUNTER
OUTALM

OUTALM ELROPA
OVERLANDER
OPERATION WOLF
PASENG SHOT
FERS NIGHTWMARE
PHOBIA

190
1560
1380

1780
1380
pel]
1
1]
a0
(3]
1580

1380
Lik]
180
150
1580
1450
1650
1550
1650
1150
1150
1590
1650

1850
1580
1480
EYES OF HORUS 16890
F QO MESSION (5K
FALLEN ANGEL
FRRTAVESION
FERAAR FORMULA 1
i FGHTH (FALCON]
Fi COMBAT ALOT
FOOTRALL DA 2
FOOTBALL MNGER 1
FOOT MAN 2 EXT KIT
FORGOTTEN WORLDH
FED FREE TRADNNG
GMUNTLET 0
GARFIELD WINTER
GEMN WING

GIANTS

GFRAND PREX CIRCLI
GLMNSHF

HATE

PIRATES

POOL OF RADWNCE
PACLAND
PATMANA

POLICE QUEST 1
POPULOLE
FOPULOUS
[PROMISED) LANDS;)
POMWERDFOME
PFRECHUS METAL
PREMEER COLLCTH
OUWATZ

FAINBOWY ISLANDS
FUANE W WARFI ¥
REC LIGHTNG
ROAD BLASTERS
REAL CHOSTEUSTERS
RED HEAT
REMEGADE 1

FICK DANGERCLE
FINGEIDE

MO0 1950
11.80
180
1500 1
168

13590
1450
1350
1650

ra0
SE00
L]
a0
1580
1590
1580
2050
1330
1350
13890
1350
15890
1450

T40
16480 1
1850
1980
1580
1550
1580
2600
150
1380
1380
i
160 1590

1280 1450
ROBOCOP 13090 1850 1590

Il @rdgr Only. In Bl laread In. per . ISEas B

Mail 0 cluded Greal Britain. Add £ item EEC. Dve add £2 per it

Fast service, send chegue PO to: Megasave, Dept T0, 49H Sutherland Street, Wictoria, London SW1 WAJI

12500
1060
11.90
1400

a0
15M0
1m0
tRED
4 K
1280
L1

HAWK
HERCES: OF LANCE
HiGH STEEL

15090

Please send for free list of new releasas on Amstrad, Atan ST
PC, Amiga, Commodore and +3 state which kst

ST AMIGA PC

1850 1390
1600
11.00
e

15 00
1580

16 f
1990
1390 1
1190

1620 1
1250 1
1180 1
1550 151

1150 115
1180 1

1950 701
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COMPUTER SALES
AND REPAIRS

All types of home computers; Amstrad,
Sinclair, etc. - repair prices from £7.00 inc.
VAT and post and packaging and three
maonth guarantes. Also available:

Sale of Amiga and Atari Computers spares,
software, cables, peripherals, etc.
Tel: (0702) 618455 for immediate estimate.

THE COMPUTER FACTORY, Analytic House,
Unit 18A, Grainger Road Industrial Estate,
Southend-on-Sea, Essex 552 5DD

VL
| SOFTWARE EXCHANG
SNEP used or completid Amiga programs. FREE
IF. The aconomical way i) Sarve your

M
. Don't leave programs on th shelf collecting

dust. Gel replacements to suil your tastes in sofware
fior & fraction ol the cost of new programs. How? - Just
sand a SAE for full detasts to:

UK Software Exchange Club (THO)
15 Tunwell Greave, Sheffield, S5 9GB

AMIGA PD SOFTWARE write to 37 Stelch-
worth Drive, Boothstawn, Warsley, M28 4FU,
Manchester, England. Over 250-300 fitles all
£2 50 each including P&P. Enclose S.AE.
for complete list.

ATARI AND AMIGA PROGRAMMERS re-
quired for a wide range of work. Excellent
payment rates for high quality work
Please write to: P. Downey, Fairbanks,
School Lane, Great Leighs, Chelmsford,
Essex, CM3 1NL.

GAMES AMIGA, TV Football, Rocket Ran
ger, Geldregons Domain, Leatherneck, De-
tender Crown, ST, Captain Blood, Tarror-
pods, Barbarian, Starglider, Arena, Guild
Thieves, Terramex, lkari, Indiana, Pool, Brat-
tacas, Each computer £50.00 the lot. T.
Jackson, 3 Princess Gardens, Maybury,
Woking, Surray.

AMIGA PD! Join the fastest growing club.
Free membership. £2 per disk! Send stamp
for details and list to Am-Am PD Software, 23
PEgmaad Road, Delabole, Comwall, PL33
SAP,

CHEAPEST ATARI ST PUBLIC DOMAIN IN
BRITAIN! Yes, it's true, From just 75p. Also
huge discounts on commercial software, Noe
membership fees, no hassle. Send an Ad
SAE to: Paradise Computers, 9 Westfield
Crescent, Brighton, Sussex, BN1 8JB.

ST/AMIGA FANZINE Secior 16 |ssue 2 is
out now! Featuring a graal new digitising
service and growing PD library. Send 75p
and a stamp to 160 Holloway Road, Cowley,

Oxford, OX4 201

FPHHONE

KATFHRYIN

INOW O

ATARI ST PHOTO
DIGITISING SERVICE

HAVE YOLR PHOTOS DIGITISED AND SAVED TD
BI5K IN BLACK & WHITE, OR ONE OF FOUR
COLOUR TINTS

£0.45 PEA PICTURE FOR BLACK & WHITE
£0.50 PEA PICTURE FOR COLOUR TINT
FOR MORE INFORMATION AND ORDER FORM, SEND SAE TO

ST DIGITISING
80 Marford Road, Clapton, London ES 8RD

16/32 P.D.

PUBLIC DOMAIN
FOR THE ST

Large Selection
Prices start from £1.00

Send A4 SAE with 25p stamp for
catalogue or £1.25 for catalogue DISK
with extra goodies to:

35 Northcote Road, Strood
Kent ME2 2DH
Tel 0634 710 788

‘e hawss an all round selechon of deis FORE HIRE. Apply now and
T pncd Il hour gamees rea, Agnurd 1 500 dfferent ongenal hifes.
Fior Full detaiis send a slamped adfressed areio) of ephons

ATARIST AND

AMIGA SOFTWARE WCA BUSINESS SYSTEMS

Wi afler g wide range of software for the Commaodang
Amiga and Aari ST machines. All the labes liles al
competitive prices. Wi also shock 8 wide rangs of
joyBhicks and penpherals
HARDWARE

Amiga ASD0 with 1.3, Phaton Paint and Modulator
368,95

Tunsday 1o Friday, Tipe-1pm
LOW ATARI PRICES

ALan 520 STFM £E299.90 post free + 15 digks.
Amiga ASD0 al only £379.90. Post fres.

BEST QUALITY DISKS Arasi 520STFM Explorer Pack E200.00
Top quaiity uniabelled 314" double sided disks Atari SM124 12° High Resciution Monitor £140.95
Th o £12.95 50 for 54,95 DISKS
25 lor 120.85 100 fof £99.85 10 unbranded Top Quality DSDD £9.99

10 Goddmaster Disks D500 £14.99
10 Maxell Disks DSDD £20.99
10 TDK Desks DE/DD £23.89
AN prices include VAT and Camage
Fowr your free catalogue confact us stating make and
madal of machine

WCA BUSINESS SYSTEMS

Dept TO, 295 Peniel Green Road. Llansamiet,
SWANSEA SAT 9BJ. Tel: (0792) 772745

Happy Discovery cartridges for the ST
Iy £168.90 or £319.90 for 2

£10 meduction on Happy Disoowery cartidge if onderad
bedora 3181 Saplembar
Lisis inchude bll'_lll.lmﬂg up all 5T Safwane o dabe

Ted: (091) 528 6351 Prop: P Taylor

THE GAMES SHOPPE

We also sall paripharals for both machines, eg

Abso limited number of ST games at £8.95 each

ATARI S.T.

Games for HIRE or PURCHASE
TRY before you BUY
At least 15% off all software
Guaranteed Oniginals
Life Membership
Plgase enclose LARGE S AE. to:-
Cum-Com Software
P.0. Box 101, Ashiord,
KENT TN23 2W0O

2nd year of trading
Aari 5T's from £270
Commodore Amiga's from £360

printers, disk drivis, monitors, etc

Please send SAE for full price list fo:

THE GAMES SHOPPE
2 Crawford Village, Upholland
Lancashire WNG 80P

16 BIT PROGRAMMERS wanted to get
together to exchange techniques and to pool
ideas and resources. Phone Mike Sadler on
947 4206 NOW

“BETTING GAME" Horse racing PBM. Ex-
citing, realistic, addictive, trophies, cash pri-
zes. Starter pack £3; Turns £1.50. "Greal
Game™” (S.P. .OW.); "Excellent” (G.J. Man-
chester). M_J. Gibbard, 15 Broadwalers Ave-
nue, Thame, Oxon.

AMIGA PUBLIC DOMAIN SOFTWARE
£2.25 per Disk or £20 for £10 inc. P+P, for
full list send SAE to V. Pike, 23 Elborough
Hoad, Moreden, Swindon, Wilts, SN2 2L5S.
Tel 0793 618343,

CHEAPEST IN BRITAIN! Public Domain for
Atari ST from 75p per disc. New catalogue,
100°s of new bargains! Send A4/5 SAE to
Paradise Computers, 9 Westfield Crescent,
Brighton, BN18 J13.

AMIGA CONTACTS WANTED w swap
large selection of PD and other software.
Send your list to Harvey Ellis, 20 Summit
Drive, Woodford Green, Essex, 1G8 8OP

TEXT ADVENTURE GAMES for Atari
STFM. Trials of Kronos or The Adventurer £5
g@ach inc. P/P Cheques or P/O's D. Geay, 34
Hunters Hall Road, Dagenham, Essex,
RM10 8JD.

01-251-6222

= CLASSIFIED COUPON "™

All you have to do is fill in the coupon below including your
name, address and telephone number and send to:
Classified Dept, The One, EMAP, Priory Court, 30 - 32 +
Farringdon Lane, London EC1R 3AU.

Maximum 30 words. Your advert will appear in the earliest |l
possible edition.
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Name: o'l
Address: P

el “r 3

Have you included the fee of £6.00?
Make cheques payable to EMAP PUBLICATIONS LTD

CONDITIONS: : :

The Advertisement Manager reserves the right to alter, reject or
suspend an advertisement without assigning any reason.
Advertisements are accepted subject to approval of copy and to
the right of the Advertisement Manager to alter, reject or cancel
any order without explanation. The Proprietors are not liable for
any loss from any cause whatsoever, nor do they accept liability
for printers’ errors. The Advertisers shall indemnify the Publishers
in respect of any claim, cost and expenses arising out of any
libellous or malicious matter or untrue statement in any
advertisement published for the advertisers, or any infringement
of copyright, patent or design therein. The placing of any order will
be deemed to be an acceptance of these conditions.
EEEEEEEEEEEEEEEEEENS




TYPHOON THOMPSON

Domark

> good way to pick up Sprites and

avoid enemy fire is to fly under-
water. This is done by tilting forward as much
as possible and then igniting the turbo booster.
While underwater you can still collect Sprites
and are safe fromm most types of Flyer — but
there are certain kinds which will follow you
under. To return to the surface, fire your
weapon.

‘ Or'n:e you have destroyed all the

Flyers and collected all the Spri-
tes, a circle of red lights flashes around the
Treasury Dome in the centre of the village. Fly

over any one of these lights to exchange your
captured Sprites for the artefact you are after.

v he Lapper is the nastiest Flyer of
all — it can fly both above and
below the water. It pauses when it gets close to

you and then suddenly rushes towards you. It
destroys both you and your jetsled on contact.

TIPS

v he easiest Flyer to beat is the
Bumper. These simply bump in-

to and spoil your aim, but they also follow you

underwater and knock you to the surface.

shebalalsfayeis
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v he Forcer is protected by a repel-
lant forcefield which pushes you
away from it. It isn't particularly dangerous,

but it's difficult to hit as you have to shoot
from long range.
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v w-:-mpers bounce across the wa-

ter towards you, and if they
come into contact with your jetsled, you're
history.

M‘.i;’ %
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uckers pull you towards them,
destroying your jetsled if you get

i
A
e

A common problem is that when
' a Sprite is released from its
Flyer by shooting it, there’s precious little time
to capture it before it returns to its pod. To
overcome this, lure the Flyer as far away as
possible from the village and shoot it there.
You've then got plenty of time to capture the
Sprite before it can get back to the village.

e ik

pitters fire at you constantly.

A They are most accurate if you

stay still, so keep on the move to confuse them.

. Bubblers act like Spitters, so the

same tactics apply, ie: keep
changing direction to avoid their bullets, but
watch out — when they die they release a
barrage of bubbles in a last-ditch attempt to
kill you.

SILKWORM
Virgin

ST only. When the high score
D table appears during the

attract mode, press C to re-
veal FAT MOUSE'S CHEESE
MENU, which can be scrolled
through to reveal the name of just
about every kind of cheese imagin-
able — except Gorgonzola. Exit the
menu, start a new game, and dur-
ing play type in GORGONZOLA to
activate the ‘cheese mode’ and
trigger plenty of cheesey effects,
such as turning the bouncing
bombs into red edams and replac-
ing many of the game messages
with ‘edam’. But there's more to
this cheat mode than cheesey hi-
larity. Hit C while playing to add
extra credits!

NAVY MOVES

Dinamic

level, as supplied by Steve
Williams of County Durham:
T786169.

SAVAGE
Firebird

The codes to the second and
D third sections:

SECTION 2: Sabatta

l: The entry code to the second

SECTION 2: Porsche

I
E

NEXT MONTH!

® WEIRD DREAMS help (honest!)
® RICK DANGEROUS part three!
® 3D POOL trick shots!
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Fiendish Freddy.

Fiendish =

A artoon-quality graphics and

slapstick humour characterise
these alternative circus games. At the very
start you gasp in horror as the bankers and
lenders Dewey, Chetum and Howe slap the
final notice for a $10,000 repayment into the
fat ringmaster's hands.

ail to raise the right amount of
readies and the Big Top o' Fun
becomes Fiendish Freddy's personal building
site.

hd
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indscape’s Big Top
O’Fun certainly isn’'t
fair... as Gordon

_ Houghton found out when he per-

appropriately named

he Big Top is in danger of
closing down — and we
can't let that happen, can
we children? That's why
tonight's performance had
better be something special.

In this game of high finance and high
wire acts, there are two protagonists.
In the Good Corner we've got the fat
ringmaster, who has to raise enough
money to keep the Bit Top erect and
maintain his supply of doughnuts, And
in the Bad Corner is Fiendish Freddy, a
clown whose sinister leer hides a male-
volent scheme to ruin the circus for
good.

. The high wire is packed with high

anxiety: not only do you find
yourself attempting to balance and walk at the
same time, but some clown keeps trying to

knock you off .
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fter each event a panel of five
ker-razy characters indulges in a

A

bit of mutual throttling, judges your perform-
ance and awards cash accordingly. This is then

automatically added to your running total.

— il .
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ine up the net correctly, load up
ith the right ammunition and
set the cannon to the right angle and you might
just make it to a soft landing. Otherwise the
choice is between a crushed skull or an explo-
sive experience as you're corked in by the
devious disturbed dastard, Fiendish Freddy.

<

A ike all the events, the high diving

ires only a little skill but a lot
of concentration. As a musclebound hulk with
a moustache, your task is to plunge from
increasingly high platforms into ever smaller
targets. On the way down you're awarded
money for performing one of eight macho
poses at the right time, but you also have to
beware of Freddy in his chopper, who blows

you off course onto a hard landing.
good sense of timing and basic

v joystick movements are all you
need in the juggling event. Drop an object
before the time runs out and the dastardly
clown tosses you a bomb, reducing you to a sad
pile of ashes. Keep juggling for 45 seconds
though, and you move onto the next stage,
earning even more money!

‘ Intruecartmnylu.numgeu

hurt if they’re hit by a knife thrown
by a careless contestant. But if you can avoid
treating this bulging bimbo like a dartboard,
points are yours for bursting balloons as the
wheel spins.

i FourT
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Most computer gameas
avoid wusing humour
partly because of the
premise that, even if
the joke is funny once,
it won't ba funny after continual play-
ing. Fiendish Freddy more often than
not proves an exception to this rule.
Some of the presentation sequences
become a mite tiresome, but the quali-
ty of the animation coupled with the
subtle variety and quantity of visual
jokes used maans you won't get bored
for guite some time. This humour is
reinforced by a wide variety of silly but
catchy tunes; one for each event and
others for individual scenes. The game-
play behaves more like a string of
demos in which you take part rather
than a game which requires guick reac-
tions and a constant test of skill. Its
lastability is none the worse for this,
particularly when you play it with
someone else (up to five people can
take part), and because there's always
the goal of earning $10,000 to strive
for. There are a couple of drawbacks:
the multiload and disk-swapping is a
pain, particularly if vou haven't got at
least a couple of drives, and the price is
no joke either. It's not an essential
purchase by any means, but it's well
worth a look if you want a good laugh.

PRICE £29.99
RELEASE DATE September 14
GRAPHICS B87%
SOUND 88%
PLAYABILITY T0%
VALUE 60%

OVERALL 76%

L
The Atari incarnation is
currently nearing com-
pletion In timea for thea
same September re-
lease date as its PC and
Amiga counterparts. Priced at £29.99
it's likely to be every bit as entertain-
ing, although the fact that it comes on
five (count ‘em) disks may dampen the
appeal.
»—

Fiendish Freddy-style
fun and frolics awaits
would-be MS-DOS ring-
masters on September
14th. A hefty £34.99
price tag comas with this 10 (!) disk
package, which caters for both disk
formats with seven 5" and three 314"
disks — all compatible with CGA, EGA
and VGA,
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1: :Il_-'{: . Bir linaghanon 15w Lot
Pack Includes:
AS500 CPU, Mouse, P.S.U., T.V. Modulator, Very
First Tutorial, Workbench 1-3, Basic, Extras and
Manuals.
PLUS POSTRONIX BONUS PACK
Wi }H i H {\.'\' i' H.t L:‘“ which includes 10 Blank
Disks, Disk Storage Box, 10 Excellent Games, Mouse Mat,
Mouse Bracket (Mouse Holder) Deluxe Paint.
300 ()(
-i; .j(" ’ i & ﬁ ‘, ; # £5.00 post and packing
/ A = o \ ' T , :
| AMIGA 500 pLus DISK DRIVE AMIGA 500 + 1084S
. Instruction Manuals, Extra Disk, Workbench 1-3, 3 .
g The Very First Tutorial, T.V. Modulator, I-"lemn STI“JRR ()/
Paint, Mouse PLUS additional Amiga Compatibl T
Disk I)ri:'-z: and 10 Hla:n}: E‘:::I:'-. AR C()IJUIJR \I()N[ l ()R
£A/ 'l} ”“ + £5.00 post (including the LA AN \ !,'_z" ;
}"4.1 4 BV ALY ilndpuu::::;. f\!‘f‘ligll 500 deal) "i.'»'i ) y ) § I"r
+ £10.00 post and packing
; ald & -
1084S STEREO/COLOUR
MONITOR - £950 ()()
Compatible with PC, Nime' S WUV
Amiga, Cb4c, C128 + £5.00 post and packing
MPS 1200P VI
+ £5.00 post and packing
The Commodare MPS1200P printer presents the state of the art in dox matrix printers, w ith all the features of a printer that {\ ;
would cost much more, The MPS1200P is designed to be like three printers in one. It can act just like an Epson FX printer, or Q*\ i
with the flip of a switch, it can act just like an [BM Graphics Printer with [BM Group 11-1 character set (Damish/Norwegian % ,_-_\\‘;‘*'
character set) support. It can also print all the characters available with the Amiga in the Amiga configuration. The MPS1200P ‘;\\ '
m is capable of all the printing functions you would expect, as well as some additional features you may not expect. A\'l](" A 1010 DIQK DR[\TF
3 - ~ N ) T Al  fs k LL
% hIPS 1300(' (‘OIJOL]RI R]‘\TE‘R "’* ; %.:;i)i Jw;"il*«;.*: Amiga 3.5" external drive. Capacity 880K
™ A. TECHNICAL CHARACTERISTICS S b oracuod wekivs PLUS FREE DISK { ] 4(} 99
m PRINTING TECHNIQUE ....oveenns Impact dot matrix (9-needle print head) ; STORAGE BOX & - ..
A DRAFT MODE ...ccnnmvnmnsnsssassnsis — matrix: 9vertical dotsx (5 + 4) horizontal dots; — print speed: 120 char/s, at 10Vchar in 10 BLANK DISKS + £5.00 post and packing
< TABULATION SPEED ................2char/s
o
~0

PRINTING DIRECTION ............. bi-directional, with optimised head movement J AN/ :
PRINT PITHES ........corvounsesneness L0 charfin to 24/charfin programmable from line, andin SET-UP mode ‘%50 1 R 3\ ) l g’ | { 9 9
LINE R s b b mensi _ 1/6in (4.3 mm), UR(3.17 mm)and 772 in (2.4 mm): —n/216in and n72in. P A.C K L i 4 % i
CHARACTER SET ......ooveivsrarnnsad ASCII characters and special characters. it . + £5.00 post and packing
MAX. PRINT LINE LENGTH .......40top 192 characters, according to print pitch selected. 512K for the Amiga .
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THIS TOPICAL GAMES
COMPENDIUM OFFERS A TRUE

SPORTING CHALLENGE

Pack contaans; Chdc Computer 1530
Dhatasetie, Quickshot Jovstick, Matchpoini
(Tennss), Saooker, World Championship
Boxing, Draley Thompsons Supertest,
Hypersports, Basketball, Matchday 11,
[abey Thompsons Decathlon, Basket
Master, Track and Field

PLUS POSTRONIX BONUS PACK

: _F AN EXCELLENT PACK PROVIDING
|nm+n'.'.m T, . HOURS OF ENTERTAINMENT FOR ALL

lrnlnnjh! T T r

: THE FAMILY
Pack includes: Cde Computer 1530 Data Cassette, Quickshot 11 Joystick,
Personal Hi-Fi, Commodore Juke Box Audio Tape (10 Hits), Yamaha
SHS 10 FM Drigitald Kevhoard with Midi, Ghostbuster, Rollanoand. Tau Ceti,
Apent X11, Surprise Crame.

Plus: POSTRONIX BONUS PACK OF £100 OF
FREE SOFTWARE

ony £199.99

o
o
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OF £100 OF FREE SOFTWARE . + 250 pot and pacing
L] ] t
i'-tl 49- )9 A GREAT DOUBLE THEME PACK
O . OFFERING THE BEST OF HOLLYWOOD,
PLUS A COMPENDIUM OF T.¥. GAME SHOWS
1541 11 DISK DRIVE PACK Exap, iam Vv, P, Ramo.Tp o, vy S Cots.
Pack includes: Blockbusters, Bullseye, Trivial Pursuit, Krypton Factor £149 99
1541 11 Diisk Drive, 10 Excellent Disk Games, 20 Blank
i s g Plus: POSTRONIX BONUS PACK (N1} L:

Disks, 54" Diskette Storage Box. AND GEOS! OF £100 OF FREE SOFTWARE £5.0 post s packig .

£169.99

4 £5.00 pos! and packing

Pt : SEIKOSHA
ICONTROLLER A) 1750 RAM EXPANSION MODULE FOR CBM 128 PRINTER
Icontroller is semi permancntly Simgly phug it mto the expansion port on vour CBM 128 and 512K Bytes of Compatible with most
miounted on your computer console. sddional Ram are available makes of Commaodore
Joontroller leaves bands on fhe B) 1351 COMMODORE MOUSE compaters. Features
keyboard while executing h"’fj" The Commosdre 1351 Mouse is contraller desigmed for use wih the CEM 64128, variety of fonts including s
. g B & i C} 1764 RAMEXPANSION MODULE FOR COMMODORE 64 graphics and near etter qualiy, reverse printng, talics, * (3. o
£l ; 99 How do you get a tetal of 320K Ram on yous &4, just phag in the 1764 Module. tractor feed and paper seperator, Comes complete with serial :‘;-1 .\9 ' U{]

£149.99 5£19.99 c£99.99 =

All praces + £3.00 post and packing

SLIK STIK JOYSTICK
CONTROLLER

Compatible with Atan Computers.
Atan Games System. Commodore.

£6.99 RAM DELTA DELUXE
MICROSWITCH JOYSTICK
Compatible with Atan computers and
Video Games Machings. Amstrad PCW
(with adaptor). Spectrum

CHEETAH 125+
Compatible with Spectrum
Commodore. Atan 2600 Video
Svstem, Atan, Amstrad PC
Amstrad.

£8.95

STARFIGHTER
Compatible with Sinclair
Spectrum, Commaodire. Atan
Computers. Atari 260 Video
Games Systems,

£14.95

COMPETITION PRO 5000

Compatible with Commasdore 64 and

- B i TACS Vic 20. Sinclair ZX Spectrum (interface (with adaptor). (v
CHALLENGER DELUXE o RS s b £0.99
Compatible with Spectrum {with s i e ¥ -
aptional interface ). Commadore. JOYSTICK £ 1 .L {):ﬁ
Atari 2600 Video System. Atari Compatible with Atari.

Commodore.

£13.99

Computers. Amstrad computers.

£4.99

TAC 2 CONTROLLER
JOYSTICK

[-l.'ﬂﬂ[it.ati-l:l!{' 'A'lth_t'funmmjnn' o4 \[]{‘H{} HJ"L"‘ Dli‘e“ "Tl[lll-TI
and 1'r|.t.' 2. ."l:[HTI Computers. FUNCTION JOYSTICK

Atari Game Systems.
it Compatible with Commodore. Commodore

£10.99 294,95

NENA EEEEEN |
- ONLY AVAILABLE FROM POSSRONIX LTD 2 L P

A whole new range of innovative C64OLDSTYLE  £6.99 § -_ . ’
computer covers, made from C64C NEWSTYLE  £7.90 b e )
durable clear plastic. Designed to : 7 e I : T TS il ' -
fit your computer perfectly ... not AMIGA 500 {;J 99 - | i | %
only safe from dust but also all ATART 5205T 1.9,99 &N [F YOU REQUIRE A FREE CATALOGUE PLEASE TICK | | w
forms of accidental damage. ATARI 1040ST £9.99 P ——y— Luel g & E

AEREEEEREEEENEES . 0 —
LARGESTOCKS OF SOFTWARE & ACCESSORIES FOR ALL 16 BIT, $ BIT COMPUTERS - ALSO e R T Y el e .
ALL MAJOR GAME CONSOLES - PHONE (0604) 791771 NOW WITH YOUR REQUIREMENTS, LLLLLL R I 5

OFFER APPLIES TO UK. ONLY. OVERSEAS ORDERS CHARGED AT OVERSEAS RATE.
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FUN FROM DOWN UNDER]
THAT WILL HAVE YOU STANDING |

O ON YOUR HEYD |

i il il

SPECTRUM

8.99

CBM/AMSTRAD

9.99

ATARILST

19.99

AMIGA

i ) a"dul'
4 4 ; , i

AITO'S ARCADE HIT §
ONTO YOUR MICRO SCREEN WITH
A BURST OF ZANY ACTION.

: Wally Walrus has captured his tea - 20 of Joey Kiwi's friends from the New
“§ Zealand zoo, and if Joey doesn't rescue them all by tea-time they'll be stuffed,
| served and swallowed at Wally's table. Joey has to search Wally's domain which is
just how you would expect it to be — FAT with danger!
Armed only with a bow and arrow, Joey can accumulate more weapons
along the way. Beware of the malicious rabbits, boomerang throwers,
deadly frogs, blood-sucking bats and many, many more villainous

Mmm .

6861 Y393 Ld3S




elphine’s latest sees Brian Nesbitt

wielding his weapon with precision
and grace in a mission to save a dying
King and his land.

evel One is a stroll down the subterranean passage that leads to Zandor’s castle.

This Corridor Of Death is filled with deadly bats and grabbing hands - not to
mention a large golden snake and a not-so-jolly green giant. Both of these beffy beggars spit
fireballs, and it takes a timely sweep of your sword to send the destructive orbs flying back.
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shadow of

hangs over Pacifia, the
Land Of Peace. Its king,
Edelred, is about to die,
poisoned by the evil
wizard Zandor who wants to rule sup-
reme. Enter Edred The Brave, son of
Edelred and a warrior to be reckoned
with. Only he can save both King and
Kingdom from certain oppression by
destroving Zandor — but not before

acquiring an antidote.
You control Edred in his journey

through four levels of differing game-
play stvles bafore a Ccnfrﬂ-ntaticn with
Zandor (seen here on the title screen).
The journey back home's no picnic

s
2

he Subterranean River isn't the

swimming in. Not only are there Rocks Of
Death to negotiate, but killer goldfish to fend
off and falling stalactites to deflect — swifty use
of your shield is the order of the day here.
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’ he mighty dragon Olisos stands

between you and the third level.
Your best bet is to unleash a barrage of spears
in its general direction while dodging the
beast's long arms and avoiding the fireballs it
spits,

n t last, a fight to the death with
. The antidote is within
reach, although he’s none to keen to give it up

and so throws evil spells in your direction to
prevent your beating him with your sword.
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4 he end is in sight. Level Four is

much the same as Level Two,
and sees you doing battle with Zandor's guard:
the monstrous Jibba.

Castle Warrior is slick
and polished, with
music to stir the soul
and graphics to
astound and amaze. It
looks like Dephine was attempting to
produce a more interactive and subse-
quently playable incarnation of the las-
er disc coin-op Dragon’'s Lair. Full
marks for trying but the end result is,
unfortunately, lacking. There are only
six sections, which wouldn't be such a
problem if each had more depth and
playability — but they haven't. Section
One doesn't last wvery long, which
actually isn't so bad as the action is
slow paced and not varied enough to
enthrall. The spear-throwing antics of
Section Two are even more limited and
uninteresting, and while the dodging
and deflecting involved in Level Three
is somehow reminiscent of the first
section, your reflexes are put to the
test so the going is more enjoyable.
And so it goes on (although not for
long). Most of us yearn for a more
interactive form of ‘movie’, but maybe
this sort of game should be left to the
memory abundant laser disc systems.
Or maybe we should make software
more like games and less like movies.

PRICE £24.99
RELEASE DATE Out Now
GRAPHICS 79%
SOUND 81%
PLAYABILITY 64%
VALUE % 58%

OVERALL 61%

Anyone familiar with
Delphine's debut Bio
Challenge will know
that the team has the
talent to minimise the
differences betwaeen different versions.
Castle Warrior is no exception — well,
apart from the fact that it comes on
two disks and costs £19.99. It should

‘_ be out now.

The news for MS5-
DOSers is... well, this:
Castle Warrior won't be
appearing on IBM PCs
and its many many
compatibles. Sorry 'bout that, but the
PC isn't such a big noise on the other
side of the Channel.
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THE ADVENTURE BEGINS WHEN RICK DANGEROUS, SUPER HERO AND PART TIME STAMP COLLECTOR IS IN DIRE PERIL, ARMED ONLY
WITH HIS TRUSTY SIX SHOOTER, A STICK AND SOME DYNAMITE, RICK CRASH LANDS SOMEWHERE IN SOUTH AMERICA. HOW LONG HE CAN
SURVIVE ISUPTO YOU.

RICK DANGEROUS IS AVAILABLE FOR SPECTRUM AND AMSTRAD, CASSETTE AND DISK PRICE £9.99, £14.99; COMMODORE 64, CASSETTE
AND DISK PRICE £9.99, £12.99; ATARI ST, COMMODORE AMIGA AND IBM PRICE £24.99.
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FIREBIRD, UNIT 1, HAMPTON ROAD INDUSTRIAL ESTATE, TETBURY,

(C) 1989 CORE DESIGN LTD. GLOS. TEL: 0666 504326,
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ANCO SOFTWARE LTD., UNIT 10, BURNHAM TRADING ESTATE, LAWSON ROAD,
DARTFORD, KENT. Mail Order by Cheque, Postal Order, ACCESS or VISA.
Telephone No.: 0322 92513/92518. FAX No.: 0322 93422.




hat’s your vector Victor? Atari’s sit-
down driving simulator houses enough
hardware to run an average house - so
what chance do the incredibly realistic 3D
graphics have of making it to your bedroom?
Gary Penn takes to the road to investigate...

L

onverting Atari’s superfative driving

simulator is no mean feast, what with

the coin-op boasting multiple maths

processors and 256 colours on screen,

Obviously a dab hand with wvector
graphics is needed to accurately capture the original's
look and feel on |6-bit. 50 who better than the man
responsible for the near-perfect conversion of Arari's
vector-based shoot ‘em up Star Wars, Juergen
Friedrich.

German-born Juergen started his computing career
in 1982 — partly as a student of computer science and
partly as a leisure activity. His first computer ever was
a Tandy TRS B0, quickly followed by an Apple lise, on
which Juergen wrote his first commercial programs —
a RAM disk utility, a graphics package, and finally a
Computer Aided Design package. It was while
Juergen was developing his CAD utility that he first
came into contact with vector graphics, now his
trademark.

"I developed an experimental routine to move
vector graphics around the screen in three dimen-
sions,” Juergen explains. “When this routine was up
and running, | realised it could alsg be used as a game. |
was a Star Wars coin-op addictat the time, so to put
my routine to the vest and | converted that from
memory."

With a virtually complete |6-bit conversion of Star
Wars in his mitt, Juergen payed a visit to Domark,
who had just acquired the Star Wars licence, The
rest is history.

Since then, much of Juergen's time has been spent
converting Star Wars to other machines — he's
recently returned from the states where he put the
finishing touches to the Macintosh version. “While |
was in 5an Francisco | visited the local arcade and got
hooked on Hard Drivin’'. It appealed to me because
it's more of a simulator than a racing game. There's a
tremendous amount of skill invelved just in keeping
your car on the road, let alone complete the course in
time."

Suitably inspired, Juergen jumped at the chance to
convert Hard Drivin' when Domark offered it to
him, but was initially wary of the prospect of making
the jump from wireframe to filled vectors. “The
maths is a lot more complicated where filled vectors
are concerned. |'ve been able to use a couple of the
vector routines and the maths from Star Wars, but
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the rest I've had to develop new techniques to deal CHUOSE TRANSMISSION TYPE
E’EH EEY TO STAET TURN KEY TOD START

with the filled vectors.”
Juergen started banging away on his ST in March,

first developing the core routines or ‘skeleton’ of the
game in C, and then filling in the gaps with Assembly
Language, which, in Juergen's opinion, gets the
speediest results.

At first the conversion was based purely on
Juergen's own experience of the coin-op, but then
more recently Atari provided a wealth of reference
material. “Atari has been a great help,” admits
Juergen. “They sent me all the original graphics,
exactly as they appear in the coin-op but in Meochro-
me format, plus a 250K database containing the
layouts of all the maps and positions of the objects.”
It's this data which has contributed to the accuracy of
Hard Drivin’ on |6-bit.

Understandably some compromises have been
made... Since the coin-op boasts 265 on-screen
colours Juergen had to ‘trim’ the graphics a bit by
losing 240 colours from the palette. A few elements :
of the scenery have also been removed to make the =
game run as fast and as smoothly as possible. Gone, for
example, are the tufts of grass, which you don't tend
to notice anyway. And gone is the huge train — but
that’s about all (the cow that moos when you ram it is
still in!), Most importantly, juergen's managed to
successfully recreate the general lock and ‘feel’ of the
coin-op.

The ST version is almost complete, with a few
objects to add along with a few presentation pieces
which Juergen plans to have included by the time you
read this. “The action replay set-piece that occurs
when you have an accident will be easy to incorpo-
rate. The thing with vectors is that they hardly take up
any memory — most of the graphics are calculated, so
there's room for plenty of presentation.”

But what of the Amiga and PC versions! Juergen
anticipates that the vector side of Amiga Drivin' will
be a tad slower than the ST. “The Amiga's CPU is
slightly slower than the ST, and | can only use the
blitter to create smoother movement on the bitmap
graphic background scenery. It's not suited to this
kind of application.” The PC versions on the other
hand are set to support CGA, EGA and VGA graphics
modes.

ST T i | S - A ————————— -

. Befure you get to race you get to choose whether you want to drive with automatic or .
manual gear-changes. The original coin-op screen is on the left.

st i
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he course map, with yellow flags
m to show check-points and a red
flag to show your position before your fuel ran
out. The 16-bit version of the screen is on the
right.




TR tari's original graphics (seen R he MNeochrome graphics are con-

L

& here on MNeochrome) for the verted to load into Art Director
dashboard (left) and the mountain range  (Juergen's favourite graphic tool), then re-
(right) are in a resolution four times higher duced to a more workable size - but still the
than that of the ST! resolution is too high to handle.
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write-offs, but any high-speed ok = &
prangs are replayed from a more remote
viewpoint, just to rub it in a bit.
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oth dashboard and mountains are reduced further to fit the 5T’s screen. The loss of
resolution creates a crude-looking display, so Juergen decided to use his original,
hand-drawn-from-memory version instead. The mountains on the other hand, look fine, although
close inspection reveals repetition in the design, which means these graphics can be trimmed

"INSTAN
Bl further... by creating ‘building blocks’.




SOUND

ound is another of the coin-op's notable aspects,

its array of effects less of an "afterthought’ than
other racing games. None of your sampled flymo
buzzing to represent the road of an engine — oh no.
The coin-op features a realistic engine hum,
screeching tyres, explosions and mooing ('), which
further enhance the feeling of ‘being there'. Conver-
sionwise, sound is being handled out of house, but it
looks like most of the sounds will be digitised from
the coin-op.

GRAPHICS

t's hardly surprising that the arcade machine’s so

smooth and realistic... with six processors at its
heart, including two 68000-based chips, one Texas
Instruments graphics chip, which is solely responsible
for manipulating the polygons, and a 'DSP" chip
capable of performing a l6-bit multiplication in a
single second (which makes it around |00 times faster
than the ST or Amiga). All this hardware means the
coin-op can display around 400 polygons every 30th of
a second.

Hard Drivin® scenery is actually built from “build-
ing blocks'. Over |50 objects are used in total, some
of which comprise over 300 vectors (points). More
130 are included in the conversion, and Juergen
reckens anything between 20 and 30 are displayed on
screen at any time. His program can handle up to 50,
but then the processing begins to slow down a little.

Apart from the filled vectors, there are a few
bitmap screens involved — like the dashboard, and the
mountains which scroll horizontally in the back-
ground. Atari supplied these in Neochrome format,
although this wasn't quite as convenient as expected —
the resolution of the coin-op is four times that of the
ST.

As far as the filled vector objects are concerned,
Juergen used Atari's database for accuracy. However,
with some of the objects featuring over 300 vectors
and 100 polygons it became obvious that something
had to be done if the car was to move at more than a
few miles an hour. So, Juergen removed any extra-
neous details (the occasional headlight, every other
road marking and so on), which meant that the
graphics actually used in the conversion feature
roughly 50% less vectors to manipulate. Also, to
speed things up further, Juergen’s using twe versions
of the same object — version one features less detail
and is used when an object is far away, which means
there are less points to manipulate. As the object
draws nearer, a second more detailed version is used.

sing Atari's database of object .

definitions in conjunction with
an ‘editor’ program modified from the actual
game routines, Juergen could reconstruct with
relative ease the sections of road and other
scenery which are bolted together to form the
environment - the cars and the like are objects
in their own right. Each object is drawn in a
‘join-the-dots and colour it in with crayons
after’ method, ie: built from a number of
points, or vectors, from which the individual
shapes, or polygons, are defined.

uergen uses his own |é-colour

'Jpalette to give the objects a grea-

ter air of solidity. Now all that's left to do is

remove any extraneous shapes so the game
can run at a worthwhile speed.

Cnlour is applied to the polygons
to create a more solid construc-

tion. Unfortunately, these are based on Atari’s
original colours, which don’t look so good as
Juergen has only a fifteenth of the palette to
play with.

he dots are joined to create a
wire-frame representation of
the object in question. The highlighted (red)
shape is the polygon currently being edited.




MOSCOW'S TOUGHEST DETECTIVE. CHICAGO'S CRAZIEST COP. |
THERE’'S ONLY ONE THING WORSE THAN MAKING THEM MAD.

MAKING THEM PARTNERS.

The heat is on ... and the chase is in full cry as East and West join forces to m
hunt down a Soviet drugs dealer. The two detectives; one Russian, one
American have very different methods of capturing their prey, but together
they face the worst of Chicago’s underworld — street fights, the
‘Cleunhauds gang, gun fire — the hottest film tie-in to date — it's all
action with stunning graphics — feel the heat — RED HEAT.
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» THIS IS THE CLIMAX ...

THRILLING ACTION THROUGH TIME AND SPACE

When a guy loses his girl — he loses his mind! Now, in the Final
Chapter, Renegade must summon all his strength and lightning
reactions as he chases his girlfriend’s captors through time itself. Fight
" against neolithic man, mediaeval knights, and the tormented undead

b from within the tombs of Ancient Egypt. Your quest finally takes you
. BEYOND the present — to a time you'll never forget! ... but
remember ... your girl wants to see you alive!

- 9 EXPLOSIVE EVEN'I'S

- JET SKIS - HOVERS - QUADS - BUGGYS - THE HILL -

2= METEORS - SUPERCATS - - SPEEDBOATS - INFLATABLES
' : Hot from the Television series — the foughest, most exciting, multi-
"~} machine assault course to hit your screens! Simulating the skills of
4 controlling the Jet Skis, the speed of the buggys, the sheer guts and
stamina required for The Hill and much, much more!
Run wild — Run The Gauntlet!

Ocean Software Limited - 6 Central Street - Manchester - M2 5NS - Telephone 061 832 6633 Telex 669977 OCEANS G

ACTION RATING-99%
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Open the door to the unknown.
%mn the door to Carfax Abbey god you
will Surely meet DﬂZEﬁ
As Ham Burger You are h
e something evil and sinister on a
frightening and exciting journey into the
world of ghosts and demons.
| OOZE - Creepy Nites is not just a new
| horror Adventure from Dragonware.
OOZE - Creepy Nites is a satirical homage
to the genre that sets a new standard
of Computer game excellence.
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'SOFTWARE SUCCESS MARKETING DRAGONWARE PRODUCTS - MERIMPEX Ltd
Alban House, 24A White Pit Lane, ===y Am Schriigen Weg 2, 9490 Vaduz,
Flackwell Heath, Nr High Wycombe, | | Principality of Lischtenstein
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EMOS! Yes, demos. Demonstrations of
what programmers or machines are
mﬂﬂmmd
talent — musical, visual or technical. A means of
expression or promotion. An entertaining alter-
native... Each month we feature a selection of

demos available - preferably on the Public Dor

animations and hear your Send
30-32 Farringdon Lane, L
unless a suitable stamped, self

h happy tunes, luﬂ:lﬂﬂltmﬁlﬁ'-
feel left out. Two recent examples include a disk full
of digitised stills from Asterix And The Magic
Cauldron (complete with a burst of sampled music
from the Asterix television series which is played with
each picture). And, more impressively, five ‘paintings’
from Dutch artist Henk Van Der Graaf (see over
These super screens were drawn on DPaint ...

esting to: DEMOS, The One, Pri r y

e: we can’t guarantee to return

is ;upp-ied

el

(el




d ¥idi-ST, this fan-sational demo
te with its own mini-video of The
ion, skins pounding and axes grinding.
‘S'Express seem popular with programming pop
pickers at present. The group's chart smash Superfly
is the latest “cut’ to make it to 16-bit, courtesy -~
.of a sampler, Microdeal's 5T Replay and The Lost "
Boys.
‘Stop the press. What was that?' 4
Prince, that's who... doing the Batdance no I'::l -
Gary Fenton's Bat-demo features a sampled rendi
of the bat-perb song of the film (which is fine, apart
from the occasional hiccup) and a visual display with
stippled images bat aren’t overlaid as inventivelp as
they might have been to create some im.er;uing
effects. Bat bat's no reason to give this a miss Bat-
uraly. ]

#

R 4

od sounds of S'Express and Iron Maid
c an PD, 16 Conrad Close, Meir Way,
Fi:r K - ﬂ.




KICK OFF an
SCORES WITH REVIEWERS "

sSsTAR
PLAYER

PLAYING IT IS EASY-MASTERING IT WILL TAKE TIME-A LOT OF TIME
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: ANCO SOFTWARE LTD., UNIT 10, BURNHAM TRADING ESTATE, LAWSON ROAD,
DARTFORD, KENT. Mail Order by Cheque, Postal Order, ACCESS or VISA.
Telephone No.: 0322 92513/92518. FAX No.: 0322 93422,
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PIXEL PATTER

ullfrog is well known for its foray into three
dimensional space, with such shaded games as
Fusion and Populous. 50 | asked Glenn
Corpes, programmer and graphics artist, what he
could tell me about getting graphics to look solid.
PS Will you talk to us about graphics?
GC Well, | have to say first that I'm not doing
graphics anymore . ..
Er, Why!
Because | don't think I'm good enough. And
besides | like progamming better,

5o who's doing your graphics from now on then!
A new bloke | just finished interviewing. Ha's
brilliant.

Goodness, if he's better than you, hadn't we all
better buy dark glasses for the next game!

ow do you make flat objects look nice and
solid — or at least give the illusion of some
kind of depth? Mostly it's a matter of shading,
as it is with yer actual paper and pencil art. But the
problem with computer art is that the pixel size you
work with is quite large, and so subtle tricks need to
be employed when using shading effects
The two main criteria are: choose your palette
wisely, and don't be afraid to boldly sketch before you
finish a drawing. There is a tendency to view any
marks you make on the screen as final. This is NEVER
the case, as you know you can edit endlessly on
screen, 5o any construction lines you make can be fully
removed before anyone sees your work. 5o be
BOLD! Try out ideas first, try out these simple tricks
and ‘flesh out’ your 2D art for real professiona

results!

Oh blush, you're too kind.

So how do you go about getting solid graphics, like
the stuff you did for Fusion?
Bas-relief is very simple. You light everyrhing
from the top left, so every plane on the top or
left of the object is light. Every plane facing
down or right is darker. It's purely a mathema-
tical approach rather than, say, artistic. All the
graphies in Fusion on the Amiga were in 64
colours, a point which nobody noticed, so there
really WERE more colours than met the eye.
We won't bother again, because we put a lot of
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work into making it as fast as possible - and
what for? So anyway, as we do work for
Electronic Arts, we've had a copy of DPaint Il
for over a year now, working in 64 colour mode
was easy.
What dbout the ST version?

On the ST it was a little trickier. | copped out a
bit by turning the darkest colours on the
background graphics to black. Most of the
palettes on the Amiga were five greys, plus five
of one colour and five of another, PLUS five
oranges for the explosions. On the ST | had to
trirm them to four greys. The spread function in
DPaint wasn't used to make the palette, but it
ended up as the same colours. We actually used
our own editor program to generate the
colours, but we could have got the same effect
using DPaint’s ‘spread’.

How did you do the smooth pastel shades along the
floor in Fusion?
It's a programming trick using the blitter,
where you can get graphics information from
three different sources and mix them. On the
parallax areas we used it to get the rounded
effects, but on flat areas of the map we
combined two colours and a texture, giving
that unearthly blend. You can’t get it any other
way, and we won't do it again because it's so
costly in processor time. Lovely effect though.

Any anecdotes to tell about your products!
| probably shouldn't tell you this but the
colours of Populous were arrived at by looking
at Dungeon Master and working out how they
got more colours from only 16 in the palette!
but dor't tell anyone,

OOPs!
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In Downtown LA, the macho
ethic rules, Mafia members,

reckless drivers and general
businessmen gather together
for the Violence Fight — to de-
cide which group is the best.

cheek, you choose your hard
guy and grunt into a sweaty
bear-pit where an equally
hard guy awaits you.

The most striking aspect of the game is the size
of the sprites = they're huge and adequately
animated against basic crowd backdrops. They can
move ‘in’ and ‘out’ of the screen as well as left and
right, and each fight is set against a strict time
limit. When you punch your enemy, comic book
effects appear on screen: you're rewarded with
obscure words like ‘goon’ if you do well, or ‘dogon’
if you're badly wounded.

Yiolence Fight is more in the style of a boxing
simulation than a beat "em up, and it's got a great
sense of its own silliness. Some of the moves are
very comical, and there's more a sense of fun than
agression: if you're looking for an alternative to
the more serious kick ‘n’ punch games on offer,
this fits the bill.

With tongue planted firmly in*

A
A

ome of the effects
in Violence Fight are
almost comic: one of the moves

open to you is a rapid punch
which knocks seven shades of
stuffing out of your opponent.
It's too quick for the eye to
follow and very useful in tight
situations.

ach player has
‘ three fire buttons

for a variety of kicks, jumps or
punches. In addition, each has a
unique punch or kick performed
by holding down two of the
buttons at once.
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rem, the company behind the legendary R-Type,
brings you another shoot 'em up much in the
same mould. This time it's a journey into myth

rather than outer space as, playing a human hero .

astride a mighty dragon, you seek to destroy all in
your path.

The dragon acts both as your wings and a shield:
it's impervious to fiery blasts from gruesome
aggressors and destroys them if they collide a few
times with its body. It's also got a flexible
armoury: collecting one of four items left behind
by pod-carrying flies gives you extra power against
your opponents. For example, red items give you
an advanced flamethrower and blue ones unleash
lightning bolts downwards from the dragon: col-
lecting three items of the same colour provides
maximum potential for that weapon.

Dragon Breed is a shoot "em up of superb quality,
due more to its graphical variety and design than
the speed or freneticism of its action. Some
creatures could have come straight from the
imagination of Rodney Matthews; all are beautiful-

ly imagined and animated - particularly the larger.

end-of-level beasts.

The gameplay isn’t new, but has some nice
twists: part of the appeal is that you instinctively
protect the dragon’s head when you should be
guarding the character behind it, and where R-
Type has one massive opponent on Level Three,
Dragon Breed has a couple more. It’s essentially a
right-to-left, parallax scrolling progressive shoot
‘em up, but is definitely worth any blaster’s time
and money.

ISED ATTACK

DRA

cusin-nally. it's better

tu dismount and use
the dragon as a deterrent above you,
whilst you collect any rewards to be
had.

e
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arhaps more renowned for classic shoot ‘em

ups than beat 'em ups, Konami ventures into
the world where brawn beats brain hands-down,
and then stomps on it for a laugh. Yes, this is one
of those games where you punch, kick and punch a
bit more: right-to-left scrolling, increasingly diffi-
cult opponents and lots of grunting along the way.
If this seems even more familiar than you'd
expect, it's probably because Crime Fighters was
first featured in Issue Eight, but we didn’t know
what it was or who it was by.

It’s reminiscent of just about every other beat

‘em up going, being basically a rough-edged hybrid
of Double Dragon and Streetfighter with a kick in the
teeth from Vigilante just for good measure. That
said, it’s curiously addicitive and will still pruvlde
more than adequate fodder for beat 'em up
addicts.

\ y manipulating the dragon cor-

. rectly, it becomes an impenetr-

able defence against all opponents — at the

right time, it can perform a whiplash action to

destroy all in its path. Its fiery breath and your
weapon are both equally deadly.

< Eal:h stage in your jour-
ney has its own crea-
tures to combat and tactics for des-
troying them: the only certainty is
that things get harder. Level Three
provides more than one massive
mythical opponent for you to deal
with.
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inning is what counts
Win the macho world
of basketball these days —
or so Midway's Arch Rivals
would have us believe. It's
pretty much a tongue-in-
cheek (or fist-throttling-
throat) version of that nice
game played by the Har-
lem Globetrotters.

The action is two-on-two, and the court is a
couple of screens wide, scrolling to keep up with
the play. If you get tired of the computer’s rib-
jabbing skills, there's always a two-player option.

The players are well animated, but the sound is
functional rather than outstanding: just some
_ effective ball bounces, crowd cheers and occasio-
— nal speech. What makes the game stand out,

L0S5 ANGELES vs  CHICAGO
HOMETOMN HEROES™.

WINNING IS EVERYTHING:

W“ Atradith— ~ though, is the fast pace of the action. No sooner
' nal start have you slam dunked than you have to race back
to a basketball contest, to the other end of the court to defend again. This
st thils g & S% Rt makes play more interesting and more enjoyable

winning = at whatever

cost. You only control in the long term, since the
one of the two players speed of your reactions im-
throughout the match; if proves the more games
he goes off-screen, an you have. Limited but en-

arrow allows you to posi-

tion him. joyable, particularly in

two-player mode.

Wﬁ Due to the
& frantic ac-
tion, this is quite a com-
mon scene, Mormal bas-
ketball rules  apply,
however, and the ‘shot
clock’ ticks away whilst
you're in possession.
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0 M P U E R c LU B 1 AFIP . 4% 1998 Pova 2499 1999
c I Archipelagos 2499 1993  Phobia 2499 1999
Astaroth 2499 1999  Police Questl| 2499 1949
Balanceof Power 1990 2499 1999  Populous . 2495 1999
Batman 2493 1999  Powerdrome . 2499 1999
SEND NOW FOR FREE Battlechess 2499 1999 Quartz 2499 1989
Beach Volley 2495 1999 _‘Duestfurthe flrne Bird 2499 1999
MEMBERSHIP Bio Challenge 2499 1999 o -
Blood Money 2495 1995 o=
NO CLU B FEES OR Datastorm 2499 1999 = PACLAND (Grandslam) :
F-16 Combat Pilot 2495 19.95 3 Now Only £9.99!!! =
Federation of Free % FLINTSTONES (Grandslam):::
0 B LI G ATI 0 N S Traders 2999 2499 I Now Only £9.99!!!
Forgotten Worlds 1999 16.99 , (F;" .P.n .[mc M:r .fm.-J
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1 ' T e j '.;:- Run the Gauntlet 2499 19.99
Please state make of machine % FREEPUBLIC  © REEH;.H‘:““ " s e
. o : Silkoworm 2499 1999
EVEHY QHDER ,;;: Stunt Car Racer 2499 19.99
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< = = 'ndna na Jnnq‘s 2'4 EI"! 1999 TheMew Zealand Story 2499 1999
o It CameFrom The Desert 2495 1996  Thunderbirds 19.99 1699
2 CLARE R AD Kick Off 19.95 1695 TV Sports Football 2999 2499
Kristal 2995 24956 Vindicators 19.99 1699
HOU NS Low | Licence to Kill 2489 1999 Voyagers 19.99 16.99
Lords of the Rising Sun 2499 1999  Waird Dreams 24.99 19.99
MIDD LES Ex Microprose Soccer 19.95 1695 Xybols 2499 19.99
Thousands of other titles available — to order just discount wi
Tw4 7 AU 20% off the R.R.P. stating title & software company - same Z
fast service. ®)
P&P inc U.K. Europe add £1 per item, elsewhere £2 per item.
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iriac ‘Amiga Image’. f—
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W A top quality sound sampling
system at a realistic price.

100% machine code software for
realtime functions.

' HiRes sample editing.
' Realtime frequency display.
' Realtime level meters.

' Adfustable manual/automatic
record trig level.

ONLY £69.99 pLEASE STATE A500/1000/2000 OR ST VERSION ©59.99

1MEG INTERNAL
DRIVE UPGRADE

4
29

' Full Midi Interface for AS00/ 1000/
' 2000 (please state model).

Compatible with most leading Midi
packages (including D/Music).
' Midi In - Midi Out x3 - Midi Thru,

Fully Opto isolated.

NLY £34.99

MIDI CABLE . 3 Metre Length
ONLY £6.99

PRO SAMPLER STUDIO
v

' Variable sample rate & playback Amiga version comes complete

speed. with "JAMMER" software for
; Separate scroll line waveform playback /sequencing of youir
windows & goom function with Edit recorded samples.

windows for fine accurate editing.
W 3D shot of sound waveform. Wave

editor to design your own

waveforms or adjust existing ones.
‘ Microphone & line input, external MIDI keyboard.

' Software files can be used within ' Complete Hardware,/Software
other music utilities. package.

' Lots of useful features.

ST version has MIDI playback
option. Play recorded samples via

A

\

l. ‘Ii":'l."':l"\;-'" N
\

LR
1 MEG RAM :::mm mﬂlllhy unit is a
ummns K'r ‘v Replace internal 500K drive with a ‘ ﬂ?g{ O Ay o
T e i et

520 STFM up to a full 1040K!! W Top quality drive unit. moves along the disk.

Fitting is a straightforward ‘ Full fitting instructions. ‘ Has daisy-chaln sucket to connect
soldering job - achieved by anyone external drive.
who has a little expcrience. W Easily fitted. no special skills Invpluable for identifying protection

required. tracks etc.
' Two-digit LED display.

ONLY £79.99

‘- Direct plug in replacement.

' Available now.

' When considering a drive
replacement remember that
quality is most important.

ONLY £69.99

"A TOTAL MIDI MUSIC

1]

PACKAGE

SAVE OVER

YAMAHA SHS 10 FM
SYMTHESISER KEYBOARD
' Superbly styled guitar-type

keyboard with shoulder strap.
' Top quality brandname.

‘ 2.5 octave keyboard.
25 built-in instrument and rhythm
) [TV T T T T TS T cholces.
' oriens | £ |7 I v Uses FM synthesis,

' Full MIDI standard.
ACTIVISION

MUSIC STUDIO

A full feature MIDI Recording
Studio.
A multi channel sequencer with
realtime input and full editing
facilities.

‘ Completely menu driven - full
Mouse control.

FREE MIDI
CABLES

‘, Displays up to track 85,

Works on both internal and external
drive [switchable).

Complete hardwire solution - no
software required.

ONLY £34.99

UNBEATABLE VALUE PACK - THE YAMAHA SHS 10 FM MIDI
COMPATIBLE GUITAR-STYLE SYNTHESISER, THE ACTIVISION
MUSIC STUDIO SOFTWARE PLUS THE MIDIMASTER INTERFACE
TO CONNECT TO YOUR COMPUTER SYSTEM

‘ Very simple to use.
MIDIMASTER INTERFACE

‘ This unit connects your computer
to any MIDI instrument.

' Fully Opto isolated - MIDI IN, MIDI
OUT, MIDI THRU.

‘ Only required for the Amiga!

FREE CABLES
f 3 metre long MIDI Cables -

eompletely FREE!! (normally £6.99).

ST VERSION
ONLY £79.99

AMIGA VERSION
WITH MIDI INTERFACE
ONLY £99.99

o ) e r— Y ——




' Slimline extra low profile unit -
only 6" long!
Top quality drive mechanism. Fully
compatible.
Throughport allows daisy-chaining

' other drives 8

‘ A superbly styled case finished in
computer colours.,

‘ 1 meg unformatted capacity,

' Good length cable for positioning
on your desk etc.

AMIGA VERSION SINGLE
DRIVE

ONLY £69.99
ST VERSION

ONLY £89.99 with
FREE OCP ART STUDIO

omv TWIN DISK DRIVE ONLY £129.99
ADD £5 FOR COURIER DELIVERY IF REQUIRED

EXTERNAL DRIVE SWITCH KTV T X187

' Switch in/out of external drives.

' Save on memory allocated for
drives not currently in use.

& AMIGA VIDEO
DIGITISER

' 256 x 256 display with 16 grey
levels.

' Realtime frame grab 1/50th
second.

’ Takes standard composite Video
input from camera or Video
recorder.

’ Screen update 1 frame per second,
single, continuous or buffered

display.

‘ Load, Save facilities including IFF
Save.

' Edit picture, cut, copy, paste and
un

do.
Special effects, reverse, negative,
‘ mirror, compress, etc.
v Increase the width of the display
to 320 x 256 automatically or

manually.

' Plugs into the parallel port of your
Amiga 1000/500,/2000.

V' Comes complete with its own

power pack.
ONLY £89.99

ST TIMEKEEPER
CARTRIDGE

The correct time/date every time
you switch on your ST.

‘Works with most GEM type
applications.

' Battery backed Clock/Calender.
V ©On board Lithium battery for extra
long life

' Displays in 12 or 24 Hr. format.

' Comes complete with set-up disk &
alarm clock utility,

ONLY £29.99

5.25 EXTERNAL
DISK DRIVE

,'. Add an external 5.25" Disk Drive to
your 5T. .

' 40/80 track switchable.
’ Up to 720K
.' Ideal for PC Ditto etc.

’ Attractively styled In computer
colours,

.' Comes complete with its own
power supply unit bullt in.

5.25" Disks are much cheaper tool!

NLY £99,99

' DF1 & DF2 controlled.

ONLY £9.99

>
\C

et
REPLACEMENT

MOUSE

' High quality direct replacement for
mouse on ST /Amiga.

' Teflon glides for smoother
movement.

' Rubber coated ball for minimum slip,
' Optical system counting - 500,/ mm.

Special offer - free mouse
mat + mouse house
{worth E7.99).

ONLY £29.99

COMPLETE (STATE ST OR AMIGA)

p *\e". |

512K RAM
EXTENSION
CARD
 Available with /without calendar/

clock option.
f ;imﬂhply plugs internally into ABOO

.’ Switch in/out with switch supplied.
’ Fitted in minutes - no soldering etc.
' Accepts 41258 DRams (zero K
RAM fitted;.
' With calendar/clock onboard time/
date automatically booted,
Battery backed to retain time/date.
NLY £19.,99
FOR STANDARD CARD TO
ACCEPT 512K

ONLY £34.99

FOR VERSION WITH CLOCK/
CALENDAR

NB THESE PRICES ARE FOR BOARDS
WITHOUT RAM CHIPS. PHONE 0782
744707 FOR RAM PRICES,

PHONE FOR LATEST FULLY
POPULATED BOARD,/RAM PRICES.

' An easy to handle Handy Scanner
featuring 105 mm scanning width &

‘ A powerful partner for Desk Top
Publishing.

400 dpi resolution enables you to Powerful software allows for cut &
reproduce graphics & text on your paste editing of images etc.
computer screemn. Save images in suitable format for
Adjustable switches for brightness most leading

‘ & contrast. DEGAS, NEOCHROME

STREET, DELUXE PAINT etc.

-’ Unmatched range of edit/capture
facilities simply not offered by
other scanners at this unbeatable
price.

SPECIAL OFFE
COMPLETE WITH OCP ART STUDIO (ST) OR

DELUXE PAINT Il (AMIGA) FOR ONLY £189,99
INCLUDING HARDWARE/SOFTWARE

HDERS NORMALLY DESPATCHED WITHIN 48 HRS

'HOW TO ORDER

BY PHONE BY POST FAX
u ﬂ E i\)_\ i 0782 744292
0782 744707 Send cheques/POs made | UK ORDERS POST FREE
24hr Credit payable to EUROPE ADD £1
Card Line "Datel Electronics” OVERSEAS ADD £3

FRICES AND SPECIFICATIONS CORRECT AT TIME OF PRESS
AND SUBJECT TO CHANGE WITHOUT NOTICE

CALLERS WELCOME - Please reserve goods by telephone prior to visit,

DATEL ELECTRONICS LTD., FENTON INDUSTRIAL ESTATE
GOVAN ROAD, FENTON, STOKE-ON-TRENT, ENGLAND.

SALES ONLY TECHNICAL ONLY
0782 744707 0782 744324
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A The Quasar Centre — a converted cinema put to a

better use than bingo.

Tanta

uasar,
Europe’s first
live computer video
game, has just opened
up in North London.
Paul Boughton visited
the centre to trip the
lightgun fantastic.

moke billows, lights flash. Figures move
Sﬂealthhf through the shadowy futuristic
landscape. Lights glow eerily from chest
and back packs. Each holds a glowing laser gun.
| withdraw into the shadows, waiting patient-
ly. They are easy prey. A figure emerges from
the gloom. | take aim and fire. A red beam cuts
through the dark. And another. He's hit twice.
A look of annoyance crosses his face as he
rushes off to the re-energiser. Ha! That will
teach him to tangle with me.

>

A he futuristic playing area. “The sets were designed by us with help from the

Australian inventor Geoff Hazelhurst,” says Dave. “We got together and decided
what would be a good layout using his experience of the functional aspects of the game, where
people tend to go, play and congregate, and using some our ideas in terms of the more aesthetic

aspects, the lighting, design and shapes.”
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Welcome to Quasar, Europe's first live
computer video game. Fast, futuristic action, a
sort of indoor splattergun game with the
splatter replaced with high-tech infra red guns.

Quasar has just opened in a converted cinema
in North London, hopefully the first of many to
be opened in this country.

The game, which originates from Australia, is
a live action fantasy space game in which two
teams of players, equipped with special infra-red
Phasar guns, attack and defend their headquar-
ters. It's played in a purpose-built 6,000 square
feet ‘arena,’ equipped with smoke machines and
special lighting effects.

The players wear shoulder harnesses which
carry a battery-powered chest and back pack
linked up to the Phasar, which fires a harmless
infra-red beam. Points are scored by de-
activiating an opposing player or base target and
scores are displayed automatically on a giant
computerised scoreboard. Each game lasts about
30 minutes, divided into two equal sessions.

The balcony of the cinema has been turned
into a viewing gallery and rest area. It gives a
good view of almost all the playing area. There
are also two ‘vesting’ rooms — where the two
teams put on their equipment and are told the
rules of the game.

The brains behind Quasar are Daniel Sayer
and Daver Cox. 50 how did they become
involved? “Originally | was on holiday in Austra-
lia in '87", says Dave, “l went over there and

L Tl o VR L WA - e W e AR —

b he westing room. Says Dave:
S “Once people get into the vest-
ing rooms they are briefed on the game. The
briefing explains that the idea of the game is
two-<fold. There is a tearm aspect which is to
attack and defend headquarter units and deac-
tivate the opposition. The second time you are
deactivated you have to reneregise. The indi-
vidual aspect of the game is that each pack has
the capacity to store information about what's
going on and so at the end of the game each

person has an individual score. They get a read
out saying who they shot, how many times
they shot them and how times they were shot
and how many times they shot their own
team.”

‘& WIu'n you get hit, the Phasar

power pack makes a strange
buzzing sound and the lights go out. The
buzzring also gives you a strange feeling in the
stomach.

ﬁ AII togged up and ready to play

“You have a harness, rather like
a airline seat, a front pack, back pack which is
the power unit and phasar gun which gener
ates the coded infra-red beam. Each three
parts of the equipment have receptors on - s
each part of the kit is vulnerable to being hit
You just can’'t put your gun round the corner
and shoot = somebody could shoot your gun
and it will register a hit,”” says Dave

‘ F.ﬂ.t ts and figures. This is the con
puter read out all players get at

the end of the game, detailing scores, hits and

percentages, both for individuals and teams




‘ Paul Boughton exits from the re- . efending headquarters -
energising chamber, all powered Dbadly.

up and ready to play.

was staying with some friends of mine in Perth
and they said this new game had started up in
the area invented by a local.

“| went down to the Quasar Centre in
Perth and had a game and thought it was the
most fantasiic game | was ever involved in. |
really enjoyed it. | came away thinking | must
play this in England.”

Dave continues: *'l came back to England, had
a look round and there was nothing, not a
permanent Quasar-style centre. So | promptly
contact the designers and manufacturers of the
equipment, the people who set up the game
originally in Western Australia and negotiated
the franchise for Western Europe.”

And as for further Quasar venues, Dave
says: “We hope to open up with the next year
or 18 months 10 centres throughout Britain and
one in each capital city of Europe.” But until
then, the North London venue will have to be
enough for the estimated 50,000 people a year
who will be tripping the light fantastic.

: ave Cox and his partner
- Daniel Sayer celebrate
the opening of the Quasar Centre.

sneaky place to hide.
Friends or foe. The
One's intrepid correspondent Paul
Boughton doesn’t take any chances -
B e b LOCATION: The Old Cinema, Frobisher
Road, LONDON N8, a two minute walk from

Turnpike Lane Underground station.

OPENING HOURS: It is open seven days a
week from 11:00 to 22:30 hours during the
week and from 0900 to 22:30 hours at
weekends.

COST: Membership costs £2 per person and
each game costs £4.

‘ The- headquarter unit. It can be
deactivated by firing at it twice

within four seconds.
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TENSTAR PACK|C= Commodore

WORTH OVER £229!

T

B
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£399

INCLUDES

DELIVERY
The Amiga 500 is one of a new breed of technologically
advanced computers, which are now emerging as the new
standard for home computing, based around the new Molorola
68000 chip. The AS500 has 512K RAM and a 1Mbyte double
sided disk drive built-in. It can be connected directly to a wide
range of monitors, or to a domestic TV set through a TV
modulator. Designed with the user in mind, the AS00 features a
user friendly WIMP environment and comes supplied with a free
mouse. And, when you buy your Amiga from Silica Shop, the
UK's No1 Amiga specialists, you will experience an afler sales
service that is second to none, including a technical support
helpline and free newsletters and price lists. Return the coupon
below for our current information pack, which will give details of
the Silica service and the very latest Silica Amiga offers. E&CE

)P? | PHOTON PAINT PACK ||[ FREE FROM SILICA

3 q B4 = . K|
FFEEF- IK#HI WAHRIGHS b:.' Ellte FREE! - WIZBALL - by Ocean

W A §

Eh:*l-:;p -c-,_,l u:le-.l. u:-r-.::-.-l-; rI o buy .-'-\-..: nle.n-“:-b};- pdare Amigd compuier Asuﬂ camputer £399-99 When you buy the a'-'-rnnqa 500 from Silica Shop, you will not only
h
,Tg,\vg?f;..{m,;‘ i Pﬁl ?:T”ar:'_"d*.: : get a high power, value for money computer, we will also give
the top fen selling tites There are FEWS TV Modulator £24.99 g et free g At;ml]-' rt of &li, we are now including
wide range I |:u-.u.1 CE lar your Compuler as v d H a TV modulator with every stand alone keyboard, 50 you
help wisen you it Therg s OMNLY ONE 3 Photﬂn Palnt £69 95 can plug your ,l:.rn|ga straight into  your TV at mome [the
Iné largesl range I -*'“":m relaled progucts in J f modulator & not included with the ASDD+A10845 pack as it s net
specialist technical heipling and in-cepth alter sales suppor iding T'E"Star Pa‘:k £229' 50 requ r-:-'_1 fine ..15:: with monitors). Secondly, we r‘:ﬂ-uF‘ al:lt::lcu a free
frag nawsleibers and brochures dalwerad o your door lor as o e ———— = & 5 G 2 £ &
: i By e gpgtpbaplet Yot L copy of Photon Paint, an advanced graphics package with an
requere aller you purchass your compuler al one company 185 Sdica o 5 e ol 5 ¥
Shop. W have been estashished in tne homa computer ekl 1or 1en pears TOTAL RRP‘ £?24'43 RAF of £60.95. Last (and by no means least!), %o that you C'-"“ b

and Can now Claim b0 mesl our CUSIDMEeNs requrements wilh an ACCURacy - ip and ry hi awdy, we are givin the |
e o et o s i L LESS DISCOUNT: £325.43 || 11 unmra sraghaway o arc g sway e enstons

g which is second (o none Here are just somae of e TENSTAR GAMES PACK with ewery AS00 purchased at ‘-] liza

thirgs we can offer you PAcK PR'CE N o £399 Shop. This pack features ten fop Amiga titles which have a
THE FLALL STOCK RANGE: The largest range of Amiga VAT = combined RAP of neariy £230! Return the coupon tor details
related penpherals, accessones, books and software in the LK

AFTER SALES SUPPORT: The staff at Silica Shop are 1 ' ' ¥ H
dedicated 10 help 'rou to get the best from your Amiga 4 l l I \ * | 1 H b

FREE NEWSLETTERS: Mailed direct to your home as e .

500N as we print them, featuning offers and latest releases ﬁ5nn Cﬂmputer £399.99 1:::-.r ﬁlr:::kangm;:.”w:mﬂaﬂlﬁ?g ::'E?Iaéheﬂ E;::
FREE OVERNIGHT DELIVERY: On ail naraware broers || 1084 Colour Monitor — £299.99 | [ maxe sue vou oot the best gy yrian Uit warrior  £19.95
shipped fo Silica Shop customers within the UK mainland Ph ﬂtnl'l Pﬂil‘ll £B89.95 | | ae giing away ine TENSTAR Buggy Boy £24.95
PRICE MATCH PROMISE: 'We wil normally mateh aur " ';':_":MES PACK worth nearly Ikari Warriors £24 95
compatitors offars on a ‘same product same price’ basis Tenstar PﬂCk £22 9_50 :i—*r'l'l Aiﬁﬂéu'rz:_;;s::?ir::: Imns!nhljr Flg{l;l ,Ej;gg

_ ; S ———————. i “ A ercenary Lomp }

FREE TECHNICAL HELPLINE: Full time team of Amiga TOTAL RH‘P: £999.43 ILd?asTEIEEITHE:ImS |F|::uk‘_:l::5|_ Terrorpods £24.95

techrical experts 1o help you with your technical queries

LESS DISCOUNT: £350.43 || z=cn indidualy packaged in [PuncErcats f2405

But don't just take our word for it. Complele and return the ity own casing with instructions

cxparence ne Siica Shop specint amanserncs || [PACIK PRICE t5: £649 || TOTAL RRP: £229.50 .22

BT B BN BN BN NN GEN SN BEE NN NN NS S
To: Silica Shop Ltd, CVG0989, 1-4 The Maws, Hattherley Road, Sidcup, Kent DA14 4DX

If you already own an Amiga compuber and would ke 1o be registered on gur mading list as an PLE“SE SEHD M E FHEE LITEH“I‘U HE u“ 'I'HE AMIGA
Amiga user, ket us know. We will be pleased 1o send you copes of our pnce 15 and newsbetlers

FREE OF CHARGE as they tecome available. Complete the coupon and refum i b our Skdcup

Lranch and begen gxparencing a specialis! Amsga service that is sacond 1o none MrMrs/Ms Initials Surname
EIDGUP (& Mail Order) 01-309 1111 l l

1-d The Mews, Hatherley Road, Sidcup, Kent, DATS 40X
OPEN: MON-SAT Sam - 530pm _ LATE NIGHT: FRIDAY Sam - 7pm I I

o LONDOMN 01- 530 4000
52 Tottenham Court Road, London, WTP OB,
OPEN: MON-SAT 9 30am - £00pm LATE NIGHT: HONE

THE ONE

Posicode:
LONDON 01-629 1234 oxi 3014 -
Selfridges (12t floor), Oxford Streel, London, W14 1A Do you already own a compuler
OPEN: MON-SAT Bam - § O0pm LATE NIGHT: THLIESOAY g.am Apm I 50, which one do you own?
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icroProse has rarely been out of the news
lately, what with the purchase of Telecom-
soft and the release of Greenpeace. So it’s about
time that UK boss Stewart Bell faced the

Backspace firing squad...

egarding the recent release of the
Greenpeace: Rainbow Warrior game:
o you not think this smacks of
hypocrisy given the fact that MicroProse
seems to actively condone war and des-
truction on a grand scale with its string of
military simulations, including one which
centres around the exploits of a NUC-
LEAR submarine.

| see no reason to get worked up about the
fact that we are releasing a game in conjuction
with Greenpeace. MicroProse simulations are
known for their quality and depth of gameplay,
the strategy needed in order to succeed, and for
the attention to detail. People do not, as you
state, think of MicroProse simulations as ‘des-
truction on a grand scale’.

Because of the strategy element involved, the
best scenarios to use by default are ones that
involve armed conflict based around real life
circumstances. None of our simulations could
ever be accused of gratuitous violence as is
witnessed in shoot 'em ups and space blast 'em
ups from other software houses. Indeed, had
another software house published the Green-
peace game, the computer press would not
have bothered the publishers of the game with
banal questions, such as, ‘Don't you think it
hypocritical that **** Software Ltd should be
publishing a Greenpeace game bearing in mind it
has just brought out "*Alien Mindbender’s Killing
Spree and Warped Avenger’s of Death™

The fact is, we at MicroProse would rather
see wars fought on computer than in real life.

s

ONER

This coupon entitles you to 50p off the entrance price to
the 1989 PC Show at Earls Court, London — but it’s only
valid for Saturday 30th September and Sunday |st

October.

PLEASE NOTE

@ The PC Show Organisers reserve the right to refuse admission.

@ Photocopies will NOT be accepted.

@ Only one voucher can be used per reader (so don't think you can
use seven of 'em to get in for free!).

We care about the environment as much as
anybody else. Greenpeace have vetted us, along
with quite a few other software houses, most
carefully before they agreed to let us publish the
game and their decision to work in conjunction
with us at MicroProse should be sufficient
evident of their faith in us.

Both MicroProse and Greenpeace are work-
ing to one common aim with Rainbow War-
rior, The Greenpeace Computer Game,
and that is to bring the Greenpeace message to
a far wider audience. If we succeed in making
more people aware of what Greenpeace are
trying to achieve for all our sakes, then it will
have all been worthwhile. A significant number
of MicroProse employees, including myself, are

W PC SHOW DISCOUNT!

dSPACE

Greenpeace members. Are you?

What's the reasoning behind the Mic-

roStyle and MicroStatus labels? Can
games really be classified by the age
range that they will appeal to? Surely you
don't need to be an adult to enjoy RVF, or
a child to enjoy Dark Side! A game is a
game is a game... isn’t it? Surely anyone
who enjoys computer games is really just
a kid at heart?

Virtually every successful brand or product is
successful because it is produced with a target
consumer in mind. The only way to satisfy
customers is by knowing what they need. The
average software consumer in this country is
getting older and more sophisticated. He is also
disillusioned with most contemporary software.
We target our products to make them better
value for money. The more software houses do
this, the more satisfied customers will be.

The fact that we target MicroStyle at 17
year-olds does not preclude a 10 year-old or a
40 year-old from enjoying the product. Indeed,
the product is developed with the anticipation
of a wide age span. But we treat the consumer
seriously — we have to, without them where
would we and, for that matter, you be without
the support of the consumer?

The ‘game is a game is a game' attitude is
symptomatic of an industry which gives its
consumers banal, low value product in volume.
We at MicroProse steer well clear of this well-
trodden path and we're proud of our excellent
reputation for producing high-class software.

Now that you have got Firebird and
Rainbird under your belt, are we likely to
see a change in the style of Firebird and
Rainbird products = will MicroProse con-
tinue to use these labels, and if so, how
will they fit into the child/teenager/adult
scenariol

Firebird will be targetted slightly younger
than MicroStyle with ‘themed’ product. Rain-
bird will be complementary to MicroStatus with
strategy product. Both will be formally relaun-
ched towards the year end.

Do you foresee - or at least hope for -
Christmas chart success this year? If so,
how do you plan to combat the Ocean
and Activision warships that are armed to
the teeth with licences galore! Can you
fight fire with fire?

MicroProse is not interested in short-term
chart positions. We are not bringing out a
Christmas product as such. What we do have is
a range of high-value product that will be
promoted around the Christmas period. What
is the point of being the Christmas No. |
bestseller! Will this year's No. | be a fantastic
game or will it simply be an average to good
game with an expensive licence and hyped and
advertised beyond all recognition!? And, corres-
pondingly, how soon afrer the Christmas rush
will it appear on a compilation or at a budget
price? We will continue to develop and sell
product as we always have done. The result —
the best software money can buy.
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GUESS WHO'S COMING
TO SAVE THE WORLD AGAIN?




