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SHADOW WARRIORS, the latest, greatest
and most ambitious martial ads coin-op

game now rages onto your computer
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interacfive scenic backdrops. The secrets
of the Ninjitsu assassination techniques

have been handed down since the
Mediaeval wars..now they live on in the

jungle of the American metropolis. A thousand
years of the Ninjitsu secrets at your fingertips_

Takeyour techniques to the streetsSHADOW WARRIOLthe hero of the nineties.

Natural and responsive player movement and
the most simple of one-touch joyshck

control ensures exciting
and authentic soccer

action Realistic
close-ball control,
computer aided

team control
and the micro's
constant "flow

of play*
monitoring all

add up to make
this the easiest
and the most

rewarding
soccer game

ever devised for
the home computer,

TAKE ON THE WORLD!
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The 'POWER UP coin-op hit from Data East
bnngs super-action to your micro
screen Join the
resistance
fighters in their
crusade against
the awesome
powers at King
Cnmson - the manic
scientist. and his
Cnmson Corps •
mere earthlings
transmuted into
treacherous
fighhng machines-
giant armoured
tanks. lethal circular
saws, airborne
hghters, mechanized
snakes and many MOM:

The hit coin-op game bringing espionage
and action with 9 levels of thrills and
excitement. Innovative game features with
a host of differing scenarios from high-
powered sports cars to underwater guerilla
warfare. Rescue a beleaguered nation
from the oppressive regime of the 'Council
for World Domination'.

EXTRAVAGANZA
FEATURING 9 LEVELS OF HIGH ACTION!

6 Central Street • Manchester • M2 5N5
Telephone: 061 832 6633 • Telex: 669977
OCEANS G Fax: 061 834 0650
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WORK IN PROGRESS

SON of a former embalmer Laurence
Scottord is now firmly affixed to The
One as Assistant Editor -  h ip  hip
hooray. And now for some bad news
-  t h e  Win g s  and  Rainbow Arts
features promised on the previous
issue's Ne xt  Mon th  p a g e  un fo r-
tunately didn't get off the ground in
time for inclusion this issue. So there

you go... P i l P o i ,4.• • • • At•
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THERE can  b e
only one...
So here it is...

SHOCK
WAVE
'Dig ita l Magic•
Software

ADVERTISERS INDEX

3 6  THE LOTU

SEPTEMBER 1990

i lTION
FORGET all that
gear t h a t  t h e
I t a l ia n s  a n d
Japanese crank
out -  the world's
greatest sp o rt s
cars a r e  s t i l l
BRITISH made.
And s o ' s  t h e
officially-licensed
game...
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FANCY your chances as a submarine
captain? Anyone who had to do it for
real in World War II didn't. We sank to
new depths to seek out Silent Service ;.

I 9 5  GUN-HO! THE ONE gets t o  grips with  the
universe's most effective weaponry in
this detailed look a t shoot 'em up

hardware.

THE ONE

0  REVIEWS

YOU MAY be used to reading reams of opinionated waffle
elsewhere, but here we prefer to let the games speak for
themselves. Relevant scenes are shown, with informative
captions used to help convey the 'feel' of the game. Provided
with each review are opinions highlighting any good and bad
points, plus prices, release dales and ratings where possible.
Basically there's something for everyone a t  best a highly
detailed review and at worst a highly detailed preview. There's
nothing clever, lust straightforward facts and ratings. Updates
follow where appropriate,

GRAPHICS
Not ne ce ssa rily h o wcolourful or well
drawn they are.
but how we ll they are
used

SOUND
Again, not a  reflection
ot quantity o r  Indeed
quality o f  sound, but
how well it s used

PLAYABILJTY
How doe s the  ga me
feel? I s it  addictive or
just plain
uninteresting,

VALUE
Essenttalty a reflection
of la sting inte rest
how much game you
get tor your money.

OVERALL
A um e fu l p o in t  o t
reterence a
su m m a ry o f  t h e
preceding ridings.
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WRITE 10 US
AT...

LETTERS
The One

Priory Court
30-32 Fern nodon

Lane
LONDON

EC1R 3AU

OR FAX US
YOUR VIEWS

ON...
(on )  490 1095

There's £100 worth
ot software and an
exclusive The One

T-Shirt tor the
sender of each

months Star Loner,
So don't forget to

include your lull
address! Please

note that
sycophancy 15 no

wiarantee that your
letter will be

published

THANKS!

PULLED

Dear The One,
Thank you for publishing my letter, and
thank you for your kind offer. It only one
child is spared similar disappointment in
the future then it will be to your credit.

The only software my son has is what
came wi t h t he  computer,  a n  Amiga
Batman Pack, so you can imagine his
delight when he saw your kind response in
the August edition of your magazine.

I find it  difficult to express clearly my
thanks.
M Trueman. Basildon

ALIENATED
Dear The One,
I read many  computer magazines but
yours is different from the rest. In Issue 23
you had a section on science fiction films
(This Island Earth) and that pleased me
because I'm an Alien fan. Is the Aliens
coin-op available yet.
An Anonymous Alien Fan

Konami's Aliens has been out bra whole -
there is a review of it in Arcades in Issue
19. To the best of our knowledge there are
no plans for any computer conversions as
yet.

ADAPTING TO CD
Dear The One.
I have recently read an article on a system
designed by Codemaslers for the Spect-
rum which allows games to be loaded in off
an ordinary CD player v ia a  special
adaptor. I  was  wondering could this
system be used for I  6-Bit machines so
they could also load games oft CD?

Also, is Head Over Heels ever coming
out on the Amiga? I  played it  on the
Spectrum and think it is the best game of all
time.
Russel Power, Liverpool

Codemasters tells us that the adaptor is
for the Spectrum and C64 only and there
are no plans to produce one for 16-Bit

Dear The One,
I am just about to buy my first Amiga 500 computer. It's
taken months of hard saving to get the cash together and
now I'm puzzled as to the choice of my first game. My
main problem is that I'm partly deaf and when I ask the
shop assistants for advice I find it hard to understand
what they are saying with all the hustle and bustle going
on. I'm sure I can rely on you to help me make the right
choice — Shooting and Sport types appeal tome. Thanks
a lot.
David Bell, Newcastle-Upon-Tyne

Well, as far as sport simulations go you can't go far
wrong with Anco's Kick Off 2, the only football game
worthy of consideration. Cinemaware's range o f TV
Sport s  are also well worth a look. I f  you want  to play a
range of sports in one go then take a look at the Epyx
Games series, available in the UK through US Gold.
Some of the programs in this series do feature Shooting
events. Hope that's been o f  some help. Since you
obviously had a hard time with sales assistants we
decided to send you £100 worth of software so that you
don't have to bother with them again for some time.

machines. The ST, Amiga, and PC ali have
existing and forthcoming Cl) drives, so
16-Bit owners aren't  really losing out.
Ocean has now finished an ST version of
Head Over Heels and is currently working
on t he Amiga version. I t  should b e
released in the new year as either a
budget game or as part of a compilation.

FLUTY FLIGHTS
Dear The One.
I have just been informed by MicroProse
that the ST Stealth Fighter is deliberately
designed to randomly and instantly rotate
through 180 degrees in the horizontal and
vertical plane, apparently to simulate poor
flying charactenstics. Since this is either
an incredible story or an incredible design
blunder I have asked you to confirm it. On a
different note, what happened to the ST
Battle Of Britain?
F B Dickens, Tyseley. Birmingham

Yes, very occasionally the aircraft will turn
through 180 degrees, and here's MicroP-
rose's explanation.
- W h e n  
fl y i n g  
a  
r e a
l

plane you would occasionally experience
pockets of turbulence. These can cause
the plane to rock and drop anything up to
two hundred feet before it  is stabilised.
When this  mot ion is  s imulated on  a
computer the resulting effect is not as
disorientating as it would be in reality. To
compensate f o r  this  MocroProse has
simulated bad turbulence by  Including
the rotate feature. This does mean that
even when flying on autopilot you have to
continually monitor the plane's attitude
and (lightpath. This makes the experience
of flying this simulation tar closer to the real
thing. Thanks, guys, As for the ST version
of Lucas(ilm Games' Battle Of Britain -
it's out now for E24.99,

GOAL QUERY
Dear The One.
First of all I'd like to say that the new look
which The One has adopted is obviously
for the better t h e r e  seem to be vast
improvements in each new issue I read!

Secondly I hope the Goal Of The Month

THE ONE

will continue for a long time to come. It's
good to see you are not just churning out
art competitions. I  hav e a  couple o f
questions regarding t he  Kic k  O f f  2
Competition.

1) Do you take into account when judging
an entry the build up as well as the actual
goal?

2) Has the competitor, if playing in a set
position, actually got to score the goal or
can they pass to another member and set
them up for the killer punch?

Please keep up the good work with The
One. (particularly enjoyed the -
A  S p o r t i n gFuture' feature in Issue 23 and can't wait
until Speedba l l  2  i s  commerc ially
released. Well done.
S N Hardy, Sheffield

1) Yes ,  t h e  whole o f  t he replayed
sequence is judged.
2) Only goals scored by the player are
valid, not  those scored by  computer-
controlled players.
Glad you liked it. Speedball 2 will be on the
shelves on October. Both ST and Amiga
versions will retail for f24. 95.

CHAOS AVERTED
Dear The One,
Having recently phoned Mirrorsoff to find
the release date of Chaos Strikes Back
for the Amiga, I was dismayed to hear that it
is not to be released due to low sales on the
Alan ST (released some month's ago).

I phoned my local computer shops only
to find that they knew nothing of this. I
asked all of my  (now unhappy) Amiga-
owning friends, t hey  also had heard
nothing about this ludicrous idea.

So who does know about it? Do I have to
buy an ST?
James Deyner, Worthing

Let's got  this straight once and for all.
Mirrorsoft has absolutely every intention
of releasing Chaos Strikes Back on the
Amiga later this year. You seem to have
got y o u r  wi r e s  s erious ly  c ros s ed
somewhere along ,the line -  sales of the
ST version have been very healthy, anti
Mirrorsolt will definitely be maintaining its
support for the product.

MORE TV
COVERAGE?
Dear The One,
First ot all I would like to say that the New
Look Magazine is better than the Old Look.
Second, I heard that the programmers of
TV Sports: Football and Basketball were
thinking about a TV Sports: Baseball. Is
this true?

Ever since I was 121have wanted to bea
games programmer but  I  don' t  know
where to start, so could you please advise
me
Robert Scoles, Solihull

Yes, Cinema ware is currently working on
TV Sports. Baseball (how c ome y ou
missed the news in a previous issue?).
And yes, we will bring you further details
as soon as they are available. if you really
want to find out about programming as a
career then why  not pop along to the
Computer Entertainment Show and visit
our love Work In Progress exhibit to have a
chat with hit programming team Bullfrog.

ASK ME ANOTHER
Dear The One.
I would just like to congratulate you on an
excellent magazine, now with even better
in-depth reviews and features. I have a few
questions that I hope you can answer for

1) Whatever happened to Ramrod from
Gremlin? The  game where you mus t
prevent your 'FloboCop' like character
from becoming bored by means of playing
CDs, drinking Pepsi, and playing arcade
machines. Has it been scrapped?

2) Is it worth buying a monitor? If so, is the
Phillips CM8833 a good choice?

Right, here we go...
1) Gremlin tells us that work is underway
on Ramrod once again, and they hope to
have something ready by December.
2) Certainly. We use Phillips CM8833
monitors here at The One, and although
they occasionally need attention, they do
give good quality pictures and sound, and
they are extremely robust.

GAME GUIDE GRIEF
Dear The One,
I have just bought issue 23 and found it
very entertaining save one flaw. I  don't
mind having the cheats and hints belore
actually playing the game, but I do mind
having to pay something like E4 - the price
for The One in Denmark -  and then
discover that you have used a ridiculous
amount of pages on a guide for a couple of
games.

I honestly don't believe that I'm the only
one who dislikes throwing money away, so
PLEASE make a survey or something in
order t o know whether or  not  people
actually want these incredibly long game
guides
Christian Roig, Roskilde, Denmark

Never let it be said that we don't listen to
our readers -  we will be quite happy to
adjust the format of the Tips if  enough
reader's aren't finding the pull-out section
useful. So come on, guys 'n gals -  let's
hear your views.

DO YOU KNOW...

SEPTFMBER1 990

Dear 1 he One,
Do you know when Golden Axe and Final
Fight will be released? Is there a football
game with a side view instead of a birdseye
v iew? What  should I buy  nex t?
Lee Wadlow, Hemel Hempstead

Phew! Wel l ,  Golden A x e  i s  be ing
developed by Probe and will be released
by Virgin Mast  ertronic in November at
E19,99 for the ST and Amiga. US Gold has
the license for Final Fight, but work on it is
yet t o begin,  s o don' t  expect to see
anything before 1991. The next CapCorn
conversion to be released by US Gold is
UN Squadron. Manchester United from
Krisalis boasts a side•on view and has
some management elements as well as
the mat c h itself .  Mic roProse's  n e w
International Soccer  Chal lenge (see
this month's News) is  the first football
game to have a 3D view looking down the
pitch. Check out Shelf Talkers in the news
pages for this month's best buys.



or further information on Min e  products and your local dealer, contact:
The Coach House, Hooklands Estate, Scaynes Hill, West Sussex RH17 7NG. Tel. (044 486) 61
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We Interrupt this Magazine
AGIC FLY" Available in September for Amiga/Atari ST

You're a fighter pilot of the future - travelling through
a giant asteroid in your vehicle the Magic Fly. Your
aim is to destroy key parts of the complex and
discover the space lighter codenamed the Moth

•  Over 30 different spacecraft to scan and shoot. Fee.
your skin creep as you see a Black Widow or
Tarantula crawl towards you. • A vast and complex
network of tunnels to explore, providing hours of
gameplay. •  Selection of weapons - 3 types of lasers
missiles and a range of superweapons. like the Cat,
limper and the Atomic Sledgehammer!' Solid 3D
graphics.

CHUCK YEAGER'S
ADVANCED FLIGHT l'ItAINER" 2.0
Available in September for Amiga/Atari ST.
Out now for PC!

Experience white knuckle flying thrills with the great
flight trainer. Now fly any of 18 different aircraft, all
with accurate aerodynamics and realistic 31) modelled
graphics. join the I.!S Nasys Blue Angels or the USAF
Thunderbirds in formation, or race 6 courses. Other
features include more realistic terrain, unlimited
camera angles and night flying. Let General Yeager
personally guide you through AFT 2.0, sharing his tips
and great flying experiences on the new Flying
Insightsn
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Well use this box to keep you informed about
our latest news.
.,.did you know there is a Flood demo disk
available at your retailers?
„. be on the look-out for previews of
PouvrMongerfrom Bullfrog, the authors of
Populous_
,..ourfirst CD game um released in Japan.
Now FM-Towns owners can play Populous, a
world-wide phenomenon!

Electronic Arts
i'49 Station Road

Langley, Berks SL3 8YN
England
Tel: (0753) 49442
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for some Exciting Programs
FLOODtI Out  Now (and receiving rave reviews) for Amiga/Atari ST Colour
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Out now! Amiga/Atari STOut Nowt Amiga/Atari ST Colour/Mono

'The latest in the splurge of space-trading games is
Imperium The objective is to dominate the galaxy by
trading with other planets and colonising new worlds.
With an array of winning options, hveriuni may yet
be the most engrossing space-trader ever — ST Formal
Magazine.

•ti platform game with a sense of humour and over 35
.iddictive levels, Help Quiffy escape front the
underground caverns to the Earths surface away from
such nasties as the Psycho Teddies and the Creeping
doom of the Flood.
•  Whacky objects like boomerangs, flame throwers,
balloons and spacehoppeN • Humorous monsters to
destroy from Bulbous Headed Vongs to Vacuous
Gombos. •  Passwords — no need to start from the
beginning again! •  Watch Quiffy grip to almost
anything even the ceiling. •  Gurgling tunes and
splashy sound effects. •  Numerous puzzles to solve. •
secret locations

W I G  Hit

*  Zero Hero
* G e n  d'or

Fast and furious multi-player action in the ultimat
future sport.
•  Multi-directional scrolling featuring parallax,
'vector and has-relief graphics. •  Up to 3 players per
game and 8 players per league. •  8 different pitches,
each with its own characteristics. •  Extras such as
free kicks. chip shots and loonv halls'

C T R O N I C  A l '  TS'
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GUNPOWDER
PLOT

IF YOUR disk
doesn't seem to

be working
properly (or

worse., not  at
all), don't eat it,

Just pop it into a
jiffy bag and send

it back to us at,

PLOTTING DISK
REPLACEMENTS

The One
Priory Court

30-32 Farr ingdon
Lane

London EC1R
3AU

Just give us 28
days to sort out

your problem and
accept our

humblest
apologies tor the

inconvenience.
You should enjoy

Plotting all the
more tor the wait,

THE PLOT
THICKENS

ANYONE sultatily
enthused by this

taster and keen to
acquire the whole
kit and caboodle

(featuring entirely
new levels) would
do well to dig out

£24.99 and
contact their

favourite software
outlet or Ocean
Software Ltd, 6
Central Street,

Manchester M2
5NS. Tel: 061 832

66,33

A SHAPELY STORY
"Doctor," Marlene sobbed, turning away
from t h e  monit or a n d  covering h e r
sparkling eyes, now awash with tears, -
Ithink were losing it .„"

"I know, Marlene," soothed Doctor Mike
Roe. He took her in his powerful masculine
arms and held her close, not as a lover but
as a lather. "But, alas, there s nothing I can
do_ I've lost three STs and two Amigas
already -  t h is  i s  t he las t  surviving
machine."
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diet of poor software. I've tried everything I
can to save them. but even I, the world's
finest disk doctor, have to admit defeat."

"Wait!" Mar lene  c ried,  h e r  c hes t
heaving visibly beneath her flimsy cotton
dress as a  resounding thud emanated
from the surgery's mailbox. "I'd know that
sound anywhere! It's a brand new copy of
The One with a special cover-mounted
disk."

Mike's admiration for Marlene rose as
he admired her shapely, sylph-like form
retrieving the organ of her desire from the
doormat.

"Oh yes," she gasped, deftly sliding the
disk out of its plastic sheath and thrusting it
vigorously into the disk drive. "This is it!
Five brand new levels al Ocean's prize
puzzle game Plott ing for the Amiga and
Atari ST. But hurry Doctor, I can't wait any
longer. We only have half  an hour to
play..."

Straddling the chair before the monitor,
Doctor Roe grasped his joystick with intent
and began t o revive his last surviving
machine...

HVE NEW LEVELS!
YES INDEED, courtesy o f  Ocean
here are live exclusive new levels of
that pucker new puzzle game Plotting.
that won't appear in  the  released
version -  and you don't need the
original game to play them. Just in
case you missed the review in the
previous issue, Plotting received a
very healthy 90 percent. What greater
recommendat ion do you need?

HOW TO LOAD YOUR
PLOTTING DISK
SORRY. P C  owners ,  Plot t ing i s  not
available for your machine so we couldn't
include a version for you to play. The
Amiga and Atari ST versions are both
included on the same dual-format disk

AMU
Ensure that all peripherals except your
joystick and monitor are disconnected and
that your machine has been switched oft
for at least 30 seconds. Now switch on your
machine and insert your Plotting disk , Alter
a few seconds you should hear the title
soundtrack and a  menu wi l l  appear.
Simply select  t he Funct ion Key  that
corresponds to your choice of action.

ATAN SI
Disconnect all peripherals except for your
joystick and monitor and switch off your

THE 0 NI
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machine for at least thirty seconds. Insert
your Plott ing disk and switch on  t he
machine. Alter a lew seconds you will hear
the title tune and menu will appear. Simply
select the Function key that corresponds
to your choice of action.

(MIMS!
II you are one of those tremendously rich
jet-setting types that owns both an Amiga
and an Atari ST then you are in luck indeed.
The AM iga version al our Plotting preview
features five different levels to the Atari ST
version t h a t ' s  double the fun!

HOW TO PLAY PEOHING
THERE are three selectable choices from
the menu screen.

FS
Calls up an instruchon screen showing the
function of all the elements on screen.

F4
Toggles the music oft and on.

F2
Starts the game. If you are playing on your
own, simply press the firebutton to begin
the fi rst level. Two  players may  play
simultaneously by  both pressing their
firebuttons

SO WHAT'S THE IDEA?
The objective is to reduce the number of
tiles on each level to the minimum number
slated at the top, before you either run out
of time or special tiles.

Tiles are removed by  pressing t he
firebutton to shoot the tile carried by your
'tufty helper into the pile. Tiles can only be
thrown sideways, but by bouncing them off
the solid blocks at the top of the screen you
can hit hies at the top of the pile,

Providing you hit other tiles of the same
design they are removed from the pile. Any
tiles that were above them drop down to fill
the gap. As  soon as you hit  a tile of a
different design, the tile thrown stops and
the t ile you hit  last bounces back and
becomes yours to throw.

The more tiles of identical design that
you hit at once, the more you score. If you
end up with a tile that does not match any of
the accessible tiles in the pile then you
have scored a MISS. In this case you are
given a Wild Card,

A Wild Card is a special tile that can be
used to hit any other tile. If you run out of
Wild Cards and then score another MISS,
you lose. You also lose if you fail to reach
the required number of tiles in the allotted
time.

Wild Cards are occasionally to be found
within the pile. I f  you hit  one you are
automatically given an extra Wild Card to
play with.

On some levels there are strategically
placed pipes You can bounce a tile down
through a pipe or off the side of one. Be
careful: pipes may block your route to
important tiles, so it's important to always
be aware of their position.

When y ou have mastered a  bas ic
technique for clearing t iles then t ry  to
improve your score. To do this you need to
clear tiles so that you are left with long lines
of tiles of the same design. These can then
be cleared with one tile to maximise your
score.



Deep in the heart of darkness lies a swamp. In the centre of
the swamp there stands a castle. And deep inside the castle
the Necromancer waits.
His history is steeped in blood: A feud between the
kingdom's heirs, a battle won by magic and a massacre that
stained the battlements red with blood. In the aftermath
many adventurers tried to unravel the enigma. None
returned alive.
But fate has nurtured a hero. No valiant
knight or swarthy soldier but a liar, a
mercenary and a thief. Karadoc the dwarf is
destined to go where men have failed, to
come lace to face with the Necromancer and
probe the darkest mystery known to man, His
motive? Not honour or love or a personal
feud
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Castle Wulf is bursting at the seams with it...
Cadaver is the interactive fantasy adventure
you've been waiting for_ Stumble through a
labyrinth of age-old passageways, explore
the mystic contents of Witlis secret rooms,
battle to the death with hideous monsters,
grapple with supernatural ap s and puzzle
over the enigmatic spells Necromancy.

•  A complex interactive game
environment with hundreds of
different rooms and locations.

I  Mind-bending puzzles.
•  A wide variety of
available weapons.

•  An array of spells and mysterious
magic potions.

•  A vast menagerie of monsters,
including mutated rats, man-size
water lizards and gigantic fire-

breathing dragons.

Cad ver — survive it and it's an
rexp yience you'll never forget.

Image Works Irwin House,
i IS St4uthwark Street,
londcOn SE I OSW,
Te l epi one  071 9 2 8  1 4 5 4

Fax 011 5 8 3  3 4 9 4
Screen Shots from Atari cr  version
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NEWS

GREMLIN'S TI

WITH th e  Team Suzuki licence recently secured
under its belt, Gremlin  is  now se t to  unleash it s
official motorcycle  race simulation.

Team Suzuki covers a complete Grand Prix season and
features accurate representations of all the tracks. hills, tunnels,
and chicanes. The 3D action can be displayed from many
different viewpoints, and an action replay mode aliows you to
enjoy your most triumphant and spectacular laps again.

Former Vektor Grafix man Carl West is coding Team Suzuki,
with the intent of outdoing all other similar racers that have come
before. Unfortunately, you won't be able to lind out how he's
fared until December.

SOMETHING FISHY
FOLLOWING t h e  s imp lis t ic  b u t
p layable p l a t f o r m  a c t i o n  o f
Yolanda. Mil le n n iu m i s  s e t  t o
impress once again with two more
original arcade offerings.

Manly is a ball game in isometric 3D and
vaguely reminiscent of that ageing arcade
hit 0-Ber t  The idea's to paint squares
back to their original pattern by bouncing
on them while at the same time avoiding

BOUNCY tun in Millennium's  Walls

THESE shots of an
early version of

Team Suzuki show
some of the

different views
available_

TEAM SUZUKI's
Main Man Kevin
Schwantz, who,
surpris ingly,
doesn't appear in
Gremlin"s
simulation.

hazards Manix is released at the end of
September on Amiga and Alan ST for
£24.99.

James Pond is no ordinary fish — he's
an underwater agent ,  dedicated t o
safeguarding the security of the deep by
undertaking missions (some of which have
an environmental angle). This  side-on
scroller will be available in November on
Amiga and Atari ST for E24.99 apiece.

THE ONE SEPTEMBER 1990

UNDERWATER espionage is the order of the day for James Pond: Underwater Agent.
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Month

TOP TEN
Ending August 1990

AP A
1 IP. KICK OFF 2

Anco

2 NE LOST PATROL
Ocean

3 NE SHADOW WARRIORS
Ocean

4 NE HARDBALL I!
Accolade

5 A DAMOCLES
Novagen

6 NE THE TEENAGE
MUTANT NINJA
TURTLES
Ultra

7 NE NINJA 2
System 3/Activision

8 ESCAPE FROM THE
PLANET OF THE
ROBOT MONSTERS
TengeniDomark

9 NE FLIMBO'S GUEST
System 3

10 NE FLOOD
Electronic Arts
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CAPTIVE AUDIENCE
MI NDS CAP E 'S  f o r t h c o m i n g
Autumn release should capture
the imaginations o f  a l l  arcade
adventurers.

Written by  Tony  Crowther of  TRAP
fame, Capt ive is a 3D action adventure
featuring 60,000 levels, complete interac-
tion with objects and the environment, and
'surround sound stereo on Amiga.

The hero  o f  t his  venture i s  Tril l.
incarcerated in suspended animation for
two-and-a-half centuries for a crime he
didn't commit, When a freak computer
Failure causes him to revive he is left to pick
up the pieces of his past existence and
escape.

You can catch Captive on the Amiga and
Atari ST in October for E24 ,99, and on the
IBM PC and compatibles in November for
£29.99.

SOM ETHING wicke d  th is wa y co m e s in
Captive .

SUCKERS FOR PUNISHMENT
MARVEL COMICS' law-giver The
Punisher has at last made it to the
software streets, courtesy of The
Edge.

Frank Castle is not something owned by
the National Trust, but a man intent on
dealing h is  own  brand o f  just ice t o

THE PU N I SH ER : bringing h is own  style  of just ice  to  the  stre e ts.

criminals who have escaped the clutches
of the law. Dolph
. 
L u n d g r e
n  
r e c e n
t l y  
s h
o t

his way through the silver screen role, and
you c an  n o w grunt  along wi t h  t his
computer shoot out (what else) from The
Edge on Atari ST for El 9.99 and Amiga for
224.99.

TOP TEN
One Year Ago

M O D
1 FEDERATION OF

FREE TRADERS
Gremito (1,aptscs

2 SHOOT 'Ella UP
CONSTRUCTION KIT
Palace Software

3 FALCON, THE
MiSSION DISKS
VOLUME ONE
Spectrum HoloByle

4 KI CK OFF
Antx,

5 GUNSHIP
MocreProse

6 THE NEW
ZEALAND STORY
Ocean

7 TEST DRIVE
Arcola&

8 POWERDROIIK
Ele CirafloC A rts

9 MILLENNIUM 2,2
Electric Dreams

10 SILKWORM
Virginit he Sales
Curre'Virgin Games

NEWS

TOP MI
Germany
MMGA

1 PIRATES!
M
,
c
r
o
P
r
o
s
e

2 INDIANA JONES
AND THE LAST
CRUSADE: THE
GRAPHIC
ADVENTURE
Locasfern Games

3 KICK OFF
Armco

4 POPULOUS
Elm-ironic Aris

5 RAINBOW
ISLANDS
Ocean

6 SI N  CITY
Mars

7 THEIR FINEST
HOUR: THE
BATTLE OF
BRITAIN
Lucasfilm Games

8 TV SPORTS,
BASKETBALL.
Cinemaware

9 ROCK •N
- 
R O L L

RairtCoo Arts

10 TURRICAN
Ramiaiw Arts

13

Courtesy of Powerplay
Magazine
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TOP TEN
Month Ending August 1990

ATARI ST
I NE F-19 STEALTH

FIGHTER
MicroProse

2 KICK OFF 2
Anco

3 lo• SIM CITY
Maxis/Infogrames

4 NE DAMOCLES
Novagen

5 NE IMPERIUM
Electronic Arts

6 NE NINJA 2
System 3/Activision

7 NE ESCAPE FROM THE
PLANET OF THE
ROBOT MONSTERS
TengeniDornark

8 NE ALL TIME
FAVOURITES
Accolade

9 NE STARBLADE
Silmarils i Palace

10 NE EAST Vs WEST
Rainbow Arts

;714ExilleciordDLSoV"1.18or:d=•1;7NL4c, The
436 2811.

THE ONE

1

TOP IIId
One Year Ago

A M  $I

1 FALCON. THE
MISSION DISKS
VOLUME ONE
Spectrum
HoloeytelArrorsoll

2 SPACE QUEST III
Seria/Activision

3 MILLENNIUM 2.2
Electric Dreams

4 WATERLOO
PSS

5 KI N GS QUEST
TRIPLE PACK
Serra'Activision

6 POPULOUS
Electronic Arts

1 KI CK OFF
Anco

8 HONOA RVF
MicroStyle

9 CHARIOTS OF
WRATH
linureNsions

10 DRAGON 1401..14
Imagine

THALION shoots to thrill with Wings Of Death

THALION REACTIVATED
ACTIVE finally ended all speculation about the future
of Thalion products in the UK by announcing that it
had tied up Sales and Marketing rights with the
promising German company.

Several 'Nat ion products, inc luding Leav in Teramis .
Atomix, and Dragonfl ight were left without a UK publisher after
the demise of Grandslam earlier this year.

There was some speculation recently as to whether US Gold
would initiate a partnership with Thalion. but it simply never
happened.

Active's Main Man, Robert Stallibrass, needed no convincing
of the label's worth: Fo r  quite some time German software
houses have been developing very good software. They
steamed ahead of English companies by producing games that
are a hell ol a lot more original. Thalion is the best of the bunch."

The two companies are wasting no time in getting their new
relationship oft to a flying start The puzzler Atomix will appear at
the end of August with the huge RPG Dragonflight and the shoot
'em up Leavin• Teramis to follow.

Featuring 10 dungeons, each with 14 levels. Dragonflights
combat and magic action is complemented by him-like animated
sequences. Dragonflight will be available for ST and Amiga at
E34.99.

Wings Of Death also involves dragons. only this time as the
star of a frantic vertically scrolling shoot 'ern up with plenty of
power- ups and mid and end-of-level guardians. Wings Of Death
should be available from Thation and Active soon, at a price yet
to be announced.

MAKPIG AN IMPRESSMN
IMPRESSIONS' latest opus is a tribute to old Jungle
Films, when the men were men and so were the
women.

Legend Of The Lost casts you as Jack, a down-and-out pilot
down to his last bottle of  whisky and out of  luck. Your

stewardess girlfriend Jane has crash-landed in the Jungle.
Pausing only to put the lop on your bottle, you set off to rescue
her, But your adventures lead you to discover something very
nasty lurking in the jungle.

This animated adventure will be available soon on Amiga and
Atari ST for E24.99, A CDTV version is also planned.

JACK: A
3ANE: HENPN
JACK: LOOK

JUST
3AME: P E LL

AN EXAMPLE of the sort of activity you can expect to meet in
Legend Of The Lost,

AND HERE IT IS AGAIN ON THE REPLAY...
HAVING been

taken d o w n  ju st
outside the Penalty

Area, Ke n 's te a m
limbers up for the
all-important free

kick. But that angle
isn't a good one.

and the wall
doesn't took like

it's going to be
e a sily be a te n...

RACING in. Ken
gracefully lobs it

over the heads of
the defensive wall.
Here's an easy one

for the  ke e pe r...

BUT NO! With
expert  u se  o f

attertouch. Ken
swerves the shot

at the  la st  minute ,
causing the ball to

swe rve  pa st the
'keeper and into

the lop corner of
the net.

SEPTEMBER 1

THE GOAL-DEN SHOT!
IT MUST be something to do with the law of diminishing returns.
This month we have been flooded by sackfuls of Goal-den
Goals, and yet the overall standard is lower than the previous
month's!

One of the most popular trends seems to be for entrants to
send a disk with 10 or more goals on it, most of which are
uninspired to say the least. The idea is to send in the very cream
of the goals you score, not every last one! So, as of the next
issue, the limit is three goals per entrant — that should make sure
that you only send us the pick of your crop.

Even though there wasn't exactly an abundance of brilliant
goals this month, one shot in particular stood out. And that was
sent with four others by Ken Bale of  Alton in Hants. His
well-executed set-piece free kick earns him E50 of Amiga
software.

imartmexekratetiel

KPM - 7 .- 4 0
0
.
8 1 8 1 I N I N
I N E8

HEY!
SO YOU reckon you can score with the best of them. eh? Then
why not store your three best goals on a disk and send it to
GOAL-DEN GOALS,  The  One,  Pr i or y Cour t,  30-32
Farringdon Lane, London ECI A 3AU. Software and T-Shirts
are up for grabs for the goal which, in the opinion of our expert
panel of  judges, is the best reteived in the month prior to
publication. Don't  forget to state your machine type and on
which pitch the goal was scored. Your name and address would
be useful, too.



COM)

Tile CORPORATI ON T h e  ep itome a t  21v1
century e iice llence  A  conglomerate spann ing
1 4 2  c o u n t n e s  m a l t  5  c o n t i n e n t

An e n t it y ca p a b le  o f  a n yt h in g

AVAILABLE ON
ATARI ST AND COMMODORE AMIGA E24,99
SCREEN SHOTS FROM VARIOUS FORMATS

=  A l l  ...d i l l  t , u d rr e n q u m e s
L,mitera Tiatlevy inas  Hous e 6 9  i  I A A s
,l b °   K o m iDe,fi v 0 1 3  3 1 5  Ir l e p 6 o n e  1 0 3 3 7

,  7 9 7 7 9 7

•  T o ld '  o t  m o ve m e n t  t h ro u g h o u t  a  3
d imensiona l envitonm en t

•  1 6  le ve ls p layed  o ve r an  area o f  1  2 9 6 , 0 0 0  f t
•  Fe a iu r in g  a  un ique  se lf  p o rt ra it  d ig it ize d  inva9e

isee p a ck t o t  d e ta ils!
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Month

TOP TEN
Ending August 1990
IBM PC AND
COMPATMLES

1 NE TRACON II
Wesson International

2 NE PGA TOUR GOLF
Electronic Arts

3 a. TOP 10 SOLID GOLD
Cosmi

4 ULTIMA VI
OriginiMindscape

5 NE BATTLECHESS
Interplay/Electronic Arts

6 NE CRIMEWAVE
AccessIUS Gold

7 a. BRIDGE 2150
Oxford Softworks

8 RE F-19 STEALTH
FIGHTER
MicroProse

9 vo
,

THEIR FINEST HOUR:
THE BATTLE OF
BRITAIN
Lucasfilm Games/US
Gold

-
10 m.' FLIGHT SIMULATOR IV

Microsoft
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NEWS

TOP TEN
One Year Ago
liN PC IsAti
COWATILLS

1 JETFIGHTER
1/Noc8yPape4zgic

2 FL/GMT
SIMULATOR
SirkiLogic

3 LOmBAND RAC
RALLY
Mandarin

4 OUTRUN
Sega

5 SOLID GOLD
TRIPLE PACK
Inlecom

6 WATERLOO
PSS

7 M N  ATTACK SUB
Eleclrortic Arts

A 6-16 COMBAT
PILOT
Digital integralion
F-19 STEALTH
FIGHTER
lAcruProse

10 WHO FRAMED
ROGER RABBIT?
Boe•ia ViSla

TOP TEN
USA

MN PC MO
COArAtilitil

ULTIMA VI
Origin

2 THEIR FINEST
HOUR BATTLE Of
BRITAIN
Locasillm Games

1 RED STORM
RISING
M.croProse

4 FLIGHT OF THE
INTRUDER
Spedluel Hoicklyte

5 SECRET OF THE
SILVER BLADES
SSI

6 STRIKE ACES
Accolade

7 M EGA TRAVELLER
1
Paragon Sorterale

8 HARDBALL II
AccoLacte

9 RAILROAD
TYCOON
MicroPrese

10 FACES
Speck om Horofilivte

Courtesy of Login
Magazine, Japan

T H E ONES E P T E M A 9 O

MIGHT AND MOTION
FRO
EVER keen t o  provide variety,
MicroProse's imminent mixed bag
of wares ranges from spying to
soccer.

Covert Ac t ion is  a  Max Remington
techno-thriller set  in  the world of  the
contemporary spy. PC owners excited by
the prospect of  becoming involved in
breaking codes, stakeouts, and phone
tapping, will find this right up their street.
Both male and female character versions
will be available towards the end of the
year in CGA, EGA, and VGA, with AdLib
and Roland sound boards supported.

Also available towards the end of the
year on the PC is  Lightspeed. Micro-
Prose's first space simulation. It seems
that in the future the Earth has lost its ability
to support human life. And once again it's
up to you to save the day by searching for
new planetary systems to colonise. This
huge interplanetary quest includes galax-
ies galnre and alien hteforrns aplenty.

THF WOR L D  C U P MEW now be  a  dista nt
memory but the soccer simulations are
still coming. International Soccer Chatenge•
the 'sequel' to MicroProse Soccer, diners
from all the other players in Its unusual 30
perspective. Whether its playability will
score with the fans remains to be seen.
MicroStyle's ISC is available now on the
Amiga, Atari ST and PC for C24.99•

WHAT THE STARS ARE PLAYING
GRAFTGOLD
THE TEAM behind Paradroid 90 (see page 40). Ivan
'Ironman' Stewart's (TM) Super Off Road Racer (TM)
(see page 76) and Simuicra (see page 48) has been
devoting its leisure hours to both young and old games -
although flavour of the month for both Andrew Braybrook
and Gary Foreman has to be Rainbow Arts' Turrican.
"We love it, and we've both managed to finish it," Andrew
confesses. "We've also been looking at it for some of the
clever technical things that are going on inside -  a
full-screen at 50 frames isn't half bad." Gary'S also been
into the Shanghai variant Turn It. while Andrew is still
bashing away on the classic Defender clone Datastorm
and Ocean's F-29 Retaliator. Jason Page's getting his
kicks from Kick Off 2. while John Lilley's been getting
nostalgic with some older titles. including Hard Drivin'.
Populous and Sim City. It seems that they just get better
with age...

MICROPROSE

'TAKE to the skies In a blaze of glory with
Knights Of The Sky.

THINGS get a little heated in Fireball,
released, appropriately enough, on the
Firebird label. This bizarre future sport
sees the  p la ye rs ge t the ir finge rs burnt
throwing around a fi reball and scoring
goals by singeing the noses of giant
salamanders. Available now on Amiga and
Atari ST, priced at E24.99 apiece.

MicroProse is also promising its best 3D
graphics to date.

An aerial challenge to Cinemaware's
Wings comes in the form of Knights Of
The Sky. Climb into the cockpit of a World
War I fighter plane and take to the skies
above the Sommes to give the Red Baron
a taste of his own medicine.

Coming down to earth with a bump and
plenty of  bangs we  have War  Jeep,
possibly the first ever Jeep simulator. Set
in the deserts of Libya and Egypt during
World War II, War Jeep comes from the
ever effervescent mind of the legendary
Steve Bak. It should be available for the ST
and Amiga in October, priced at £24.99.

Fans of Airborne Ranger will welcome
the appearance of Rat  Pack, currently
under development by  Imagitec. This
combat romp puts you in control of four
commandos on crack missions behind
enemy lines. Rat Pack is due for release at
the end of the year on Amiga, Atari ST and
PC.

t ilt  t rw l ltro 0.041 NAO., Resta lEirar

INTERGALACTIC Development's UMS II is
the successor to the phenomenally
successful Universal Military Simulator.
UMS II can quite happily  s imulate
confl icts in any era and on any scale from
a single  ba ttle fie ld lo  the  whole  globe . I t s
available now from Rainbird on the Amiga
and Atari ST lot  E29.99 and on the IBM PC
and compatibles for 04.99.

WHAT THE STARS ARE PLAYING
TIE ASSEMBLY LIPE
IT'S NOT all programming Vaxiine (see page 71) over at
The Assembly Line -  though the team's tastes have
become slightly more sophisticated recently, with not a
single 16-bit game in this month's fave raves. Martin Day
has been hooking and slicing his way through Golf on
Fujitsu's FM Towns and causing havoc With the shoot
'em u p  G u n h e d  o n  t he  P C Engine.  A s  f or  Adrian
Stephens._ he's been playing away on his very own Mr
Do arcade,machine a t  home. John Da le  recently
returned from America with a  bucketful of GameBoy
cartridges, and his current f ayes are Revenge Of The
Gator and Bugs Bunny. "Bugs is really great," he says,
"You have to  go  around these platforms collecting
carrots." And that's all, folks!



•
FOUR

FANTASTIC
GAMES ON

ONE UNIQUE
COMPILATION!

•

available on... cassette for amstrad cpc, sinclair spectrum, commodore 64/128
at E12.99 - disk for commodore 64/128 at E14.99 d i sk for amstrad cpc, atari st,
commodore amiga at E24.99
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"With a  mixture o f  two and three
dimensional areas and a good com-
bination of  arcade-type action and
problem solving, Unreal could very
well be a monster hit." A C E

"The 3 - D  levels are very impres-
sive technically with t heir incre-
dibly high speed." Z Z A P

"Especially impressive are the sce-
nes with winter backgrounds."

ZERO

"The arcade-adventure levels haw
superb graphics, full of  detail and
imagination." Z  ZAP

8-10, rue de Valmy
• 93100  MONTREUIL SOUS BOIS

Tel. (1) 48 57 65 62
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'NOSIS STUFF
Laurence Scotford took a ferry across the Mersey for a look at the
shape of things to come from Psygnosis.
DURING the course of  i ts six year
existence, Psygnosis has become to
entertainment software what BMW is to
automobiles -  a  consistent producer of
slick products. The com pany's wares have
always been hallmarked by impressive
visuals and soundtracks, with a  heavy
emphasis on futuristic SF and fantasy
themes.

Psygnosis i s now consolidating i ts
position by  developing more diverse
software (just lake a look at some of the
games previewed on these pages). At the
same time it's continuing research into the
use of advanced technology and techni-
ques.

"We always start with a technical quest
-  achieving something n e w  wi th
graphics," says Managing Director Ian
Hetherington, ' W e  ha v e  t o  satisfy
ourselves that what we are trying to
achieve is possible before we go ahead
with a game My worst moments are when I
show innnvative techniques t o  t he
Japanese, and all they want to know is
what is the plot? They don't understand
our way of going about things."

But what about CO technology? Is it
really going to revolutionise games playing
as much as some
people would like
to t h i n k ?  I a n
He
thinks so, but adds
that: "people pay
lip service to CD
technology. The y
say it is going to be
r e v ol ut i ona r y
because that 's what they think they have to
say, but  i . i  reality they don't really
understand why it's going to be revolu-
tionary,"

lan also has some ears for the emerging
CD industry. 'The 16-bit industry is now
peaking and it is a mess. Distributors will
buy anything -  it's hard to find any decent
products on the  shelves. Ther e ar e
probably 20 products in a year that provide
90 per cent of the retailers' turnover.

"The console industry on the other hand
is more orderly_ There is quality control and
a confidence factor -  you know how much
a particular product will sell.

'This quality control and confidence has
to be translated to the CD market. lithe CD
market becomes too open it will be the kiss
of death. This might sound like fear of
competition, but I am not frightened of
competition. There is no inherent quality in
CD, $5,000 is all that is required to
manufacture a CD product."

Does he think that we have stretched
existing technology as far as it will go? "We
are about half way up the technology curve
with existing technology. As far as the
Amiga is concerned there is still a lot that
can be achieved with that medium.

"There i s a  difficult relationship a t
present between the hardware manufac-
turers and the software developers. If we
are given a  longer lead time before
hardware is launched we could create
initial product that i s  closer t o  the
capabilities of the hardware.

"Interactive
video is a
farce. It is

ill-conceived
and it

doesn't work
— it is

seductive
though."
Managing

Director Ian
Hetherington.
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lip service to
CD

technology.
They say it
is going to

be
revolutionary

because
that's what
they think

they have to
say, but in
reality they
don't really
understand

why it's
going to be

revolutionary.
Managing

Director Ian
Hetherington

"With the CDTV for instance, Com-
modore expects some product to show off
the machine when it becomes available,
but there are only a couple of machines in
this country_ Considering that it takes 18
months to produce a finished game with
existing technology this expectation is
unrealistic."

Ian also foresees that CD might be
misused dur ing i ts  formative years.
Interactive video is one of his particular
concerns. "Interactive video is a farce. It is
ill-conceived and it doesn't work -  i t is
seductive though. Trying to interact with
E400,000 worth of video on disc is a
complete fiasco. We  ar e looking for
alternative uses of CD. You have lo throw
your existing thinking in the bin then go sit
in the middle of a field and start again from
scratch. Most developers will evolve into
CD. They will move on from five Megabyte
products to 10 Megabyte products with
studio quality soundtracks, and that will be
what characterises CD product for the next
few years.'

Consoles are another area into which
Psygnosis i s  expanding. I an seems
confident of the machines' continued role
in the industry. "The future for console

based technology
is a s s u r e d ,
Whe r e a s  C D
machi nes a r e
going to be family
machines, c on-
soles are what the
kids are going to
have in their bed-
rooms. Psygnosis

is currently working on four  console
formats. We don't believe that all these
technologies are mutually exclusive_"

So, what can the general public expect
to see front Psygnosis in the near future?
"Our plans for the immediate future are to
dominate the  16-bi t original product
market, But our continuing interest in this
market depends on two factors. About 50
per cent of the companies currently in the
industry need to go bust to clear the way for
quality product, and piracy must diminish.
We are now overinvesting in an unrespon-
sive market. If this does not happen we will
concentrate exclusively on our console
and CD developments.

"The problem lies with the distributors,
retailers, and magazines who continue to
support bad product and overrate licensed
product. I  am not opposed to licensed
products, only to the content of some of
them."
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THIS IS WHERE IT'S All AT...
FOLLOWING the extensive Psygnosis preview in Issue
18, here's the state of play with most of the protects
covered,

AWESOME

FROM the team that brought you Shadow
Of The Beast and Beast 2 (see Review on
pegs 44) come* Awesome, a slick mix of

ercade action and strategic spec* trading,
wtth Impressive 3D and multi-directional

scrolling sections. To win you need quick
reflexes and a share mind. Success

means knowing when to buy and sell,
when to move on, and when to stay on a

planet for another day. Awesome is
released In October for the Amiga and

comas compiete with a tree T
-
S h i r t .

/07.74k

NEWS191
1

RESIDENTS of the Public Domain win
remember Puggsy as being the lovable
cartoon creation of Oyonials. The cute,
mischievous little chap Is soon to be
Immortalised In a full-size Psygnosis
game. This shot Is from the introductory
sequence.

POGGSY is an interactive cartoon in
which our hero gets up to ail manner of
pranks. Puggey's due for Meese on the
Amiga in February laal
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PSYGNOS1S sees Obitus as being a major
contender for the Dungeon Neste{ crown.
In Obitus you have unwittingly boon
stranded in a land ruled by four lords. The
only way you can return to your own time
Is by recovering four pieces of a time
machine, currently in the clutches of the
lords. This side-on arcade-style section
requires some sharp bowmanship. Obit's*
3D sections are its most impressive and
adventurous aspects. Move backwards,
forwards, left or 'right and the scenery
moves smoothly with you. Obitus is
released on the ST and Amiga in
November and comes complete with a
T-Shirt. PC owners can expect to see
something at the beginning ot next year.
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0  Is an overhead racing game,
tar in concept to Supe{ Spout, but with
more bells and whistles. Driving off

road is permissible, if a l i ttlr ibugh on
suspension. There's also.  rather nifty

driving option in which your visibility
ted to the rungs of your headlights._

ASANT looking bunch, eh-. These are
three of the drivers featured in Nitro,
h should be available on the ST and
a in September.

THE ONE

1

ANOTHER interactive cartoon, which, like Puggey, is something of a departure for
Psygnosis. Originally titled Dr Mallei And The Tr
-
i t :4 3 1 e s ,  i t s  s e t  
i n  a  
f a c t o r y  
o c c u p i e d  
b y

the Tribbies and the evil Or Mallet (so called because he carries a huge Mallet with
which he enjoys mashing Tribbles n i c e  chap). Your task, in what's now called
Cutipoo, Is to lead the beleaguered lithe people to safety. THE TEAM behind Cutlpoo Is
DMA Design, also responsible tor Menace and Blood Money. Cutipoo's characterised by
large characters end amusing Loony Toone style animation, with several sub-games to
keep you busy. Look out for It on the ST and Amiga In November.

WALKER
DMA DESIGN has another project in the

pipeline for Psygnosis. Walker is a parallax
scrolling shoot 'ern up in which you

control a mechanical biped. A novel touch
is that by using a special control matrix

the head can be moved through about 270
degrees In any plane. Walker should be

ready on the Amiga next February.

SEPTEMBER 1990

CARTHAGE
OCTOBER saes the long-aw.4ted ST and
Amiga retirees of Carthage. Set at the
height of the Roman Empire, you piny a
messenger taking vital documents
between cities. But getting from A to B
those days sure wasn't easy. Plenty of
chariot clashes are involved In Carthage.
As you level with your opponent the 30
view switches overhead. Now Its time to
run hen off the road by using your axle to
break his spokes. Understandably he's
trying to do exactly the same to you.
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Amiga A500
Every Amiga sold includes:
Workbench 1.3, Extra disk,
Tutorial disk all with manuals.
Full one Year warranty and
mouse, free TV Modulator
with cables • free game

E340 inc.
Claim FREE game
when you buy an
AMIGA/STE PACK.
Amiga Packs
Batman
Batman the Movie New
Zealand Story FI8 Interceptor
and Deluxe Paint II
E355 inc.
Flight of Fantasy
F29 Retaliator
Rainbow Islands
Deluxe Paint II
Escape from the robot

monsters
E338 inc.
STE POWER
PACK
23 Items of software makes
this pack the best!
E347 inc.
C U M A N A  cax354
2nd Drives
Enable/Disable Switch
Through port.
(Amiga) E75 inc.
(Atari) E 8 4  inc.
POWER COMPUTING
2nd Drives
Enable/Disable Switch
Through port.
(Amiga) E69  inc.
(Atari) E 7 7  inc.
M.E.S.
RAM Upgrade
.5MB Expansion
enable/disable switch
plus £5 for clock
(Amiga) E49  inc.
FREE GAME OR
MOUSE MAT.

With every software
order over E40

ALL PRICES INCLUDE POSTAGE AND PACKING

STATE OF THE ART
Software

Ring Now! Save Now!!!
( 0 7 4 2 )  7 5 8 1 0 0

PHONELINE & FAX LINE (0742) 757501

FREE

POSTAGE

JOYSTICKS & OTHER BITS
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STATE OF THE ART HAS
SOMEONE TO ANSWER

YOUR CALL FROM 9AM TO
10PM, RING NOW FOR THE

BEST SERVICE AROUND.

FREE AMIGA CLUB
YOU BECAME A MEMBER JUST

BY BUYING FROM US, WE
HAVE SPECIAL OFFERS ON
NOW THAT COULD SAVE

YOU MONEY.
UNRELEASED TITLES WILL
BE SENT WITHIN VIHRS

OF RELEASE DATE.
ACCESS OR VISA CARDS

ARE ACCEPTED.
To ORDER SEND POSTAL
ORDERR OR CHEQUE TO:

FREEPOST
STATE OF THE ART
39 HEREFORD ST
SHEFFIELD
Si 4PP



GREMLINS: back to create more havoc and hilarity ,

GREMLINS TOO
ELITE recently acquired its first film licence in the
shape of Gremlins 2.
Joe Dante's pesky little critters, currently enjoying their second
appearance on the big screen, will be let loose on your small
screen sometime this Autumn. Little is known about what form
their binary romp will take, but the prices are certain: E19.99 on
the ST and Amiga, and E24,99 on the PC

WHAT THE STARS ARE PLAYING
IMO IMAGE DESIGN
IT'S A SAD and sorry state of affairs on the games
playing front over at VID at the moment. Time Machine
(see page 52) programmer Jason Perkins is the only
person to have clocked up any decent playing hours
recently. "I've been playing all of my favourite old 64
games," he reveals. "Choplitter and Drelbs mainly.
I've also been playing a lot of GameBoy — Tetris and
Pinball in particular." Unfortunately there's not so
much going on for the other team members. John
Twiddy has been busy coding for the new Commodore
Console and hasn't had time for any fun, and as for Mev
Dino — no-one seems to have the faintest clue what
he's been doing.
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NOW t r ia l Interna-
tional 3 0  Tennis  is
well Out ol the way,
you may well wonder
what Sensible Soft-
ware is  up to. Well,
rumour has it that the
boys are considering
producing a sequel to
Wizball h o w e v e r
Both Ocean and Sen-
sibte relused In con-
firm or deny such a
venture. W e  should
have fi rmer details in
time f o r  t h e  nex t
issue_

FOUR-SPEED
COMPILATION
DRIVING enthusiasts will welcome the
appearance of Domark's Wheels Of
Fire, a compilation of four of the best
racers. Featured are Domark's
conversion of Atari Games' Hard
Drivin', Oceans conversion of Taito's
Chase MO, US Gold's conversion of
Sega's Turbo OutRun, and Activision's
conversion of Sega's Power Drift.
Wheels Of Fire will be steering the way
of the Amiga and ST in Mid-October for
E29.99,

SUPER NEWS
MAGNETIC FIELDS
the learn behind the
ex c ellent  S u p s
Sprint-inspired race
Super Cars and cur
rently pu t t ing  l b
finishing touches t
Lotus Esprit Turbo
Challenge for Gram
lin Ise'.  Feature o
page 36), is  soon
begin work on Super
Cars F e w  detail
are available at pre
sent, t h o u g h
spokesman enthused
that: -
A l l  
i n
d u
c t

everything we wanted
to put into the first one
tart couldn't " And tha
may even mean Iwo-
player head-to-head
races

C MO S
GONG
FOLLOWING in the
footsteps ot program-
mar Dominic  Robin-
son, a r t i s t  a n d
designer John Cum-
ming has lett Gran-
gold t o  jo in  Vektor
Grahx. John was res-
eonsible i n  vary ing
degrees for graphic
work o n  Zy naps ,
Rainbow Islands,
Simulcra isee page
48) and tronmani see
page 761

REP ON CUE
EVER w o n d e r e d
what happened t o
Archer Maclean's 313
S n o o k e r ,  fi r s t
revealed i n  I s s ue
Ten" Well, its  turned
up as Stephen Hen-
dry's World Cham-
pionship Snooker
I ron, A c t i v i s i o n .
E x pec t  t o  s e e
Stephen and 'his '
s nook er a t  t h e

forthcoming CES thisSeptember.

BIC FUN
EXILE is the name of
Jeremy Smith's latest
opus (tanner BBC or
Co m m o d o r e  6 4
o wn e r s  m  ay
remember that it was
this man who gave usThrust, t he classic
tribute • to Gravitary
The BBC version of
Exile has been out tor
a w h i l e  o n  t h e
Superior label,  b u t
work has  only  jus t
begun on the 16-bit
convers ions . C o •
written by Peter Irving
of Starship Corn-
maid  barrio. Exile is
an arcade adventure
in the truest sense,
featuring a  s izeable
map t o  explore and
hundreds of  puzzles
to solve. A  January
release date is likely
tor the Amiga and ST
versions -  n o  PC
version is planned at
present

THE ONE S E P T E M B E R 1 9 9 0

ITS THE REAL THING!
- ALMO S T ALL software publishers

O promise  'arcade-style' graphics,
'near arcade perfect' conversions

- a n d  e v e n  ful ly -blown *arcade
• quali ty ',  all on 3.5 inch disk.0

But for those of  you who still thirst for
s genuine coin-op thrills, Active Consoles is
• of f ering nothing less than real arcade

a hardware for your bedroom at a fraction of
the cost of the real

• t h ing.
The P u t n e y -

' b a s e d  hardware
s pec ial is t  h a s
c h o s e n  I  he
forthcoming Euro-
pean Co mp u t e r
E n t e r t a i n me n t
Show f o r  t h e
unveiling o f  i t s
latest brainchild! a
full-sized a rc ade
machine, retailing
for less than E300
(excluding mo n i -
tor, but  inc luding
delivery t o  y ou r
door).

A l t h o u g h  i t
doesn't even have
a name as yet
Powarcade is the
front-runner at the
lime o f  going t o
press, b u t  t h i s
c o u l d  e a s i l y
change before the
machine i s  officially launched —  a
prototype is already up and running, and
the fi rs t  fi nished models  should b e
complete in time for the show.

This is not the first home cabinet to reach
the market, but  where previous efforts
have been souped -up consoles or glorified
computer furniture, this is a genuine game
cabinet, manufactured by arcade giants
Silvertine and including a double joystick
and triple button configuration which is
identical to those used in the company's
standard coin-ops.

In fact ,  t he  only  major  dif ference
between this and any game on view in your
local arcade is the absence of a coin slot
This has been replaced by a credit button,

Sasidrawr

which allows you to exercise the continue
play option without the trouser-twisting
hassle of finding one last piece of loose
change.

As stated, the cabinet doesn't include a
monitor, but allowances have been made
for using either your existing RGB monitor
or just about any size of portable TV (the
monitor shell i s  adjustable f or  t hree
positions).

It's n o t  b e e n
dec ided,  wh i c h
game w i l l  b e
included with t he
cabinet, b u t  l i k e
most o f  it s  coin-
guzzling relat ions
Active's c ab inet
will be capable of
running just about
every most arcade
title, past and pre-
sent.

An initial range of
at least 10 titles will
be available o n
print ed c i r c u i t
boards  ( P CB s )
which are s imply
inserted int o t he
cabinet's J amma
slot. P r i c e  w i l l
depend o n  t h e
popularity and age
of t h e  g a me  i n
question, but some
of the titles which
will b e  in i t ia l ly

available at  around ESO are Kuno-Ft '
Master, Rygar, 1943, Super Dodgeball
and Ghosts 'n' Goblins.

Although t h e  cabinet  i s  bas ically
designed to suit left to right scrolling shoot
*ern ups and beat 'em ups, other game
types can be accommodated. Active is
hoping to have a foot pedal add-on for use
with dnvong games on display with the first
machines, while top to bottom scrollers
can be fitted in by the simple device of
turning the monitor or TV on its sidel

The Powarcade (or whatever) will be
available f rom your local independent
software s hop  f r om t h e  middle  o f
September. For further information, con-
tact Active Consoles on (071) 384 2701



Irwin House. 118 Southwark Street,
London SE1 OSW.

Cinemaware presents a special double bill for computer Users featuring
IT CAME FROM THE DESERT and WINGS.

Experience bugs the size of Buicks. Feel the desert wind chap your parched lips. Be consumed by
your worst  nightmare,  Wit nes s  science fiction become fact as the unimaginable becomes real in

IT CAME FROM THE DESERT.

Relive the action, glory, seat of the pants daring of a WWI Allied fi ghter pilot. Strafe Hun armies,
•  b o m b  enemy aerodromes and match wit s  against deadly Aces in heart-stopping dogfights,

the loser going down in fl ames w i t h o u t  a parachute in WINGS.

IT CAME FROM THE DESERT is now playing for the Commodore Amiga (1 meg only)
priced at 29.99. Coming shortly for IBM PC and compat ibles and the Atari ST

WINGS is a coming attract ion for t he Commodore Amiga also priced at 29.99

40%.
•  C i n e ma wa r e ' s  TV Sports Football and TV Sports Basketball are already

•  a v a i l a b l e  for the Commodore Amiga
•
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WHAT'S
I CI NG  RE

ME TEAM
APART from Kick

Off 2. interest in
which has

reached lever
pitch (ouch)

KATI HAMZA
Welltris

GORDON
HOUGHTON

PGA Tour Gm

BRIAN NESBITT
The Killing Game

Show
Venus

GARY PENN
Ivan trononan'

Stewart s Super
Off-Road Racer

Paradrold 90,
Wellins

LAURENCE
SCOTFORD

Simulcra
Vaixine
Weems

GARY WHITTA
Operation Stealth

Paradroid 90
Vastne

SOW
IAMBS

ESSEN] IAL
software of the

last three months,
compiled courtesy

of The One
team

Corporation
Core Design

Damocles
Novagen

F-19 Stealth
Fighter

MicroProse

Flight 01 The
Intruder

S P e C I I U M
HoloByte And

Mirrorsoll

Flood
Electronic Arts

Kick 011 2
Anco

Oops Up
Demonware

PGA Tour Golf
Electronic Arts

Plotting
Ocean

Turrican
Rainbow Arts

BACK i n i ssue El even w e  ha d a
chat w i th artist Dave  Gibbons.
Over a year later, two of his (then)
forthcoming are complete -  and
they were certainly worth the wait.
Give Me Liberty: An American Dream is
the tale of the downside of American life in
the near future. Martha Washington is the
future of America's Black population -  a
child o f  t he computer age.  destitute,
unwanted, and determined t o survive.
Volume One
- 
H o m e
s  
&  
G a r
d e n
s  
i
s  
w r
i t t
e n

by Frank Miller, drawn by Dave Gibbons,
and is  an essential acquisition for any
self-respecting bookshelf.

The other graphic novel is  World's
Finest I featuring the decidedly dynamic
duo of Superman and Batman. This lime
Steve Rude and Karl Kesel are responsi-
ble for the artistic interpretation of Dave
Gibbons • storyline.

If you lancy having these tremendous
tomes gracing your bookshelf then just
check out the question below and send
your answer on a postcard to TAKING
LIBERTIES, The One, Priory Court, 30-32
Farringdon Lane, London EC1R 3AU (to
arnve here no  later than the 28th of
September). Don't forget to include your
name and address.

RI  QUESTION
Who is the central character in Give
Me Liberty?
The first fi ve correct entries out of  the
editorial hat each wen a copy of Give Me
Liberty (signed by Dave Gibbons) plus a
copy ot World's Finest 1 (signed by Dave
Gibbons and his son Daniel Gibbons, who
contributed some at the artwork).

GREAT n e w s  f o r  f a ns  o f  t e x t
adventur es is the announcement
of V i r gi n Master tr oni c 's  a gr e e -
ment wi th Activision t o r el aunch
I nfocom games at budget  prices.
Five games are involved in the deal: Zork
I, Leather Goddesses 01 Phobos, The
Hitchhikers Gui de T o  The  Galaxy.
Planettall. and Wishbringer. All were
previously released at £34.99, but will be
republished at £7.99 on the Amiga and ST,

THE ONE

FAMOUS FIVE CO CHEAP

Avg

and £9.99 for the PC (with both 3.5" and
5.25" disks, each with a hie containing
clues). These classics will be officially
relaunched at  Computer Entertainment
Show in September.

Before i t s  unf or t unat e d e mi s e ,
American sof tware developer Intocom
gained itself a reputation for challenging
text games.  Las t  y ear t he company
diversified wit h t it les  l ike Bat t letech,
based on the popular role-playing game of
the same name

JUST thre e  I ntocom wa re s re a dy fo r re -re le a se  a t a  ba rga in price : Z o rk I ,  Pla ne tta ll,
and The Hitchiker's  Guide To The Galaxy.

SHORT 'N'
SWEET
ARC D E V E L O P -
M ENTS' conversions
of ' r e m ' s  Dr a g o n
Breed isee Arcades
in I ssu e  Twe lve )  tor
Activision are nearing
completion And very
similar to the coin-op
original t h e y  look ,

ACTIVISION'S yel to
announce conversion
teams f o r  i t s  t w o
recently acqui r ed
coin-op l i cences
SNK's Boastbustars
and tretn's R
-
T y p e  
1 1

iboth featur ed i n
Arcades in issue 17).

EXODUS, Drittlands
iboth re ve a le d  i n
i55Ue 14),  and the
vector gra phic ra ce r
Total Vision Grand
Prix won't be appear-
ing through Activision
after all In tact it looks
like they won't be
appearing lull stop

ALTERED BE AS T
p ro g ra m m e r J e l lGamon's latest con•
version i s  almost
complete. The Amiga
and ST incarnations
of Atomic RoboKid
features m u s i c  b y
Martin Walker, ardent
Rupert The Bear Ian
and progra mme r o f
the Commodore 64
classic H unt e r ' s
Moon Incidentally.
apparently the arcade
version wa s  nev er
properly completed
before the machine
was r e le a s e d  -
there's a completion
sequence and extra
levels that were never
actually used!

PAUL S HI RLE Y 'S
Spindizzy I I  (see
Work In Progress in
Issue 20) should be
ready i n  t ime  f o r
November

GLYN -
W a r h
e a d '
William s 3 D  doigligh.
ter F o k k e r  ( s e e
Warhead rev iew i n
Issue 1 8 )  w i l l  b e
finished in  January,
but n o t  re le a s e d
before Easter

MILLENNIUM 2 _ 2
designer-
programmers Ian Bird
and J ay  Reideman
are cu rre n t ly p u t t in g
the fi nishing touches
to t h e  s e q u e l .Deutioros M o r e
details next month.

SYSTEM 3 ' S  long-
awaited Tuskor isea
Work in Progress in
Issue 15) is  now out
on Amiga and ST for
C24.99 Y o u  c a n
expect to see My th
also •Witzlert• in Issue
15) in  October and
Vendetta  a  lit t le  ee r-
ier in September,

ROGUE PROGRAM
FOLLOWING closely in the foots-
teps o f  J udge  Dr e d d  c ome s
another  2000A0 star  on 1 6
-
b i t  -
Rogue Trooper.
Manchester Unit ed producer Krisalis
has snapped up the character licence and
is currently beavering away in Rotherham
to give the genetically-engineered future
trooper a brand new digital existence.

As the last of his kind, Rogue Trooper
sets out to find the men who killed his
brethren and then to avenge them. Further
details should be available soon.

ROGUE TR OOPER : soon  to  ma ke  h is
16
-
bi
t  
d
e
b
u
t  
a
n
d  
c
u
r
r
e
n
t
l
y  
e
n
j
o
y
i
n
g  
a  
n
e
w

lease of life in the pages of 2000AD
tha nks to  Troope r a rtist-turne d-write r
Dave Gibbons.

SNAP HAPPY
WITH Te e na ge  Mu ta n t  N i n i a
Turtle power rising in magnitude
with every passing day, it seems
that aficionados of the characters
are going to extreme lengths to
acquire associated wares.
London Zoo, in its magazine Lifewatch,
has warned tans of The Teenage Mutant
Ninja Turtles that turtles do not make good
pets. They require proper aquaria for a
comfortable existence, and  t iny  baby
turtles can soon grow into unmanageably
large adults,

Unlike t he  c omic  book ,  fi lm,  a n d
computer game heroes, real turtles also
have a habit of snapping at unwary fingers
(criminal or otherwise). You have been
warned...

OOPS!
IF YOU read the Future Sports feature In
the previous issue you may have found
the transition from page 2710 28 a little
confusing. That 's  because a  l i ne
dropped off. So, to make amends, here
It is, ready to cut out and stick in the
offending hole, so to speak.

films, games and comics has been less

AN APOLOGY

SEPTEMBER 1990

THE FIGHTING TALK feature in Issue 22
contained photographs from the book The
Complete Martial Arts by Paul Cromp-
ton, created and produced by  Roxby
Productions Ltd and published by Part-
ridge Press, a  division of  Transworld
Publishers Ltd. We wish to acknowledge
the use of  these photographs trom this
excellent book  (I SBN 1-85225.087-9)
which was  published I n 1989 and is
available from all leading bookshops.
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INTRODUCING

•  Close down t he chemical research, space rocket
development,  c omput er science and biological
observation whic h wi l l  lead you t o  t he end level,
the mystery  Laboratory

•  Use t he t ool  vending machine t o  buy  more powerful
weapons wit h t he coins  you collect.

THE WORLD'S NUTHEST SMALL SCREEN HERO
IN H IS  FIRST ARCADE ACTION CLASSIC

When t he  Professor is  ins t ructed t o c lose down his  fi ve Laboratorys by  The Lord Mayor o r  face being taken t o  t he
local Lunat ic  Asylum by  Doc ter Headbender,  y ou can see he needs  y our help.  You mus t  guide t he Professor through

over 100  screens avoiding Mutant  Monsters and solv ing strange puzzles in  y our quest  t o  save his  sanity.

•  Avoid walk ing fl oppy disks, caterpillar mic ro chips,
spinning laboratory  flasks, molecular sculptures.
walk ing joysticks  t o o  many  t o  list.

•  By Shaun Hollingweorth c reator of many hi t  t it les
including •Pac-mania'.

Krisalis Software, Teque House, Masons Yard, Downs Row, Moorgate• Rotherham S60 2HD
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CHRIS ACHILLEOS has been responsi-
ble lot some ot the finest SF and fantasy
illustrations to emerge during the past two
decades. As we saw in The One On One
interview in the previous issue, one of
Chris' latest ventures has been the artwork
lor three Mirrors°fr releases, namely the
innovative two-player 'adventure' Blood-
wych. and the forthcoming Battlemaster
and Riders Of Rohan.

Battlemaster i s  t h e  la t es t  f r o m
renowned wargame developer PSS.
Playing the part of an Orcish, Dwarven,

'Elven, or Human commander you lead
your troops into battle across a  huge

TIE

'The Editor's
decis ion is  fi nal,

and no
correspondence

will be entered
into. Employees of

EMAP Images,
Mirror5ott and any

subsidiary
companies are not

eligible for entry.

ARTISTIC ENDEAVOURS

war-torn land,
Riders Of Rohan on the other hand is

based on J  R R Tolkien's cult fantasy
trilogy Lord Of The Rings, This also
promises lobe a Role Playing event not to
be missed.

To celebrate t h e  release o f  t h is
Achilleos-'coated' pair, Mirrorsoft's keen
to give away a very special package — a
copy of Battlemaster, a framed poster of
the Battlemaster artwork (signed by Chris
Achilleos), and a signed copy of Chris
Achilleos latest book. Plus! The original
working drawings f or  Bloodwych (ST
Winner) or the original working drawings

for Riders Of Rohan (Amiga Winner). Now
that can't  be *bad. There are also 20
runner-up prizes of a copy of Battlemaster.

All you have to do to stand a chance of
winning this  unique first prize is  this:
correctly ans wer t he  following t hree
questions then send your completed entry
to: ARTISTIC ENDEAVOURS. The One,
Priory Court ,  30-32 Farringdon Lane,
London EC1R 3AU -  to arrive no later than
the 28Ih of September 1990. First correct
entry out of the bag after the closing date
wins i t s  s ender t he  aforement ioned
package The  next 20 correct answers
drawn win a copy of Battlemaster.

THE QUESTIONS

COMPETITION

I OWN AN
ATARI ST I j  AMIGA 0
(TICK ONE)

31

1) What innovative feature makes
Bloodwych such a special
'adventure'?

2) How many different races of
commander feature in
Bettlemaster?

3) Which author's work was the
inspiration for Riders Of Rohan?

1
2
3
NAME
ADDRESS

POSTCODE
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OCEAN France made it s  fi rst splash
towards t h e  e n d  o f  1988  wi t h  i t s
conversions o f  Operat ion Wo l f  Th e
company we n t  o n  t o  produc e t h e
conversions of Data East's Dragon Ninja.
the volleyball simulation Beach Volley,
the Amiga conversion of Jaleco's Cabal,
the hack 'n slash hijinx of Ivanhoe. and
more recently the conversions of Taito's
puzzler Plotting (see Review in Issue 23
and, of course, the cover disk). And there's
plenty more to come, including conver-
sions o f  lesser k nown coin-operated
wares such as Pang and Toed.

The French •pool' was formed in July of
1 988 by former professor, Marc Djan. The
ardent games player was also responsible
for the launch of Generation 4 magazine
(for Atari ST and Amiga) a year earlier,
and, still teaching, he went on to form
software publisher Satory in December
1987 (Satory. you may remember, was
responsible for the 'football simulation'
Hotba II -  reviewed in Issue Four i t  was
also involved with t he conversions of
Operation Wolf and Guerilla War.., which
never made it). In July 1988 Marc had the
chance of setting up Delphi ne Software or
the French arm of Ocean. With the work on
Operation Wolf in hand, Marc chose the
latter. And the rest, as  they cliche, is
history.

Marc's still an avid games player -  to
the extent that the team now only converts
games it  enjoys playing. Marc  informs
Ocean head honcho David Ward that the
team is interested and if  the licence is
available, i t s  acquired and the conver-
sions are produced. Marc's also a big fan
of SNK's Neo Geo console but he doesn't
see Ocean France committing itself: "I t
takes too many people, too long to produce
games for that."

Marc's ultimate objective would be to
use all of the leam's knowledge and skills
acquired during process of conversion to
produce t h e  c ompany 's  o wn  c o in-
operated arcade games and obviously
conversions.

HANKY PANG-KY
MITCHELL'S Pang currently enjoys cult
status worldwide, probably because it's
one of  those simplistic but  immensely
addictive games -  a sort of cross between
BreakOut and Asteroids. And if this all
sounds familiar that's probably because
you read the rev iew of  Demonware's
Oops Up (which bears some similarity to
Pang) in the previous issue.

Ocean France's 16-bit conversions of
Pang are in the capable hands of  ST
programmer A la in  Bois rame (whos e
debut was the ST version of  Plotting).
Amiga programmer Pierre Adane (who
started writ ing a 'tribute' t o Psygnosis•
Shadow Of The Beast but stopped in
favour of Pang, which marks his debut).
art is t  T h i e r r y  L e v a s t r e  ( w h o ' s
achievements include Cabal. the back-
grounds for Ivanhoe. and some work on

Perrier isn't the only effervescent
water to come from France. There's

an expanding Ocean across the
Channel, and it's flowing our way.

Brian Nesbitt took the plunge.

FROM BED
Plotting), and  Pierre Eric  Loriaux -
musician, occasional graphic artist and
Amiga programmer.

Multi-talented Loriaux started at Ocean
France as a graphic artist, working on
Cabal and Beach Volley. However his
musical bent shone through and he was
soon producing sounds and tunes tor
Ivanhoe. Cabal and Plotting (the Amiga
version of which he programmed). "His
father was Number One on the flute in
France. His mother is a music teacher. All
his life he has music," Marc explains.

Loriaux recently finished work  on ihe
Pang mus ic  (17 dif ferent tunes ) and its
handful of spot effects. He makes a tape of
the original's music and listens to it before
reconstructing them on Soundtracker.

"We don't have a lot of room for sound so
we use only eight different sounds -
different instruments -  for the music."
Dian reveals. "We use three voices for the
music and the other for sound. It takes time
to find the good instruments and about
three weeks to make the music. He had
about 25K for all the sound. The sound
effects are not digitised. We make our own
sounds that are similar. Each sound takes
about 100 bytes."

He continues: 'We think the future of the
sound on the Amiga is not sampling. If you
want to make big games on the Amiga with
a lot of things you need to use less memory
tor sound. That's why in Pang you will hear
no sampled sound but all sound from the
Amiga. For Toki the music will be done the
same. We  t ry  t o  mak e sound on  a
synthesiser instead."

Both ST and Am iga conversion s ol Pang
will be complete by the time you read this
Ocean has yet to set a release date.

SOME stages feature underwater sections. As testimony to Ocean France's desire to
improve on the coin-op's graphics, these sections feature (On the Amigal parallax
scrolling backgrounds not seen in the original Tole. Creatures encountered here
Include sharks and ink-squirting squids,
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EVEN though the arcade original's
graphics are to hand, Philippe and Lionel
Dessoly sketch out an the sprites and
backdrops for Told. This  makes life easier
when it comes to placing characters in
the correct places on each level and also
show the route tor when it comes to
sticking the screens together.

ARMED init ially  with a s imple 'harpoon', the idea is to completely destroy the
bouncing balloons. Shooting the bigger balloons splits  them into smaller pieces -  a la
Asteroids. Useful equipment is  occasionally released by burst balloons and inc ludes
dynamite (which splits  every balloon into its smallest possible size), a shield which
protects you tor a few hits, extra time, and alternative weapons such as a double
harpoon, shotgun and a sticky harpoon. Added spice is provided on later levels by the
addition of platform and ladder arrangements.

MONKEY BUSINESS
An evil wizard has stolen your girl. Getting
her back won't be easy, as there are six,
multi-directional s c roll ing s t ages  t o
negotiate. Each stage is  a  'maze' of
platforms and 'ladders' and is occupied by
a host of weird creatures. Worse still, in a
parting gesture the wizard turned you into
a monkey. At  least your jumping and
climbing abilities are improved, along with
your spilling skills...

Yes, this monkey gobs. And there are
plenty of pick-ups lo help. Apart from being
able to beef up his pucker projectiles Toki
finds shoes to make him jump higher and a
crash helmet which allows him to hit things
with his bonce.

The many  characters patrolling t he
levels are all weird b u t  not half as odd as
some of the end-of-level Bosses, including
a long-legged monster that throws up the
!tattlers of the word BURP
, The Amiga and ST versions of Toki are
being programmed by Amiga coder Michel
Janicky in conjunction with ST coder Jean
Charles Meyrignac (who's  fi rst  16-bit
project was applying the finishing touches
to Ivanhoe). The visual translation comes
courtesy of brothers Philippe and Lionei
Dessoly. The duo now know the game
inside-out as they had to play it  pause it
and then draw each f rame on ST Art
Studio. The Amiga graphics are simply
converted from here, in 32 colours instead
of 16.

"We try to do better graphics than the
coin-op," Marc explains. "In the coin-op
you don't need to have very good graphics
because people don't look too close when
they play and it's also every time on a big
screen. With the conversions you need to
have better graphics because you play a
long time and can see more and its usually
on a small screen."

"Very few games have been release()
with 32 colours on Amiga. More are 16
colours. We try to do 32 colours for all our
games now. The future of the Amiga game
should be 32 colours."

The boys have managed to cram almos •
everything into the Amiga version, inc
luding the attract and end sequences ary.
-the parallax scroll. The ST incarnatio-
lacks t he parallax, but  it 's  not  real',
noticeable as  it 's all so smooth. Afte
seven months of hard graft the conve-
sioos of Toki should be complete by t r
,end of October. Ocean has yet to set price f-
or release dates.
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Millennium, Chancery House
107 St Pauls Road, London Ni 2NA

M P.

• Ove r  fifty levels of unrelenting fast action
• Unique trainer level for beginners.
• Random level selection • you'll have

to stay on your toes.
• Joy-stick twitching gameploy that'll

keep you coming back for more.
• Game design by the legendary

Steve Bak.
• Available from the end of July 1990

for the Atari ST and the Commodore
Amigo. Price £19.99

N b y  Sieve Bak

Attention game freaks! So you think you rate as a good games player?
Well think again' You're nowhere until you try Yolanda
The fastest and most difficult platform game ever
You take the part of Yolanda.. offspring of the mighty Hercules himself, cursed by
the death goddess Hero to be shunned by all mankind. Your only hope of lifting
the curse is lore-enact the twelve tasks of Hercules - and that's going to take all
the speed, strength and reflexes its possible for a mortal to summon.
You'll get the chance to get up to speed in the specially designed trainer level,
then its straight down to some of the fastest platform action you are ever likely
to experience.

r-
MILLENNIUM

• TAR! T REEN SH•T ,
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PROJECT
Shock Wove

PUBLISHER
Digital Mag.(Sole-ore
AUTHOR
Jon Low
(Grophict And
Co-Design)
lonce Abson
(Prograrrirnfing And
Co-Dreg")

INITIATED
December 89

RELEASE

AMIGA
September

ATARI ST
TBA

IBM PC AND
COMPATIBLES
TBA

i Ammoi.
KILL EVERYTHIN (.! Kill inui•I quickly arc
kill them good. Preferably before they kill
you. Paranoid aliens from another dimen-
sion are attacking the Earth, hoping to suck
the planet's natural resources dry. And
only you can stop them by force-feeding
them electric death before it 's too late.
That, basically, i s  Shoc k  Wav e in  a
nutshell a  shoot 'em up courtesy of
freelance programmer Lance Abson and
Digital Magic's own Jon Law,

'Actually there's no set scenario as yet,"
Jon explains.  " W e  haven' t  dec ided
whether the things you're fighting on will be
aliens from another planet, or an enemy
military force from somewhere else on the
same planet. We'll work that out later."

While Shock Wave may look like a slice
at mindless shoot 'ern up action, it is in fact
a cleverly conceived strategy game -
coupled with a slice of mindless shoot 'em
up action. Jon elaborates: "There are
these aliens attacking your home area,
corning in from all directions and working
their way towards a central point wh i c h
you must protect at all costs. Your job is to
wipe them all out before they cause too
much damage."

But, like life Itself, it 's  noi nearly as
simple as it sounds. "Your territory is split
into four sectors -  the mountains, where
Ore is  mined,  t he Sea,  where oil  is
produced, the Forest, where you keep
your armoury, and t he Desert,  which
houses the factories. Each sector plays an
important part in your war effort. The Oil
Rigs in the Sea, for example, produce the
fuel for your craft, while the Factories
produce the various weapons. The most
important aspect is the Mining -  the Ore
you sell produces money which you use to
finance all the rest of the sectors."

So how does the strategy develop'?
"Basically what  happens is, the aliens
come in and attack the sectors. and the
more they overrun a particular sector, the
less productive it is, If your factory sector is
90 per cent overrun, you're only going to
get 10 per cent of its maximum output -  in
practical terms that means they won't
produce weapons as quickly. The same
applies to all the sectors -  if the Sea gets
overrun, you can run out of fuel, and losing
the mine fields could lead to you running
out of money. That's why it's important to
keep the aliens at bay."

One of the biggest headaches that Jon

THE ONE

A SELECTION of
Jon's sprites from
the Mining Sector,
including some
relevant pieces of
scenery and
unsavoury aliens.
Everything, of
course, is drawn at
full size and won't
be shrunk down
until they are put
Into the program.

has experienced during Shock Wave's
development is  t he production o f  the
graphics -- they are entirely his respon-
sibility. Fortunately though, having worked
on DMS' last offering Drivin• Force, he's
no stranger to creating 3D sprites. "I draw
one sprite, or tile, at maximum size, then
give it to Lance who has it recalculated at
40 different sizes. The biggest problem is
drawing a sprite that won't  look messy
when it's redrawn at a smaller size. For
example, if you have a sprite with lots of
vertical lines in it, they get lost as it gets
smaller. It's a creative problem too -  I've
produced 24 aliens for Shock Wave, and
it's very difficult to keep coming up with
new ideas for aliens and objects."

Both Jon and Lance have been working

ALL YOUR effort comes down to this
dealing death high above the ground
Your sophisticated heads-up display

allows you to control any two weapons at
a time. And you need them too. as when

the aliens attack, they attack in force

SEPTEMBER 1990 -
1 E

Shockproof Gary Whitta raises the dust cover
Digital Magic's latest offering.

on

THE ALL-IMPORTANT sector map shows the four areas Mi ni ng,  Factory, Oil and Armoury. The latter
sector produces fool soldiers that can be bought and sent into a sector to slow down the enemy onslaught.
The three areas in each sector represent the length of a mission -  long, medium or short. The longer the
mission, the more damage you can do to the enemy, but you also expend more fuel and run a bigger risk of
getting killed.
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on Shock Wave since the start of the year
and now at last it looks as though they are
almost finished. "We still need to decide on
and add the sound, and there are a few
gameplay tweaks t o make. And then
there's this trench business to sort out..."

TRENCH WARFARE
APART from the strategy element and
alien blasting, there are s ome bonus
points (and fun) to be had in this short
trench-based race sequence. The only
problem is, no-one knows what it's there
for yet! -
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what exactly is  going to happen in the
trench,
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on a semi-randomised 'secret mission'
basis, where you're called up from time to
time to play out this sequence where you
can earn extra points."

"I think it should work like this though:
each of the four sectors has a mothership
that's constantly pumping out the alien
invaders. When you reach the outside of
the sector on a long-range mission, you'd
fire off your nuclear warhead -  if  you're
armed with one - and the sequence would
have you piloting the missile down the
trench avoiding catwalks and  pillars,
towards the mothership at the end. II you
succeeded, the sector would be clear and

THE ONE

you could go on to another. When you
complete all four, you'll have won the
game.
- Whatever happens, the duo certainly
won't be using the digitised footage from
Star Wars famous trench battle as they
originally intended. "Not only couldn't we
use it for reasons of copyright, but we also
found that when we tried to run it in the
game, the speed of the movement in the
trench was not the same as the movement
pattern for the sprites, so we had to drop i r

ALL TOOLED UP
BEFORE you embark on a rTitSSIOn it 's
worth paying a visit to the Armoury to tool
up your craft, There's a formidable array of
death-dealing gear on offer (providing you
look after your weapon-producing fac-
tories) y o u r  choice could make the
difference between Me and death.

"There are five basic types of weaponry,
each with its own rack," Jon reveals. "First
there are Lasers -  you start off with a basic
Twin Laser, and that's upgradable to a
Triple and Quadruple model. There's also
a selection of Cannons and Missiles, and
Rockets that range f rom the standard
model to the Shock Wave itself -  it literally
shakes all the aliens to pieces."

'Finally you've got the Bombs -  basic
Skimmer Bombs that go along the ground,
Smart Bombs and finally - the hardest of
them all -  the Nuclear Warhead. When
you drop the Nuked destroys every alien in
the entire sector. Unfortunately it  also
wipes out all your installations there,"

ALL DRESSED up with nothing to do — yet. A formula still has
to be decided for the trench sequence. Unfortunately the
digitised Star Wars scene lhat inspired it had to be dropped for
technical reasons. Well, and there's the tact that 20th Cenlury
Fox would have come down like a ton of bricks on Digital
Magic.

traglapp q1111 .1111 .  a i k
1 1 1
1 . 94.9461461 W I P P  e m e m10111100

THE SPACECRAFT hangar is where all the
decision-making takes place. To the left is
the control room, where you keep tabs on
the enemy onslaught, while the right-hand
side houses the armoury. Directly ahead
is your ship a n d  some serious shoot
'em up action.
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Over 40 years since it was
founded, Britain's biggest
sports car manufacturer
is still beating the world.
Brian Nesbitt gets into top
gear with Lotus, and takes
a s p i n  i n  Gre ml in 's
officially-licensed racer.

HANDLING, Performance & Style
That's the philosophy of  Lotus Cars

Limited. And when it comes to manufactu r-
ing luxury cars, the company sticks rigidly
to that order of  criteria -  t he driver's
enjoyment of  the car is  of  paramount
importance_

The dnving force behind Lotus was car
builder and racer Anthony Cohn Bruce
Chapman. Wide ly  regarded a s  a n
innovator in the field of racing car design
and engineering. Chapman founded Lotus
in 1948. But who would have thought that a
small workshop in North London could
build such success worldwide...

Chapman's cars excelled in their class
in the 24 hour race at Le Mans, came first in
the 1959 Le Mans 1500cc category, had
their iirst ever Grand Prix wins in 1960 and
19€1 at  Monaco and won the German
Grand Prix with Sterling Moss in 1961. By
the mid '60s the company even had a
prestigious Indianapolis 500 victory under
its belt !  Lotus drivers have 79  World
Championship victories, VVOn the World
Drivers' t it le s ix  t imes and t he World
Manufacturers' Award seven times. The
list of success goes on...

The first closed passenger car to bear
the Lotus badge was the Elite It appeared
in 1957 and is still thought of as one of the
most beautiful cars ever built. The recently
restyled Elan made its debut in 1962, the
Europa appeared in 1966, the Elan +2 in
68, and the Elan Sprint in 1970. More

recently drivers have enjoyed the delights
of the four seater Excel and of course the
Esprit.

Lotus Engineering,  t h e  company 's
automotive consultancy and Research
And Development arm, is  work ing on
around 150 projects for approximately 80
individual clients. This  aspect of  Lotus
comprises nine main engineering areas
responsible for improving engine perfor-
manc e,  v e h i c l e  h a n d l i n g  a n d
aerodynamics, and vehicle electronics_

Lotus Engineering 's mo s t  rec ent
innovations are its Active Suspension for
an even smoother ride, and an Anti-Noise
system which, when active, allows you to
drive in near silence. If you feel the need for
speed, you can switch the system into
reverse and make even a Mini sound like a
drag racer -  but only on the inside'

THE LOTUS POSITION

LOTUS' distinctive insignia comprises the initials of the
company's tounder A nt hony  Colin Bruce Chapman. This
computerised version comes from the Lotus Esprit Turbo
Challenge attract sequence.

ANDREW Morris' near-photographic rendition of the Lotus
Esprit Turbo.
1 1 1 8 I s m o o s a e e a r f
- - - -
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iN LOTUS Esprit Turbo Challenge your objective is to quality lor
the prestigious Lotus Licence. This means winning the
championship on the hardest level by scoring the most points.
You can then send a form to Gremlin in exchange for a special
certificate.

i••••••
•• 
•

GREMLIN'S Lotus Esprit turbo Challenge. The split-screen
display allows two players to race head to head over 32
different tracks.
11111.1111Pleffsoffesemer
--

TECHNICAL SPECIFICATION
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PIT STOPS are essential on the harder levels, where the tracks
are longer and more arduous, Leave it too late to slop and you
may e n d  u p  h a vin g  t o  p u sh  t h e  Esp r i t  ro u n d  t h e  t ra ckl

ENGINE
Mid-Mounted Lotus 2.2 Litre (9105) Aluminium Alloy 16 Valve
Chargecooted
Water Cooled T803 Turbocharger With Internal Wastegale
Multi-Point Fuel Injection System With Electronic Ignition
Maximum Power: 264 bhp (197 kW) at 6500 rpm (DIN)
Maximum Torque: 261 lb 1 1
( 3 5 4  N m )  
a t  
3 9 0 0  
r p m  
' D I N )

0-60 mph: 4.7 Seconds (0-100 km/h: 5.0 Seconds)
0-100 mph 11.9 Seconds (0-160 km/h: 11.8 Seconds)

TRAISINISIOON
Five-Speed All Synchromesh Transtude With Flydraulically Operated
Clutch Driving Rear Wheels

CMOS/IOW
Rigid Steel Zinc-Coated Backbone Chassis
Filled Aerodynamic Impact Resistant Composite Bodywork Providing
Seating For Two
Guaranteed Against Corrosion For Eight Years

FRONT summon
Independent By Upper And Lower Wishbones. With Anti-Roll Bar
Coil Springs And Telescopic Shock Absorbers

SISPENNON
Independent By Upper And Lower Traverse Links. With Radius
Arms, C I  Springs And Telescopic Shock Absorbers
Aluminium Hub Carriers



LICENCE TO THRILL

Urban 18.0 4.7
56 mph 36.2 9.5
75 mph 299 78

THE EXCLUSIVE world rights to use Lotus
cars and t he distinctive insignia was
-ecently acquired by Grernlin The result is
a split-screen, one Or two player racer
starnng the Lotus Esprit Turbo SE. Lotus
Esprit Turbo C ha I lenge is currently being
riot together by Magnetic Fields, the team
behind Gremlins  previous racer Super
Cars (see Review in Issue 17).

The Llandudno-based development
unit comprises artist and designer Andrew
Morris and veteran 8-bit programmer and
desi ner Shaun Southern. Work . a n o n

,
1
0
1
.
•

Lotus shortly after Super Cars' comple-
tion, and Shaun's currently exploring the
possibility ol making Lotus null-modem
compatible, so Iwo machines could be
linked for greater head-to-head fun.

Lotus Esprit Turbo Challenge is due tor
release in late September at a price of
E24.99 on the Amiga, Atari ST and PC and
compatibles. It will be previewed exten•
sively at the EMAP Computer Entertain-
ment Show earlier in the same month, with
a real live Lotus Esprit Turbo on show. You
can play the game but you won't be able to
drive the real thing though...

• 4••••••
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A WEALTH 01 technical Information regarding the Esprit Turbos performance Is
provided on-screen, allowing you to get to know your car inside out before you race.

IRE" I F  •  w
Hydraulic Dual Circuit With Vacuum Servo
10.2' (259 mm) Diameter Ventilated Front Discs
10 Er (274 mm) Diameter Solid Rear Discs

MELS
Front! 7J Alloy Fitted Goodyear Eagle 215/50 ZR 15 Steel Braced
High Speed Tyres
Rear. 8 5.1 Alloy Fitted Goodyear Eagle 24550 ZR 16 Steel Braced
High Speed Tyres

canwenon
MANUAL IMPERIAL MPG METRIC 1/100 km

Fuel Tank Capacity: 16.0 Gallons (73 Litres)
Fuel Requirement: 95 RON Minimum Octane Unleaded

DAMAN fouriert
incluoes

'Olassback• T
a i l g a t e  
A n d  
A e r o
d y n a
m i c  
R
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r  
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n
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Tilt/Removable Glass Sunrool
Air Conditioning
Electric Windows
Central Door Locking
Electrically Adjustable Healed Door Mirrors
Three Phase ice Warning System
Front Fogiamps
'SE' Full Leather interior With Polished Burr Elm Instrument Panel

THE
LOTUS
ESPRIT
THE LOTUS
Esprit Turbo SE
is Lotus fastest
ever production
car and
represents the
top of the

37

three-car Esprit
range. The SE's
capable al 0-60
mph in a  mere
4,7 seconds
and has a
maximum
speed of 167
mph, More
impressive still
is the fact that it
runs on
unleaded fuel.
The Esprit's
impressive
statistics and
high reputation
have led to it
appearing in
computer
games twice
before — first in
Durell's 8-bit
racer Turbo
Esprit and later
in Accolade's
Test Drive, as
one of the
'World's Five
Most Exotic
Sports Cars'.
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A WEB OF INTRICATE POSSIBILITIES - BUT FAIR PLAY ISN'T
ONE OF THEM

4.



A WEB OF INTRICATE POSSIBILITIES - BUT FAIR PLAY
ISN'T ONE OF THEM

'At  'Hist Martha it a compt &n4ruf rd
b.trturwral leadert_ 94,u an one of four Knight'.

With a lu,tt for pineer. And n the pursuit of

poteer the end Intstilie-s the turans,

The MUMS provide your pourer hate_ Manage

them suecessfedig, and harvest the wealth

needed to buy, bribe and fylit for ultimate

power.

Betrayal involves a long, hard ruthit4s struggle,
starting with the economic management of you r

towns and cultivation of your lands, adminating in
the Iwning of your military strategy and evcution of

political subterfuge,

BETRAYAL
A HELL OF A GOD GAME

blOodiest hattlit yield the greatest spotts-

Stmtegically extend your dortwen, reduce your

'was re.totorres, and tighten your stranglehold
r fie pe.born.% of the limit

Develop a mamery df b u b t e r f u g e ,

gaining prates for your COTJ rtiers at the pahttes
of the 'Aim and Bithop. ready for the coup

urhicti unit make you the ',tamer alBetrayal.

A new barrel of fine Wetch ale had just been broached. 'The royal palace's smoky dining halt resounded to cheery voices. To one side of the
top table a harpist and a minstrel were struggling to be heard above the comnunion caused bit two dogs snarling over a bone in a corner.

'Eating slowly, I le
an t  
f o r w a r d  
t o  
c a t c
h  
t h
e  
b r e a
t h l e
s s  
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t a
p e
r  
o
f  
a  
r i v
a l
i ( i
r  
l
i
t
.

'They came in at a run, baying like wolves. Four wild-eyed barbarians ready to cut, gouge, pu t
-
r e l ic t  a n d  k j f t a n q t h i a g  t h a t  
m o v e d . '

'That news was indeed music to my ears. My forces attack on Ins wealthiest town had met with success. Financially weakened,
broken, and politically bankrupt, he could no longer hold influence at Court.

So long as no evidence of my wrong doing remained So tong as the Gods blessed the crops of my harvest. So tong as the tumours of the
capture of my brother were true. The throne was mine.

I've cheated; lied; spied
- a n d '  
s l a u g h t e r
e d .  
T h e  
f r u i
t s  
o f  
B e t r
a y a l  
a
r
e  
m i
n e
.
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PARADROID 90
Graftgold And
Hewson

AMIGA
PRICE E 2 4 . 9 9
OUT September
GRAPHICS 8 4 %
SOUND 8 P / 0
PLAYABILITY 96%
VALUE 9 6 %

OVERALL

9 5 0 /
0ATARI ST
PRICE E 2 4 . 9 9
OUT September

IBM PC AND
COMPATIBLES
T M

ROBOTIC
RULES

In the 1940s
respected science

fiction author
Isaac Asimov

defined the Three
Laws Of Robotics

-  a standard by
which all future

robots would be
judged The Laws

are as follows
(Paradroid 90

robots take
note!) ,

ONE
A robot may not

injure a human
being, or, through

inaction allow a
human being to
come to harm.

TWO
A ro b o t  m u st  o b e y
the orders given it
by human beings,

except where such
orders would

confl ict with the
First Law.

THREE
A robot must

protect its own
existence as long

as such protection
does not confl ict
with the First or

Second Law.

wilmianhaihmisme•=ih
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AS SOON as you are beamed on board the fi rst ship (USF
Vigilant) at a randomly selected Transmat Point, the ship's
security system detects your presence, the alarms go wild and
almost every droid on the ship comes look ing for you.
Fortunately you are likely to be beamed onto a deck where the
adversaries are fairly  mellow, giv ing you time to get your
bearings belore the miss ion proper begins. Don't get too
complacent though y o u  never know what's  wait ing around
the next corner'

One of the greatest shoot 'em ups of all
time is back. And how! Gary Whitta's
left to his own devices... •
IT'S 2390 and disaster has struck an five-strong fleet of
Space Freighters t ransport ing an army  of  Batt le Droids
across the Galaxy. While navigating an uncharted asteroid
field, the robots on hoard each ship have gone haywire and
wiped out most  of the human crews. Now,  with the only
survivors of the attack trapped, the ships are drif t ing oft
course and straight into enemy space!

The only  way that any remaining crew members can be
rescued andthefleet saved from alien obl ivion is to wipe out
the rogue robots still patrolling the ships and turn the fleet
around. Taking c ommand of  a revolut ionary new robot
known as the Influence Device, it 's your job to clear the
decks of psychotic droids and make space a safe place once
more.

And so the scene is set for Paradroid 90, the enhanced
16-bit v ers ion o f  A n d r e w Braybrook 's  fi ve-year-old
Commodore M classic. The graphics, sound and gameplay
may all have been enhanced, but the basic theme remains
the same -  kill everything, clear all the ships, and above all
survive!
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FOURTEEN types of hostile droid patrol the ship. They range
from menial Cleaning and Messenger Droids right up to the
awesome Battle Droids that come armed with lethal weaponry.
Each droid Is identifi ed by a three-fi gure serial number. The
fi rst digit indicates class a n y  seven-series droid for example
Is a Battle Droic l while any eight-series robot works in Security.
As a general rule, the higher the number, the nastier the &old.

THE ONE
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Paradroid
STICK-ON TRANSFERS

THE PROCESS of taking over superior
droids should be attempted in
well-planned stages. The more powerful
the drold, the more energy pulsars it
carries in the Transfer Game, making d
more diffi cult to beat. That's not to say

impossible to make huge jumps up
the ranks y o u  just need a lot of sk ill
or luck.

1 i t  all -  • i t
THE got influence Device may be small,
slow and weak, but it does have one
remarkable sk ill i t  c lamps on to and
seizes control of other droids1 A spark
at energy appears to let you know that
you have entered Transfer Mode.
Ramming into the target droid allows
you to attempt to seize control of its
circuits in the Transfer Game...

L.:
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TO CLAIM control of a droid you have to
burn out his circuits and replace them
with your own. A column of 14 coloured
lights represents the target droid's
brain. The idea is to turn as many lights
as possible to your colour by firing
pulses of energy into them via a
randomly generated series of
connecting wires. Understandably, your
opponent battles to keep control by
unleashing its own pulses. An added
element of strategy is prov ided with split
wires, dead ends, colour changes, and
continual pulses. If you manage lo
change more than hall the lights to your
COICHir, the droid is  yours to command.
If the target droid wins, the transfer is
not only rejected, but you lose the drold
you control at the time. A Deadlock (le:
both parties have an equal number of
colours) means attempting to transfer
again through a new arrangement,

SEPTEMBER B 9 0

THE DROIDS differ greatly in strength and
performance e v e n  some of the toughest
Security Droids have exploitable
weaknesses. A few, in particular the more
heavily-armed and armoured robots, are
very s low and easily outrun, while others
don't see very well, making it easy to
attack from behind. But it 's  the
differences in weaponry that's most
notable. They range from s imple
'peashooters t o  awesome cannons a n d
all with different ranges. Some guns shoot
right across the screen, over obstacles,
while others can only  hit anything in their
Immediate vicinity. The 999 Command
Cyborg is  equipped with radar so he can
aim and fi re without even being able to
see the target!

IT'S TEMPTING to take out the weakest
&olds  fi rst, but it 's  not the best policy.
Getting knocked back down to a 001
Influence Device with no menial droids  to
transfer to makes it diffi cult to work  your
way back up the ranks.
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Pirmciment: triple
soo cTinnon.

Bounty Boo.

SOME of this contemporary vers ion's new
features are cosmetic, but others l i k e
the destructible scenery a r e  functional.
If you dont  destroy the blocks you can
always use them for cover u n t i l  your
attacker decides to remove the obstacle,
in which case the resulting explosion is
best a vo id e d . Th e  b e st  a d d it io n  o f  a ll
though has to be the Raider °midis . This
elite band of Space Pirates makes an
appearance at random during the later
stages of play. You can't mistake their
arrival -  i t s  accompanied by an eerie
'sq u e a l'. An d  i f  t h e y b e a m  in  w it h in
millimetres  of your vicinity, there won't be
any mistaking the smell coming from your
trousers.
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EVEN though the drolds  have gone berserk, most of the ship's
systems are atilt fully  operational. Apart from the Terminals
there are Energiser Points, which repair any damage. Elevators
between fl oors, and a network of Alarm Lights. The default
Alarm Status is  Green. but k ill droids at a fast enough rate and
It changes to Yellow and even Red Alert, Extra points are
awarded as long as the fast-paced k illing spree continues.

PARADROID'S
more 'unique'

characters Include
the mine-lay ing 742

Battle Drok i and
the 852 Security

Droid with a Sonic
Disruptor -  a form

of smart bomb
complete with a
choice whining

charge up sound.
The most fearsome

has to be the 729
Battle Tank (see

here) that fi res oft
explosive shells

with deadly
accuracy and,

worse still, can't be
transferred tot
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THIS IS
TERMINAL...
THE SHIP'S many
Computer
Terminals are
always eager to
help. fl ickering to
life when you draw
near. Logging onto
one allows you to
access information
on your current
deck (top), the ship
as a  w h o le  (so  yo u
can see any decks
that s t ill need to be
cleared c e n t r e )
and on indiv idual
droids (bottom).
You can also v iew
your play statistics.
which includes
shots tired and
accuracy.
Unfortunately the
way that the
security system
works means that
you can only
access data on
droids of a lower
rank than the one
you currently
control. Thus as
the Infl uence
Device you can
access nothing but
yourself, but get
hold of the 999
Command Cyborg
and you can see
every droid on the
ship!

EACH Space Freighter comprises many
decks, some larger a n d  more

hazardous -  than others. With a deck
cleared of all rogue robots, its light ing
Shuts down and it s  t ime to move onto
another. It's worth bearing in mind that

the Elevator Points scattered around the
ship don't call at all fl oors.

AN INNOVATIVE display technique means
that you can only actually 'see' droids
directly in your line of sight, even though
the deck's staring you in the face. Any
robots situated around corners or behind
doors or obstacles are inv is ible until you
actually encounter them (although their
out-ol-s ight antics are often aurally
Obvious), which makes for a tense
atmosphere. There's nothing hairier than
walking into a room or turning a corner to
find three Battle Droids staring you in the
face!
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• raf t gold has faithfully  recreated the one
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is t oday  — t h e  nerve-shat teringly  t ense
gameplay.Whiletheplayfi eld nowonly  scrolls vertically
as opposed t o  al l  e ight  direct ions,  t he  feeling o f
claustrophobia is  ever-present. I t 's a feeling further
enhanced by excellent spot effects. Alarms hum in the
background, the droids have unique sound signatures.
and there's even a dull revving sound in the engine
room! Paradroid 90's a visual treat, too, with its shiny
metallic wal ls  and doors  creat ing a  futuris t ic  feel.
Paradroid 90 is as much a tactical experience as it is an
arcade game, and t rigger-happy blasters are going to
find themselves in trouble if they don't apply some brain
power. That said, even the most experienced tacticians
are as good as dead if  they can't hold their own in a
fi refight l It's this near-perfect balance between action
and strategy coupled with the believable intelligence of
the droids that makes Paradroid 90 so captivating. And
with five increasingly dangerous ships to complete you
should be under its influence for quite some time...
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colour a n d  s o u n d  depart ment s ,  A t a r i  •
Paradroid 9 0  i s  ident ical t o  i t s  Amiga  r
counterpart. The price and release date are

the same too — E24.99 and September.

There's nothing on the IBM front as yet, but
providing the 16-bits go great guns there's a 1
good chance of something appearing early
next year. Keep Iem peeled.
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BLOCK O UT
Hainbow Ar ts

AMIGA
PRICE E 1 9  99
OUT N o w
GRAPHICS 7 6 %
SOUND 3 9 %
PLAYABILITY 82%
VALUE 8 3 %

OVERALL

81%
i t -"Art.
PRICE E19_99
OUT N o w

I BM PC AND
CO MP ATI BLE S
PRICE E 1 9 . 9 9
OUT N o w

Al INTERMEDIATE level there's 30 Mania: just seven blocks
and only three of them are fully three•chmensional. No block is
made up of more than four connected cubes and the standard
pit size is relatively narrow.

S O MA SO
GOOD

BLOCK OUTS
design was directly

inspired by the
Soma Cube.

brainchild of the
Danish writer and

mathematician Piet
Hein, II takes as its

basis the
geometric theorem

that combining a
maximum of lour
cubes into every

conceivable
irregular shape

creates seven
different shapes.

each composed of
three or four

cubes. These
seven shapes

which are
comprised of a
total ol 27 cube

units can be
combined into a

larger three by
three cube

otherwise known
as the Soma. The

seven magic
Soma-creating

shapes make up
the Basic Set of

Block Out bricks.

THE ONE

EVEN with two
hands pressed
firmly to the
keyboard, playing
Block Out isn't
quite as easy as it
looks. A shape can
be flipped
clockwise or
anti-clockwise
around its x, y and
z axes via the
keyboard. and
positioned in the
pii using the
numerical keypad
or the mouse. I ts
confusing at first,
which is why the
ultra-slow practice
Option comes
recommended.

ock Out
Thanks to yet another addition to the
Tetris clone range Kati Hamza's seeing
blocks before her eyes.
ALEXEI PAZHITNOV'S got a lot to answer for. If it wasn't for
his Tetris we wouldn't have Klax, Welltris, Colons. Hatris...
the list goes on and on. Now we have Block Out The basic
principle remains the same — arrange blocksas they fall into
a bin. The difference is in the choice of gimmick. Klax has
paddles and tile arrangements, Colons has alternating
colours and Block Out — Block Out has 3D.

You watch the blocks as they fall into the bin from above.
With a deft flip and a bit of clever rotation the pieces are
manoeuvred i nto sol id layers which disappear  once
complete. Butterfingers get their just reward: misplaced
tiles pile up on top of each other and when a stack hitsthe top
it's game over. It's as simple as that.rtilibiroll"1100111 or

ter
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FLAT FUN is played with 2D blocks in the
largest possible 3D pit. I ts designed to
break you into the 30 concept as gently
as possible, a shape that has at least one
regular flat•sided edge is much easier to
stash than a jagged, three-edged block.

BUT WHY NOT go the whole hog and play
Out Of Control. This features a
mind-boggling 41 blocks, including the
shapes contained in the other two games.
Most of them comprise the maximum
number of component cubes arranged in
the most devious possible shapes and
sizes. The automatically selected pit is big
enough to accommodate them all bui
you decide to pick your own and it's less
than live cubes wide or deep the longer
blocks aren't generated.
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GO STRAIGHT into a game from boot or spend some time
tailoring it to your own specifications. Every pit size has mixed
advantages: short and narrow means less room to manoeuvre,
while wide and deep means it takes longer to gel a high score.
There are three different types of game each of which features
its own selection of bricks and level of complexity. The
automatic selection F l a t  Fun i s  the easiest but alternative
preferences can be saved to disk as the new default.

TO AID pin-pointing the exact position of
fallen bricks, blocks ascend in
colour-coded layers as shown on the left
of the pit: all you have to do is match
colour to colour. Occasionally however, it
doesn't matter how assiduously you
follow the colour code. You know its all
over when the pit's full to the brim.

Despite its obvious resemblance to a certain
game beginning with I  and ending in etris.
Block Out isn't quite as easy to pick up and
play. It takes time to adjust to the 3D and it

takes even longer to get the hang of the controls. I t
seems strangethat it's not soley mouse-driven — having
to use the keyboard to rotate shapes is frustrating at the
best of times, but when the going gets fast you seem to
spend moretime thinking about which key does what as
opposed to what shape goes where. Still, the huge
number of  different available shapes (41 t o Tetris'
sevenl gives more scope for complex, mind-bending
gameplay. Smooth presentation, randomly generated
blocks and an impressive selection of pit sizes make fore
slick, compelling and highly complex puzzle game.
There are only two minor negative points: the sound is
stripped to the bone and some of the more complex 3D
shapes are so hard to distinguish in their wire-frame
state they send your brain into over-drive. After a hard
day's wor k you may fi nd yourself sacrificing the
confusing 41-shape advanced game for the less taxing
seven-piece basic set.
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irrelevant questi on because a  version
should be knocking about in the shops now.
It's identical to the Amiga in almost every

way Including the minimal sound effects.
For no extra outlay PC owners get exactly the
same gameplay as everybody else. Graphics
come in fetching Hercules, CGA, EGA or
Tandy.
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T H E  K I L L I N G  G A M E  S H O W
WILL HAVE YOU CLIMBING THE WALLS -  I TS THE ONLY WAY OUT!

Suited in limited-protection armour  you're the unwilling contestant on
THE KILLING GAME SHOW. In front of a TV audience of millions you must
battle your way to the top of 16 Pits of Death infested with Hostile Artificial
Life Forms specially  created by  THE KILLING G AME SHOW's manic
scientists to give you a hard time.
But d o n ' t  forget the ris ing fl uid or  it's "next contestant time".
You must give the viewers their value for money — collect the awesome
weapons and tools — if you can!

First prize is your life — Don't waste it!

Screen Shots from the Amiga version

S E E I N G  I S  B E L I E V I N G

• • • • • 0 1 1 • •

PSYGNOSIS
FREEPOST
LIVERPOOL L3 3AB
UNITED KINGDOM
Tel: 051-709 5755

VPS4
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AMIGA
PRICE E 3 4  99
OUT N o w
GRAPHICS 8 5 %
SOUND 8 8 %
P LAYAB I LI TY 89%
VALUE J O %

OVERALL

86%
ATARI ST
TBA

SHADOW OF
THE BEAST 2
Reflections
And Psygnosis

IBM PC AND
COMPATIBLES
N/A

-
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nothing more
we could do

with the
scrolling that
we didn't do

in Beast 1.
With Beast 2

we wanted
to create

intelligent
creatures

that could
interact with

their
environment,
and puzzles
that provide

the player
with a

greater
sense of

achievement."
Reflections'

Martin
Edmondson

THE IMPRESSIVE 13-plane parallax scrolling seen in the original Beast has been
replaced by a more simplistic, but no less effective twin-plane effect. complemented
by an attractive colour graduated sky. Compensation comes in the form ot more
adversaries on screen at once and more complexity in the gameplay.

ANOTHER surprising aspect of Beast 2 is
the fact that you have to communicate
with Other characters. Sometimes they
volunteer information of their own volition,
otherwise you have to weasel help Out of
them by asking them about specific
objects, creatures, or places.

TIME TO REFLECT
FOR Martin Edmondson and Paul Howarth. the
duo composing development learn Reflections,
Shadow 01 The Beast was the direct result of an
attempt to fully exploit the capabilities ot the
Amiga The  trouble was that the impressive
scrolling in Beast de  not leave too much
processor time for anything else In Beast 2 the
sophisticated scrolling routines have been
replaced by greater depth of gameptay
. " T he problem with mach 11143S like the S T, " says
Martin E dmondson. -
r s t h a t  
y o u  
h a v e  
t o  
e x p e
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Ica of effort getting it to do very simple things like
scrolling before you can do anything more
interesting." Ills for that reason that he and Paul
look torward to the possibulihes presented by
machines l ike the Amiga CDTV,  and the
opportunity to write games that are not restricted
by the hardware

They have not ruled out the possibility of
developing games for  the more advanced
consoles Like CD based games, cartridges are
almost puale-prool. which makes them a more
attractive prospect for teams like Reflections
who can spend upwards ol a year developing
each game

At present they are working on Psygnosis•
major Autumn launch. Awesome (see News on
page f o r  more details). There are no definite
plans tor a project to follow this, but, like all their
games it will no doubt be built around a new
technique which pushes the current crop of
machines even further
.

THE ONE S E P T E M B E R  1990

Psygnosis' beast ly sequel easi ly
overshadows its predecessor -  a s
Laurence Scotford found out.
SHADO W OF THE BEAST lust went to show that you don't
need quality gameplay to sell a piece of software, This
award-winning work was one of 1989's biggest selling
products on the Amiga alone. Not bad going fo r the
magnetic media equivalent of a bimbo.

Shadow Of The Beast 2 is an attempt to redress the
balance. On completing the original Beast you were
rewarded with a human body ready for your retirement.
Unfortunately the Beast Lord had more nefarious plans
afoot and ordered one of his Dark Mages to kidnap your kid
s
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enslaved to the Beast Lord. That is, unless you can apply
your combat skills and quick wit  to rescuing her in time...

OUR HERO'S
armed initially with
a wicked-looking
morning-star. The
longer you hold
down t h e  t ire
button, the further
Out the weapon
swings. Other
equipment to be
collected en route
includes a
throwing axe.

Vo•

Shadow Of Tid P
9
c 1
0
11
• 1

THIS is just one
example of the
mind-boggling

puzzles. What Sr.
those levers for?

How do you get to
thorn without

waking the
sleeping guard?

How would the
oversized dog

creature react if It
was released? And

how do yourelease II and then
escape Intact from

the pit? This sort
of trickery will have

you burning the
midnight oil for

some time to
come.
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GIANT snails on
mushrooms may sound
like something from the
mind of Lewis Carroll,
but this ain't no
Wonderland and the
hero•s certainly no Alice.
The snail and the
dragon are lust two of
th e  c r e a tur e s  y o u  h a v e
to face. Most are more
intelligent than your
avavage adversary l i k e
the goblins guarding
prisoners whose release
is essential to your
quest.

e Beast 2a6 9 2 e
As you'd expect f rom Psygnosis there's an
impressive introductory sequence to set the
scene. Here, your baby sister is carried off
into the heart of a storm by a winged Beast

Mage. From then on you have a pretty good idea of what
to expect as far as the cosmetics are concerned. As with
the original.  Beast 2 is a side-on parallax scrolling affair
which has your Neanderthal looking character jumping
chasms, sending all manner of creatures to their doom
and generally creating havoc in t ime-honoured fashion.
Where Beast 2 significantly departs from its forerunner
is in the problem solving department. Complet ing this
one will involve just as much brain as brawn. Some of
the problems are quite fiendish, and can be frustrating
as mistakesareoften fatal. Beast 2 on the Amiga is really
what Shadow Of The Beast should have been. By the
way, this  one also comes complete with Roger Dean
T-Shirt, which goes some way towards justifying the
huge price tag. If you are considering buying the new
CDTV then you wil l  pleased to know that Psygnosis is
planning a special version of Beast 2 for this machine.
Further details are not  available at present.

There are plans  f o r  an  S T convers ion,
although no work  has been started as yet.
The ST version of  the original Shadow Of
The Beast  took a  year t o appear,  whic h

should give you some idea of how long you will have to
wait  for this sequel.

No PC version of the original Beast has been
forthcoming, and it is unlikely that Psygnosis
will aftempta PC conversion of this one. That
could change if  CD-based PC systems take

oft in the near future.
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CORNWALL
Truro Micro Ltd
Bridge House,
New Bridge St.
Truro,
Cornwall TR I 2AA
0872 40043

DEVON
Computerbase
21 Market  Ave.
City Centre.
Plymouth,
Devon
0752 672128

Flagstar Computers Ltd
The Totnes Computer Centre,
I Apple Lane,
High Street.
Totnes,
Devon
0803 865520

DORSET
Columbia Computers
I 7 Columbia Road.
Bournemouth.
Dorset
0202 535542

ESSEX
Starbyte Computers
416 Cranbrook Road,
Gains Hill.
Ilford,
Essex IG2 6HW
01 518 1221

HERTFORDSH IRE
Faxminster Ltd
25 Market Square,
Hemel Hempsted,
Hertfordshire
0442 55044

Games Keeper
10 Station Road.
Letchworth,
Hertfordshire
0462 672647

LANCASHIRE
v u -  Data
203 Stamford Street,
Ashton under Lyme.
Greater Manchester,
Lancashire
061 3390326

LONDON
Software Shop
8 The Arcade
High Street
Eltham
London SE9 I  BE
081 850 6177

Spectresoft
Jubilee Covered Market,
Covent Garden.

London WC2B
0831 469293

Video Cent re
2 Denmark Terrace.
Fortis Green,
London N2
081 365 2840

NOTTINGHAMSHIRE
Long Eaton Software Centre
Commerce House.
West Gate.
Long Eaton.
Nottinghamshire NGI O I  EG
0602 728555

MIDDLESEX
JKL Computers
7 Windsor Street.
Uxbridge,
Middlesex
0895 51815
Fax: 0895 811701

SUFFOLK
Bits and Bytes
47 Upper Orwell Street,
Ipswich,
Suffolk
0473 219961

SURREY
Barkman Computer Services
1st Floor,
Cardinals.
Kingston.
Surrey KT!  I V Y
01 546 5941

SUSSEX
Gamer Computers
II East Street.
Brighton,
East Sussex
0273 728681

Computerwise Brighton
44 George Street
Kemptown
Brighton
East Sussex
0273-674626

WALES
Bucon Ltd
Micro Store,
35136 Singleton Street.
Swansea SA I 3 Q N
0792 467980

WARWICKSH IRE
SPA Computer Centre
68 Clarendon Street.
Royal Leamington Spa.
Warwickshire
0926 337648
Fax: 0926 425985
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THE GREAT ASSAULT
SUFFERS

MULTIPLE SETBACKS
BAD WEATHER DELAYS

TROOPS

MASS ATTACK BY
AIRBORNE

TROOPS REPELLED

The Allied Expeditionary Army
was fighting last night on the
beaches o f  Normandy a fte r
attempting the greatest operation
of its kind in history.
Heavy casualties were suffered at
sea from German shore batteries,
and the attempted air invasion
was aborted as parachute troops
were engaged and shot down as
they landed.
Mr. Churchill announced last evening that
the sea passage had met with "far greater
resistance than had been anticipated" as the

THE

weather i n  t h e  E n g lish  Channe l
deteriorated rapidly, slowing the Allied
Forces progress as they met not the -
s t i f fresistance expected. but a much stronger,
and agressive ttosture" adopted by German
commanders,

German forces were expected only to
defend the Fortress of Europe in the face of
the concentrated Allied attack on the
narrow Cherbourg peninsula. Their tactics
of meeting the Allied attacking hordes with
split forces on multiple fronts is a reversal
of the strategy anticipated, illustrating the
flexibility of the Axis forces' battle plans.
Orders issued b y the German Hig h
Command have shown the highest degree
of thought and planning, as far down the
chain o f  command as those given to
individual battle units. The front-line units
have high morale and are showing great
experience in resisting the Allies' invasion.
They appear to be utilising the battle tools
at their disposal to maximum effect_
It is imperative that the leaders of the Allied
Expeditionary Force modify their invasion
plans_ I t  is fortunate that, very soon.
Rainbird will give them the means to do so.

OTHER CAMPAIGN NEWS
Mr.Churchill's Two Statements -  5

General Eisenhower's Message
, 5Organisation of the Invasion

Our Military r:orrespondent's
Comment

On Board it British 'troop Ship
General De riaul le's Broadcast

Special servives in Si. Paul's
Worry in America

Dejection in Moseow

6

7

- 7
- 7

SPECIAL ARE'CI E S
Mr.Churchtll WarriS of -
B E T R A Y A L
-

- 7

After Operation Overlord: "STARLORD" - 8

Fur Brave Arctic Explorers: "ktIDWIhrTER
CONTINLIES"

BROADCASTING: PAGE 8

Army Awards 4  it  it

Ata.Thals To-day 7

Commercial Ciarehe 9

Coon Circular 7

Cro,,word KV 'le 8

Ecclesiastical News 7

Emertairtinetils

il lFinaswe 9 1 t

Imperial tic I•orrign 3

Naval Awards 8

Parhament 2

Roll or Firmour 7

The Tone, of 1844 7
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ALLIES' TACTICAL
MISTAKES

From our Special Correspondent
in London

It was becoming apparent in London last
night that Allied commanders may well
have underestimated the potential of the
German Forces, and made serious tactical
errors in drawing up their initial battle plans.

LATE L O N D O N  E D I T I O N  LONDON WEDNL1

ATTEMPTED LANDINGS
STALLED

A statement issued f r om Supr eme
Headquar ters,  Al l ied Expedi tionary
Force, yesterday, read:-

CO MMUNI Q UE  No.1
Under th e  command o f  General
Eisenhower. allied naval forces, supported
by light airforces. attempted to land allied
armies this morning on the north-western
coast of France. Early reports tell of heavy
losses in the face of aerial and land based
bombardments by Axis forces.

THE KING'S VISIT TO
SUPREME H.Q.

BEACH-HEAD REPORTS
The King visited General Eisenhower at
Supreme li.Q. Allied Expeditionary
Forces yesterday afternoon. He was
accompanied by Mr. Winston Churchill.
as Minister in Attendant*. The King and
Mr. Churchill also visited Air Chief
Marshal Sir Trafford Leigh-Mallory, C.-
in-C., at his H.Q. of the Allied Air
Forces.

The King and the Prime Minister drove
together f ro m Buckingham Palace
immediately after luncheon. which Mr.
Churchill had taken with the King. At the
H.Q. the King and the Prime Minister
talked to high officers directing operations
in the field, and were shown the expected
effects o f  the one hundred variables
governing the outcome of the invasion.
They were also shown reports coming in
from the beaches, and discussed the
Production goals which have been set
towards building up the ports of Southern
England.
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They must now reassess further lines of
action in order to take full advantage of the
flexibility' at their fingertips.
The *Atlantic Wall' of resistance built by
the Germans cannot apparently be
surmounted by the single unit attacks
launched against i t  under prevailing
conditions. Allied forces are preparing to
switch to multiple front attacks with a
heightening of agression.The concentration
on viewing the battle at Division Level
must be widened to encompass a greater
degree of Group Level strategic planning.
Even if  such last minute switches in the
battle equations prove wise, doubts are
surfacing in London over the Allied Forces
readiness to encounter all sixteen terrain
types i f  a  successful beach-head is
established.
Allied command has extensive knowledge
of all 'special squares' along the French
coast. These are points of major strategic
importance such as ports, towns and
fortifications. They are gaining up to the
minute information on local temperature.
climate and wind direction, in addition to
the potential capability and strengths of the
Axis production ports.
Keeping track of all the factors within the
conflict is being made easier by the
constant updating o f  battle reports
dispatched from the front, and the inputting

VMS I I  - Nations ,41 VVar • incorporates
three scenarios, comprising the Assault
on Fortress Europe,  the Crusades of
Alexander the Great, and the Napoleonic
Wars. Developed by Intergalactic, the
award wi nni ng programmers of  the
or iginal  VMS,  i n conj uncti on wi th
Rainbird, the Masters of Strategy, VMS

will be available for your Commodore
Amiga,  A t a r i  S T,  J A M  P C  a n d
compatibles and Apple Macintosh.

TIMES
of this information into sophisticated pre
drawn battle plans.
So that the early losses which have been
suffered may be reversed, and the threat of
German counter-invasion may be repelled.
Supreme Allied Command are adapting
those battle-plans in their Master Control
Panel, thought to  be a body o f  men
comprising the finest milita ry brains
available worldwide.

The time has come. All we await now is
the word to go forth and strike the
terrific blow in Western Europe, of
which General Montgomery writes in his
V a led ic ion to the assault troops under
his command. When this despatch appears
that blow will have been struck and as one
gates out over an anchorage o f fond
remembrance in which, framed by the

WAITING FOR THE
WORD

A VAST GATHERING

FINAL MOVES TO THE SEA
From Our Special

Correspondent
An English Port, June 5 1944

POSTAGE: I N L AN D  U :  ABR OAD  2d P R I C E  3 d

sweep of England's green shore. countless
invasion ships lie at their stations, the mind
recoils from the dimensions of it all.

For those tight packed ships represent only
one of the rivers of men and machines that
all along the coast are pouring out into the
sea. Four years ago. almost to the day, the
tide of water had flooded from the east into
the French channel ports before swirling
hack on Paris and far beyond. Now the tide
has turned, and in this suspended moment
of history the first mighty wave is gathered
before it crashes down on the enemy's
beaches. And the near observer gets no
more than the fleeting, awesome glimpse of
it that a solitary swimmer would have of a
t!reat breaker in an angry sea.

THE MIGHTIEST
REWRITE IN HISTORY

The mightiest of all time • such phrases
come glibly but say very little. Words,
indeed, pale before the vastness of the
reality: attempts to convey the sheer depth
of strategy fail in prose. To experience is to
understand- Nations at War.
Borne of a classic, the original UMS.
Imitated but never surpassed. Until now.
This fragile planet for which man fights is
mapped with precision.From the war-
clouds enfolding our Earth to the bloody
battlefronts of vulnerable flesh. this is a
truly Unviversal Military conflict.Such an
abundance of changeable parameters has
never governed the activities of Nations at
War before.

War has winners, but this is no game. it is
the greatest wargaming u t i l i t y .  To
encompass the the changing political,
economic, climatic, geographic and human
factors was the Intergalactic goal. At last.
perfection is achieved.
Learnt from the lessons of history, from the
crusades of Alexander to Napoleon's quest
for Europe and beyond. here is  the
knowledge, requiring only the skill of a
would-be Commander of men.
As Allied Supreme Command struggle
for the means to reverse the error of
their ways. up to lifty people sit down in
the hope of rewriting history.

They now have that ability.
UMS II - Nations at War.
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SIMULCRA
Microstyle

ATARI SI
PRICE f 2 4 . 9 9
OUT O c t o b e r
GRAPHICS 9 2 %
SOUND S O %
PLAYABILITY 92%
VALUE 7 0 %

OVERALL

88 cYo
AMIGA
PRICE f 2 4  99
OUT O c t o b e r

IBM PC AND
COMPATIBLES
N/A

We wanted
to create an
out-and-out

arcade game
in 3D, rather

than do
anything

complex. Our
aim was to

do for 3D
what

Uridium did
for the CM."

Steve Turner,
Managing
Director,
Graftgold

YOUR craft is initially bound to the sale
sections of each matrix, but by engaging
your wings you can glide over gaps in the
pathways. Full Hying capability is available
if you manage to collect a booster pack.
Now you can engage the enemy in
dogfights and swoop down on targets
from above,

•

•

THE ONE SEPTEMBER1990Simulcra
Graftgold's shooting match  takes
place i n  a  combat zone w i t h  a
difference. Laurence Scottord goes
into battle.
IN THE  DI STANT f ut ure mank ind solves  potent ially
disastrous. conflicts by  play ing t hem out  ins ide huge
simulators to shield the real world from the effects of war,
But even these highly advanced computer systems are not
free f rom the ravages of  viruses. A  part icularly vicious
rogue program has  struck,  corrupt ing Simulc ra,  t he
battlescape generator,  caus ing i t  t o  launch dangerous
simulcraft into the real world.

So guess who's going to save the world again— It's up to
you to penetrate all the batt le matrices and destroy the
energy generators that power them. You also have to fend
off the s imulated craft that patrol each level,

A MAP ol the
current level can

be called up at any
time during play.

It's especially
useful for

orientating yourself
alter a dogfight.

A WARNING light
alerts you to

Impending attack from
the a ir.

THE ACTION is ahvays
viewed from behind

and slightly above
your craft,

THE NUMBER of
generators still to be

destroyed and Me
current level.

KEEP track of your
targetting

and Electronic
Counter Measures

from here.

FIVE awn Si.
provided, with exile

ones collected along
the way.

ONCE Inetaltad the
radar proves
invaluable. Keep a
close eye on it and
you won't lind yourself
suddenly stumbling
unawares I n to . noel
of loser turrets,

A NEW clan is
well-shielded,
especially at the front
but enemy foe soon
removes this
protection It you don't
keep moving.

EQUIPMENT Is
released on the
demise of certain
einrimirra. The item lit
easily identified by a
three-laher code
which appears when
you draw near.

PICK off the
generators and the
craft protecting them
and watch your score
rise rapidly.

THE STATUS of your
wings, a d d
-
o n  
b o o s t
e r

and radar units is
shown here.

31:1 FUTURES
SO WHY is it that three-dimensional graphics
systems rarely  mak e  a n  appearance i n
arcade-style games? Apparently the problem is
that manipulating 3D images involves a hell of a
lot of maths and even fast and sophisticated
16-bit processors can get bogged down when
there are a lot of objects to be handled at once
(and what shoot 'em up worth its sail doesn't
have vast amounts of alien obtects all on the
screen at once)

Sirnulcra gels round this problem by utilising
some slick Writs l i k e  a Triple Screen Butler
This means that while one 'screen' is being
displayed, one more is always ready to be
displayed and a third is being constructed The
system is also 'intelligent io a certain extent
Men there are lots of objects on screens the
program avoids attempting processor- intensive
work -  such as cleating spectacular explosions

which wouki slow down the proceedings You
will notice when playing that flying objects lend to
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THE HARDEST aspect of SemIcra to master ill
ng I t s  c a r e e r i n g  s all too easy to go carring out ot
Vol into an energy barrier and come to a
y end If you wish to hop over a short gap and

'I have room to get up speed for a glide then
this (provided you have a booster) M o v e
I up to the edge of the gap then take oft and
ediately push the joystick up. This results in
all hop which, with practice, can be used to

. i n  a very tight space

TREAT immediately if you enter an area with
many enemies. Now withdraw your wings to
present accidental gliding When you next attack
you should keep moving, even it this means that
your sho ts are less accurate (standing still allows
the enemies to targetyou easily). °trickly identify
the most dangerous threats and pick them oh
with missiles before taking out the remaining
craft with laser fire.

TRY NOT to destroy enemies that are separated
tram you by an energy barrier. They may
pods with useful add-ons which will then
beyond your reach. If you come under heavy
steer clear rather than fighting back.

=1
,

''1111111

THE ONE

appear when the area around you is quiet This Is
another example°, Me program making the best
use 01 available processor time

The system was originally created by Dominic
Robinson, but after his  departure to Vektor
Gralix it was Steve Turner who took up the task in
hand and Saw Me system through to completion
Andrew Brayixook's alien manoeuvre system
as lou rd  in  Urk lium and ParadrOid was
adapted to Simulcra, and Darren Eto provided
some technical routines with John Cumming

wanting on the styling of the Me:ids
The team's 3D system is  certainly flexible

enough to be adapted to other types of game,
which is good news tor aN of us But what at the
future of 3D in general?

Steve Turner is convinced that there is not a lot
ot room t o r improvement i n  programming
routines Pot example, Sirnulcra uses no less
than 27 different methods al placing shapes on
the screen). There are many rehnements to be
made in the appearance of 3D objects Fully

textured polygons are a step forward, as are true
curved lines (al present the Only way to create a
curve is to use lots of small straight lines).

To give 3D graphics a very realistic look will
require a mixture cA painted and vector graphics
Surfaces will be defined as flat pixel 'maps and
then wrapped onto vectored polygons (you may
remember that a similar technique was used by
3DPool programmer Net Felling in ShowCase
Issue 15) When this sortof technology becomes
a reality 30 graphics will be very exciting Indeed

THE ENERGY generators are your primary targets. Just one
weii aimed miss ile is all it  takes to remove a generator and
neutralise this section of energy barrier. The quantity al
genera tors to be  de stroye d incre a se s on la te r le ve ls.

THERE are 30 levels of increasing
diffi culty, split into six different styles. The
first live scenes are Spaceports, followed
by five Starcarriers. five Cities, five
Computer Circuit Boards, live
Startodresses, and, the most testing of all
-- five Mazes.

k..

Simuicra i s very impressive indeed, I t's
simple enough to pick up and play but isn't
so empty as to become monotonous. The
objects are small, but feature a surprisingly

high level of detail, and there's plenty of them on screen
at once. Each surface is shaded relative to a fixed light
source, which results in a realistic feel as enemy craft
gradually fade into the darkness as they retreat. The
most remarkable aspect of Simulcra though,  is the
overall speed and subsequently paceof play. Simulcra is
littered with special effects — the successful player is
treated to some pretty explosions on scoring direct hits.
These sequences are accompanied by  quality spot
effects whi ch he l p t o  enhance t he  atmosphere
generated. Highly recommended.

This should be virtually identical to the ST
version seen here. Both price and release
date are identical.

PCUnfortunately there are no plans at present
for a PC version. A pity really, as the already
swish action would look even saucier in
VGA.
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It all seems so easy,
but can you beat the
micro or your partner,
at this hideously mind
boggling game.
Special blocks will give you extra lives... GREAT!... but believe me, you'll need
to take every advantage of this software's hardware! You'll need the skill of a
Rubi-Cube master and the reflexes of a pigeon at a skeet shoot! Plot your move,
take aim and block 'em out!... It's that simple... as simple as grilling ice cubes!

vilGA - ATARI
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GETTING your
blocks to form a

single straight line
is relatively easy -

at least on the
slower levels. The

trick is to create
simultaneous
double, triple,

quadruple e v e n
quintuple -  lines.

The Next Brick
Display is a useful
guide to planning

ahead but you can
always switch it

off.

THE ONE

From deep within the land of  Gor-
bachov and Glasnost a sequel to Tetris
has risen. Gordon Houghton puts on a
short skirt and learns to dance Cossack
style.
YES, FOLKS, it 's  that famous load of  blocks again. Not
content with the reputat ion of  having designed the most
popular mult i-format  puzzle game ever, Alexei Pazhitnov,
fulldiime Rus s ian mat hemat ic ian,  par t - t ime Rus s ian
mind-bender, has been brainstorming again. And what he's
come up with is more of the same -  only  this t ime he's
twisted his brain round another dimension: Welltris is
Tetra; in 3D.

Instead of falling down the screen, the blocks fall down
the sides of a well. At its base there's a square in which the
bricks have to be arranged in straight lines. Speed of fall and
level of difficulty are selected from a straightforward menu
before you start -  but whatever the level, there's one basic
rule: the more lines you create at once, the higher your
overall score.

THE REWARD for a hefty score is a step
up the ladder of success to the next level.
More you are graced with a new graphic.
a burst ol Russian folk music and faster
falling blocks. To make life that little bit
harder you can access the later levels
right from the start.

DROP a block down the corner of the well
and it splits into Iwo when it hits the base.
Friction means that separated halves
travel less distance than ordinary blocks
and may come to a standstill before an
Obstacle is hit.

BLOCKS appear randomly from the top of any of the well's four
sides. From there they slide down the side into the grid at the
bottom, where they keep on going until the wall or the
presence of other bricks force them to stop. Keyboard controls
allow you to flip shapes over and rotate them clockwise or
anti-clockwise around the well,

THE MORE
m ista ke s yo u

make, the less
room there IS to

manoeuvre. With
several no-go walls

at once you really
are in trouble: the
Only way Out is a
speedy re scu e  o r

death.

Despite being a runaway success on every
other possible format, Tetris on 16-bit never
looked too hot. At  the root of  its problems
was a  half -hearted at tempt  t o render its

blocks in 3D. What hampered the playabilitythen iswhat
transforms i t  now.  Wellt ris  doesn't  jus t  create t he
illusion of depth, it genuinely adds an extra dimension to
the gameplay. There are only a couple of newshapes but
the four-sided well, no-go areas and corner pieces add
immensely tothepotent iallor different gamestrategies.
There's scopefor all sorts of elaborate column and cross
formations -  and  t he more  y ou play  i t  t he more
sophisticated y our tactics become.  Unlike Rainbow
Arts' Block  Out ,  whic h falls  down  a  touch on  t he
graphical presentation of the 3D blocks, Welltris gives
you the best of both worlds:  the flexibility of a 3D well
and the visibility of 20 bricks. Thecontrol method is also
a lot easier to get to grips with -  just four keys, rather

Othan Block Out's eight. Wellt ris  is frustrating, frighten-
ingly addiztive and great fun: it 's got  everything that
Tetris had -  and more.

ST Wellt ris  should look,  feel and sound
exactly like its Amiga brother: you won't  be
able to tell the difference unless you look at
the sticky label on the disk.
Good news  f or PC puzzlers. Expected at
exactly the same t ime,  featuring ident ical
gameplay bu t  f ewer  s ound effects, P C
Welltris comes in CGA and EGA. Details on

VGA, Roland and AdLib compat ibility  have yet to be
confirmed.

A

PC

THERE may not always be enough room
at the base of the well tor a particular
block, The offending piece is wedged up
against the side of the well and turns it
into a red no-go zone. No block can be
rotated across that wall until three further
bricks are dropped. Create four red zones
at once and you block the well, Game
Over,

THE MAGNIFICENT seven original Tetris
shapes make up much of the standard
Welltris stock of blocks, but there are a
few additions. Mostly they make life
easier. but complex bonus blocks (which
bear a hefty wodge of extra points) are a
tad harder to tidy away.

WELLTRIS
Spectrum
HoloByte And
Intogrames

AMIGA
PRICE f 2 4  99
OUT September
GRAPHICS 6 9 %
SOUND 5 V / D
PLAYA B I ure 92%
VALUE 9 5 %

OVERALL

9
1
P
/
0

ATARI ST
PRICE f 2 4  99
OUT September

IBM PC AND
COMPATIBLES
PRICE E 2 4 . 9 9
OUT Sept ember

"Welltris is
frustrating,
frighteningly
addictive
and great
fun: it's got
everything
that Tetris
had — and
more."



1 52
REVIEW

TIME
MACHINE
Vivid Image
Design And
Activision

AMIGA
PRICE f 2 4  99
OUT September
GRAPHICS 8 3 %
SOUND 8 0 %
PLAVABILITY 89%
VALUE 8 5 %

OVERALL

8 8 %
ft TAM ST
PRICE f 2 4  99
OUT September

IBM PC AND
COMPATIBLES
N/A

THE ONE S E P T E M B E R 1  990

"Time
Machine's
brilliantly-
conceived

puzzle
element sets
it apart from

the pack and
makes it one

of the most
unusual but
entertaining

arcade
adventures

around."

Gary Whitta turns back the clock with
Vivid Image Design.
DOES t ime really exist? Do events fl ow through a spatial
cont inuum at a constant rate, or is it nothing more than a
concept that  man dreamed up to make life seem more
orderly? If you travelled faster than the speed of light,would
you arrive at your destination before you left? Does t ime
stop inside Black Holes?

Is it possible to travel through t ime?
Professor Potts is about to find out. For years he's been

developing and building a Time Machine, with the intent of
travelling back through history and into the future. And at
last it's finished. The only problem is that there are some
less-than-friendly terrorist typeswho would like to have the
scientific marvel for themselves. And the result... Professor
Potts stranded somewhere in time without his machine and
no means of getting back. What's worse, the Earth of the
past is in trouble, and unless he does something quickly, not
only him but  the whole of  t ime itself could be in grave
danger...

AS PROFESSOR Potts explores his new surroundings in the
Prehistoric Age. he soon realises that the Earth could be in a
lot of trouble in later years un l e s s  he can now make the
necessary changes to aid the planet's evolution. In each Time
Zone the idea is to solve links in the chain to assure the Earths
immediate future and thus create the next Time Zone. In the
first Time Zone, you cool down the planet (volcanic geysers
threaten to overheat itt and ensure the safety of the turry
mammals that will in time evolve into human beings.

AN ANIMATED
attract sequence

sets the scene.
While working on
his revolutionary

new time machine,
the brilliant but

slightly eccentric
Professor Potts is

unexpectedly
attacked by

terrorists. When a
stray bullet hit the

time machine, a
freak worm-hole in

the space-time
continuum is

opened, and Potts
is catapulted back

through time tO
One Million Years
BC. Now he's not
only got the find

the crystal that will
power his Time
Machine in the

future, but also
make sure that the

planet will have a
tuture at all.

-
T
h
e 
t
i
m
e 
i
s

out of joint.
Oh cursed
spite, that
ever I was

born to set it
right!"

Hamlet, Act 1,
Scene 5

WHEN YOU travel from one Time Zone to another. yui., wvattoon in space doesn't
change. Effectively when you re-appear, you are in exactly the same place on the
same screen, but on a different time. This river, for example, is found on the same
screen in every Time Zone from Pre-History to the Present Day. Less permanent
landmarks, however, disappear as the years go by and are replaced by more modern
scenery.

1 1 1 1 1 1 1 1 1 1 1 1 • 1 1 1 1 = 1 1 • 1 1 1
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TIME TRAVEL is essential to the solv ing of
some problems. For example. if  you need
to cross a deep swamp in the Prehistoric
Age, you could go to another Time Zone
where by that lima the swamp may not be
so treacherous i t  could have frozen
over in the Ice Age for example. Then you
could cross easily and, on the other side,
beam back to Pre-History and carry on!
But beware, as your actions could change
the course of history and have drastic
elec ts  in later Time Zones. I ts  enough to
make your head hurt...

EACH Time Zone comprises five screens.
shown in miniature in the status area
above the main display. Each row in the
grid represents one Time Zone, and each
column one location. Any Time Zones that

haven't yet been
created are left
b l in k  If a problem
develops on any
screen, II flashes
amber or red
(depending on its
seriousness) and
it's up to you to
get there and sort'
o
u
t  
-  
a
n
d 
f
a
s
t
!

TIME travel is  s imply a matter of hitt ing
the right key, but moving about in a
physical sense can be a bit hard on the
old legs. Fortunately the Professor has
brought with him a handlul ol Telepods.
When placed on the ground, these small
wonders can be used to teleport the
Professor from place to place b u t  you
can only v is it a screen where a pod has
been placed. The Telepods are especially
useful for crossing screens with rivers
and swamps, as if  you put one on either
side, you can beam across with ease. By
placing them in different Time Zones, you
can travel in time and space
simultaneously)

YOUR primit ive ancestors range from
Yetis and Cavemen up to Terrorists in the
present day. Their consideration for your
plight is  negligible, making them a
downright nuisance. Fortunately  your
Zapper Gun holds any attackers at bay by
delivering a nasty electric shock. I fs  also
helpful for 's tunning' any live objects so
you can move them around.

First impressions of Time Machine are that
it's l i t t le mo re  t han a n  average arcade
adventure. Furt her invest igat ion reveals
that it runs a lot deeper than that, The t ime

travel element  isn't  just a s tory  idea -  it 's  the most
integral aspect, and very cleverly handled, too. The way
in which you have to hop back and forth through history
to solve problems  adds an extra dimens ion t o t he
proceedings (literally!). Even though the puzzles aren't
so hard asto beoff-putting, you do need to think laterally
to s o lv e t hem.  Y o u  of t en hav e  t h ree o r  mo r e
simultaneous serious problems requiring attention at
different points in t ime and space, which means it can
get pret ty  hectic. Apart  f rom the scenery's obv ious
colourful qualities, the lit t le historical changes that are
made to the five screens as you progress through t ime
all enhanc e t h e  ov eral l  ef fec t .  T i m e  Mac hine' s
brilliantly-conceived puzzle element sets it apart f rom
the pack and makes it  one of  the most  unusual but
entertaining arcade adventures around. Timeless!

Apart f rom a f ew colour changes in t he
backdrops, Atari Time Machine is identical
to its  Commodore counterpart.  The price
and release date are the same, too.
Sorry IBM owners, but there are no plans for
an IBM-compat ible conversion.

ST
PC

PREMIER MAIL ORDER
1111
1.2111s Ilealede
N I  1 k 4 a
•Mccataile
Solo, Foollimil
SA Dogs Go l a He nnaAMOS
eqslumm
' GA'
' NO  so the Foote 2
Ne mo  ut Penn 1111
tlaln  I n t 1 OP 1 4 .
loo1
0 4
,
1 1
S 
.
a
l
e

Amnon Wm httos
Imminewe

•Ballorrastor
Valls al /num
Meth Ch u
Beach Se ib,
•
F
i
l
l
i
y 
n
o 
1
1
.
1

INch• loos
"Ewen * n o m
111esessoh
Ammo , .  Doto Dist

Osamu M o s, .
7
1
1
3  
J
a
n
e  
&
s
a
n
t

& Maim
7
C
i
t
l
a
v
a
t

finster
Chempions (1
, 
K V O r t  
1 1

Meol
CNN Insies Had
Chan nEl
1
G
2
o
s
e  
M
I  
2

'Choi ' Ne wC/Natme  Se m.

Gelenth Baboon 111011re.sioNeo
'Can t/ Amen
•Cannamodu Wm
,Catolomtm
,Eamsmet Cannon i
1Lar
▪ 
m
i
s
e
l
l  
e
i
,
n
a
t

•
U
r
p
b
d
i
t
l
i
n

UrOCUOWII
Cns

Cabenitel
Denudes
teo Dere 3
DINE.. Sme ll
124ene No  el 11es.
Dieoent low 2  Sawa.
Casio
0,1$10ra at Amos
O n g . .  Menai
Durum. bemoan isOlto
Wro te , M S .  Had
amoi
°Dro ste  DmEnems,
nyetsBIN S i r ;
.
E
4
0
0
.
1  
O
n
e

Fn.
inwr
, 
0
1
5
1
1 ,
s

•2mn7 Hin ts Gaol
Isce pa Pe w Enno
Exempt 17ors NNW
Nommen
110004091 Polal
.
1
1
1 
S
i
s
a
l
,  
W
a
n

12111Nolato
,fo rt  Teta Manton.
lencel 115

* km Phnom S u l
beew•mo Cosi 2

fatten Fosatto Deo
1 -
F
o
o l
i  
B
e
r
n
e

. . . •• 8 1 1 0 1 S L I M

"Awn al nu Inmost*,
Itn it Sta 2
Alga Eloo ) or I I
Wont Ctsc EmnStmet
%sot Cs.  -* M I
Howl
Fennel Dornta•  I
Nobe l Klenego 20,4,
Fla.o
•Ime 111 Mon,
Int Maud Ramie
I
,
,
,  
3
0
4
0 
2 
0
1 
t
o

Fun Salsa 2 1 1 ..1 *
los Seheol 2 lender 1
Nome Wats
GNsitnons 2
%Ws mod Oullan
D W I  and AhNle
4
0
9
1
d  
o
l  
4
.
.  
A
r
b
o
r
s

Lionel kAtak i d
Gmata
Hoelbol 2
• Co-ons
• I tn as
Herm I &mot
Oloolds el Shona
Ina•mtumn

tsto, Jemeskesentma
me, Jong nul loot
rn n  Tenni
.
s
t
y
l  
L
i
v
e
n 
C
l
s
o
l

Ite r Imrtt
Iwo INN
A Cots Fran Oman"
II Cams Fran 01.11
Dala
lomolow
..Lsob Write °. I  Ws
Causes
Jact leabloos
•S•ek Mad an  bo10161
Ilal
K Can t 1,23 or i
Boob
Km
, 
l
e
o  
1
1
.
1

▪ N  1101 Han
lace Oil 2
▪ 0 7 1  in to  Ti...
•VAble lo ws Sham

A
l

1116
131

1111
1111
1111
111
611

1191

1319
1111

111
1
2
1
1
1

1411

111
01 /
111
1111
111
S c
111

2 1 *

1111
1611

111

1311

1433
1111

1111

SIN

A i t t t  G e m
111
1411

111
111
1411
14111
1611
1611
5 1

111
1116
161
311

1111
1111
131
111
111
7111

1 3 /
111
111
111
1199
1113
1199
2
1
1
1

ain
111

1111
P 1
116

111
A "
0 •
4 1
3 1
311

N
111
611
111
6111
3 1

319sn
I n
1 1

11/

391
1

2 1
3 0

I C
1
1

I Nas
I N•
111

ananasat
an

111

11/1
1116
1119
111
116

1
4
1
1
1

199
11111
1
1
1
1

111

011

ION
111

1611
ID

•11

1 1 *
Es*

131
111

1111

Koot Womb 3
to ie  No m 4
Vans Omen 1P.4

Mope el I N C r e w1 Sea loter I i f
Son LAI. 1 i t 211.1

110
Seem Nome
teedeebord Be le

Lawrp 3A.anst 01611
1/01 ewe*
r
t
o
o
r
p
o
o
l  
I
t  
1
1
1
.
7
1
1

Lonbole M C NM
1
1
.
e
a
t
o

Lerl Pawl
411 Tete Pseiem
14163/6
Monstnoloo 1,0ere
M a/ to w N o  Yak
151,4,511 W . f •  Noe
Wantons/ Soo Itmmanta
Menoor kimono
°Pane  Poinotmloo
kie rnotaw Soccal
•filoltaito Re sale .
1416.antor
•Mstrty Pylons'Mild .,
Paam Zeeland Sam,
.11,0134sod
NH10 Se re
NW. * m a n
9
1
1
0
o

r
e
s
s
e
m
s
t
o 
b
t
i
m
e
o

10•01
Gsweeen Itteseetbes
•Onemol O wns
1
,
p
o
t
m
e
n
t
s

Notes
P i ss Mia• w,
,
Palo* Amist I I I  I  Hill
BOOC
PaiLd ChM ,  2
Po p .a.

amomme Note
N o m
-
M o o
n

r
b
o
o
l
o
n
s
o
m
p
o

1Nsee1ePr4 Tomcs
n o o ks lotamon
111 Sams Ramsto n n e s. 11
1
1
1
1
•
1  
B
M
W
.
.  
t

. 01•XO P
lltatocop 2
Rodin WWI

M t  Heade

L
:
,
1
1
4
4
1  
1  
2  
c
m 
1  
1
S
t

.
1
4
4
c
m
a
t  
a
t  
N
u
n
n
,
'  
l
s
t
e
s
d

9h06e6 e t E l se e l
Shooleno Verenen
Ronson PM
1011 ton Gs A l  ea
1 1 1  S e ra
Sarromn
rSelsoans
N N W
Sams Itaton
1 1
3 1
/  
D
O  
O
l
t

•1
4
1
:
7
.
,
.
•

Stem Horner
' S an d i a 2
'a e  Dtto
, 
l o s e
r 1

•51es
Storeloile
Suratotot 4 .,, Bo /
Gleegbas
,1
1
2
1

111a1 So m. 800Sado,
•Ston
Shone CAI ke te t
1•114AN
Sopetcon
1551e ele 16106
Sword. le  11111 No  1 1 1
941
love  No e .
looroso M aw( hellos -
loose Go/ 1 1 1 1
lest DN.  2
1o0 Ihno 2 Celeonia

Not Dove 2 Moetakters
Imo teen 7 Sepercers
I N  Ce ti .
Thront Seri We ars 1 1 1 1
rm  kn su i
T i . Pu l a. 1 1 1 1rhoo/ersasio 1 1 *
to  I N S  1 3 1 1
rrosel %col 1 3 *
tosabe Cheattons 1 1 1 1
Ined Vol 3 1 1 1
teolo Ottnor 1 3 1
•r•V Foon• lemehol
TO Noon lestresee
1 1
5 .
0 '
, .  
h
w
i
l
a  
I
O
N

141
7
0
1
1
1
1  
7  
1
5
1
1

121611 Somme I  6 1 1 1
01616 Acetone 2 1 1 1
Umael -
Unlouchables 1 1 1 1
Viduot 1 1 1 1
Wmwe Ste n s Pocks l a
Ws o l  0.1111.$ n i t
•Wi egti

=
.
C
:
1
7
1
,
0
4
6
•
1
.

-
34nannal, 1 1 1 1
7e0•1 2  Polontoass 1 1 1 1

SI 11

Al Alas..4
1411

2 1 *  1 1 1
3 1 /  N O
1311 1 1 1 1

2198
191 1
1 9 1Al t 1

1 2 *  1 2 1
131 1 1 1
2 1 *  1 1 0 1
M N 1 1 1 1
111 1 1 9 9
131 M N
141 1 4 1 6
1811 1 4 1
1 3 / I N
7 1
1 1  
2
1
1
6

161 1 1 1
1/11 1 3 1
ION 2 1
1 1611 6  11
1'199 2 8 1 1
1613 6 1 1
1319 3 1 1
113 4 1 1
1319 6 1 1
1113 A N
1311 3 1 1
11111 5  N
13/3 0 5 5
11111 5 1 1
1311 5 1 1
1111 3 , 9
1115 fi l l
N M  5 1 3
1111
113/1 1 1 1
111 1 1 1
U M  1 1 1
1111 1 1 1
1
1
•

111
1
1
1
1  
1
1
1

I N  1 1 1

1191 1 1 1 1
1411 1 1 9 3

SD 3 1 1
411 1 1 9 9
011 1 1 1 1
6 1  1 1 9 9
595 1
1 1111 1 1 1 3

611 / 9 9
AN 4 , 9
211 1 5 9 9
3 1  / 7 1
I N  1 1 1 1

/1110
4 1  1 4 0 1a • a g e

111 1 1 1 1
9
1
1

111 1 4 1 1
1111 1 1 1 1
1111 1 1 1
141
1111 5 2 1 1
1111 1
3 1 11111 1 1 1 1

1316
161 1 1 1
1111 1 6 1 0
3119 2 1 1 1
1311 1 3 1 1
1111 1 1 1 1
1311 1 3 1 1
INS 1 9 9 1

- I O N
5 *

19,9 1 1 1
1118
111
1111 1 1 1 '
-111 1 3 9 1
1311 1 6 1 1
121
1119 1 1 1 1
1111 1 6 1

911

1111
111

N
416
5 1
116
I
NN
3 1
311
1 1
611
1 1

15404
StIOAA LW Itt5

* * * J e t  7 .  4 *
Aft Sto So, O M
M N  Nodoents 1 1 1
N o wa _
1re110e192s 1 1 1 1
M N to•  1 1 1
Mel 1 1 1
losSlath -
1 1 1 os 7 . 1 1
embeoN Itall 1 1 1
Ames No 2111
Ammon Ihasto 1 1 1
Neno Coloomesk 7 1 1
EliesamMe 1 1
Bleoloarli •  Di l l  ) 1  1 1 1 9
BMX Sm 4 1 1 1
tio d Ne le a Co . an  7 9 3
14.41 Ch a . •  1 1 1
Botay te s 1 1 1
Espneo 1311,4 4 1 1
Cates 1  3 9 9
M a n a m a ,  Atemems 1 1 1
(No rm a * NM
Cattia I 4 1
Gytemool 2 1 1
Ne m Mom 4 1 1
tnstoe 11r5te l aN  1 1 -
Foal I as  -
Room Snot 1 1 5
isnetteems Waste  7 1 5
Iso m 1 1
A Nue _
flame s imams, _
Gonne
, 
3
5
1

G o a n .  4 1
Gobituroet 1 1
fioneamod . 1 1
4
,
7
a
n
t
o  
1
1
1

lanbles Amick t i p
Netwocoat oisto 7 1 1
Habstme  ant• r • I p i
Soto. final 4 1 1
inampOss 1 1 1 1inane
Ass Ilinla "• tu 7 4 1 1
Le l De  1 5
I S .  (Mnottoet P m *  4 9 9
11.s bed Let Dm
I was al Canaueet 1 1 3
W e an, Benpet 4 1 1
Menai 2 1 1
Marne Madness 3 1 1
IMPolloplor 1 1 1Inman Ekromom
hialarbta Neshons 4 1
Moso Contimmon IA 7 1

1K -
%M AE,  7 1Ne s No n  4 1 1
Noe esti Beti -
3•1141; I D
M a o  4 *
Oelan 1 1
t erlend 1 1
N elms 511  1 1 1
Phase 1 1 1
N o w  Isaltee
aml 1 1 1
Poson 1 1 1 1
Pro144d.1 4 1 1
Fleotto
Nom, a Me Jed. 2 1 1
Rot Ne wso m 3 1
Book A .  hif Hamle t 4 1 1
Reeroons Dustme n
SDI lAcensost _
04e0*4e1 I ••• 2 4 / 1
llas F iNe l 3 1
Serles 2 1 * 1
FAA, he rl I %
37.0e, i n
tlidwr ti  Light 7 5
Some Nee 1 1
No ve n a e ne ma -
6111144si5 1 1 1
Ns V AN ,
2  V I  
7
1

Do rm I N
rata owl Gm -
In k Muni I N
Toughen 1 1 1
rodeo Gm
1
,
t
,
t
t
o
t  
7
.
E
.
0
,
1
7
7  
7
1
*

17.a 51.11 7 *
rPO 4 1
nodule  Homo,. 1 1 1
'
N
.
M
.  
4
1
1
.
1  
D
o
b
e  
I
N

Omelet 1 1 1
alms 9 1 1
Weitemo lion t 4 1 1
7/11141 I N
Wastamtem 1  ol
rsts •  4 , 2 1 1 1

JOYSTICKS
emt• Noodane 0111
to m Pisaomot
l amas 129.0939

11i1.1 I 1111
0 1 0 1 1 2  ludo i n
Otaksime 3 hobo 1 9 1
beta Ccatm
, S i c k  
t I 3

BLANK DISKS

Tides marked * are not yet available and will be sent on day ol release.
Please send Cheque/PO/Access/Visa No. and expiry date to,

Dept THO Trybridge Ltd, 8 Buckwins Square, Burnt Mills, Basildon.
Essex SS13 1B..1

Please state make and model of computer when ordering.
P&P inc. UK on orders over f5. Less than f5 and Europe add fl  per item.

Elsewhere please add £2 per item for Airmail.
These offers are available mail order only.

Telephone orders taken: Monday to Friday - 9.00am to 7,00pm
Saturday -  10.00am to 400pm

Tel orders: 0268-590766
Fax orders
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OF
WHAT'S THIS? A magazine within a magazine?

Well, almost.
It's the fourth installment of a never-ending partwork.

A partwork of the most comprehensive gameplay
guides yet seen. Everything you need to know

about... well, everything to do with 16-bit games
really. We can't guarantee to cover every 16-bit

game in the whole world ever, but as momentum is
gathered over the coming months you can be sure

we will try (I).
Some guides 'happen' in one month, others are

spread over two, three or even lour months
depending on their size and how much (of the game)

is to be given away. For example, this month the
'solutions to  the last levels of E-Motion are provided

along with the cheat mode and special bonuses -
last month we gave away levels 15-30. This gives

you enough time to play for yourself. And of course if
you get stuck, you know help isn't tar off.

Three guides are featured. And there are more to
come -  of games both old and new. So dig out

those ageing classics that you never quite
completed. The One will show you the way.

Should you find that, when a guide is complete, you
have something extra to add, don't hesitate to write.
The beauty of this system is its flexibility -  addenda

can be added at any stage.
Also, if you have any suggestions for future guides -

or you have any complete solutions (including maps
where appropriate) - don 't  hesitate to send them to

us. Anyone who provides sufficient useful material
will be suitably rewarded with software of their

choice.

ASSEMBLY INSTRUCTIONS
Putting a  guide together couldn't be simpler. Some
pages are individuals in their own right (Figure One),
while others are fold-outs sono cut is necessary -  simply
fold them so that approximately one centimetre is visible
(see Figure Two). So. here we go...

l) Remove the centre section.

ii) Splice the pages down the middle.

iii) Assemble the parts in numerical order. You may wish
to wait until you have a ll necessary sections o f  a
multi-part guide before you put it together.

0

CUT

FIGURE ONE A  Single Page. FIGURE TWO A  Fold O ut  Map.

GIIIIIIES
THIS MONTH
E-MOTION
US Gold
Final Part

FEATURES
Secret Bonuses, Cheat Mode

PROJECTYLE
Bectronic Arts
Part Two

FEATURES
More Tips'

FLOOD
Bectronic Arts
Part One

FEATURES
Adversaries. General Tips,
Maps Maps Maps'

OOPS A -DAISY!
Yes, unfortunately. Pages five and six ol the first part of
the Projectyle play guide in the previous issue got a bit
mixed up, which makes it impossible to use. Also, some
of the  E-Motion diagrams g o t  a  lit t le  scrambled.
Fortunately they are all reprinted in centre of this issue,
just so you don't lose out.

SORRY!
The final tour Zany Golf courses have been suspended
this month. Normal service should be resumed in time for
the next issue.

BINDERS
Special binders will be on sale through these pages
in due course, but for the time-being, pop into your

local stationers and buy some of those two-part
metal fasteners. We also recommend you purchase

a box of sticky ring reinforcements from your local
stationers and plop one on each hole (don•t forget to

punch them out first)
you don't already own a hole punch, you can

either buy one (inexpensive really) or create your
own holes by using a sharp point (eg: a pencil). But
make sure a) you put some Plasticene beneath the

'hole zone', and b) you have an adult to help you



The Year 2014 — New York is lost to organised crime.
Only a valiant few remain loyal to law and order

They are THE WARRIORS.
You, as 'THE WARRIOR' have to fight your way through
the streets to save New York using an
awesome array of devastating S P E r ,
weapons, If you fail, New York
will be destroyed by a nuclear
device planted in the World
Trade Centre.
You cannot, you must not, fail!

ENGLISH F R A N C A I S  D E U
-
S C H  
I T A L I A N °

0  1990 ARCADIA S A  J N C .  1 1 4 \
0  VIRGIN MASTERTRONIC 114TED
16 PORTLAND ROAD, LONDON, W11 4LA
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THE

M i d n i g h tOil

THE GAME
Headcoach is the complete American Football
simulation. You takecharge of the latest recruit
to the National Football League, and through
skillful design of garneplans and the use of the
college draft, build up a 45 man squad to keep
your fans  happy  and wi n  t he Superbowl.
Unlimited seasons, and aging players, produce
a realistic game of fluctuating fortunes.

THE MATCH
The match is a game in itself taking about 40
minutes to complete. With 26 offensive plays
and 21 defensive plays, there is ample scope to
match y our gameplan t o t he skills of  your
squad, and exploit  the weaknesses of  your
opposit ion. It's here where the strengths and
weaknesses o f  y o u r  o w n  p lay ers  a r e
highlighted.

OUR PRIORITY : GAMEPLAY

"From my point o f view, the game has kept me sitting up at nights
and through holidays and weekends for up to 12 hours at a

stretch, with minuscule breaks for food and other necessities.
I t i sa gameI haven o hesitationi n recommendingt o
anyone with even the slightest interest in American Football.

IBM PC: Hercules, CGA, EGA, VGA 51/4" or 3
1
/ 7 "  d i s k  £ 2 9 . 9 5
ATARI ST: All STs, TV/Mono/Colour monitors £19.95
AMIGA: Due late September. Call for details E19.95

HEADCOACH V.3
TRAINING CAMP

Here is an opportunity  to assess your players
before they take the fi eld.  The appropriate
coach will giveyou his viewof the current form
of any  o f  t he  players and h o w they  are
performing in training. The current sharpness
of any player can be assessed from their time in
the 40 yard dash. Wide receivers, cornerbacks,
running backs and linebackers are all positions
where speed off  the mark is crucial.

THE MIDNIGHT OIL
The Midnight Oil,
Dept 101,
18 Hazelmere Road,
Stevenage, 0 4 3 8
Herts SG2 8RX 7 2 1 9 3 6

ATARI
USER

REVIEW

COLLEGE DRAFT
During the 16 match season, plus  whatever
playoff matches you achieve, you wi l l  fi nd
yourself praying for a second classy running
back or wide receiver, or need to beef up your
offensive line (too many sacks). 1 here can be
many weaknesses. The college draft should be
used to find those stars of the future and make
sure that they're playing for you.

STATISTICS
The statistics sect ion wi l l  encapsulate your
team's, and your player's, season. Total yards,
rushing yards, passing yards, kick-off returns,
punt returns  (and averages f or  al l  these),
interceptions, sacks   a l l  these are kept for
each match, the whole season, for the team,
and f o r  e a c h  p lay er .  M V P  v ot es  a r e
accumulated for the season. American Football
is a game of stats and this simulat ion sustains
that.
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SPECIAL OFFER

El .00 off all Amiga/ST
tit les

Just tell us in which
magazine

you saw our advert  thendeduct
£1.00

f rom our advertised
price on each

t it le that you order.
Offer ends

September 28th.
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FTWARE CITY
Temple Street, Wolverhampton. WV2 4AN.
0902 25304. Fax : 0902 712751

CALL US ON : 24 HOUR CREDIT CARD HOTLINE 0902 25304

SI XT EEN  B I T  C O MPI L A T I O N S
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E R .

SWITCHBLADE & MINDHINDER
ST AND AMIGA Ell_99

*PREMIER COLLECTION 2*
MERCENARY. ELIMINATOR,
BACKLASH & CUSTODIAN

ST ONLY E9.89

•AMER/CAN DREAMS.
HOSTAGES, BURBLE GHOST &

SUPER SKI SIM
SI  AND M AGA E11.99

.ALL TIME FAVOURITES..
TEST DRIVE, MEAN 18 FAMOUS
COURSES I  & 2 AND HARDBALL

ST AND AMIGA 119.99

'MAGNUM FOUR.
OPERATION WOLF,

AFTERBURNER, DOUBLE
DRAGON AND BATMAN THE

CARED CRUSADER
ST AND M AGA 119.99

•WINNERS.
THUNDERBIADE, LED . STORM.
EILASTERDIDS AND IMPOSSIBLE

MISSION 1
STAND AMIGA E19 99

.HEROES.
BARBARIAN 2. RUNNING MAN,

STAR WARS & LICENCE TO KILL
ST AND AMIGA E19.99

.POWER UP.
KENNY DALGLISH SOCCER

MANAGER, COSMIC PIRATE &
CHARIOTS OF WRATH
ST AND AMIGA El 199

•WORLD CLIP COMPILATION.
KICK OFF, TRACKSUIT MANAGER

& INTERNATIONAL SOCCER
Si' AND AMIGA 118.99

-TRIAD VOL 3•
SPE LORAL I,  BLOOD MONEY &

ROCKET RANGER
STAND AMIGA E19.99

•THRILLTIME PLATINUM VOL 2*
!KARI WARRIORS, BUGGY BOY,
BOMBJACK. SPACE HARRIER.

LIVE AND LET DIE,
THUNDERCATS, BEYOND THE

ICE PALACE AND BATTLESHIPS
ST AND AMIGA E18.99

•GIANTS*
GAUNTLET 2. STREET FIGHTER,

1943 AND OUTRUN
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3.5 inch DOUBLE SIDED, DOUBLE DENSITY WITH LABELS
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25 £16.99

MOUSE MATS E2.99
ST & AMIGA EXTENSION LEADS E5.99

AMIGA 112 MEG EXPANSION £49.99
AMIGA 1/2 MEG EXPANSION I  CLOCK E59.99

AMIGA 1/2 MEG EXPANSION i  DUNG EO N MASTER £59.99
AMIGA 1/2 MEG ,  CLOCK •  DUNG EO N MASTER E691.99

ORDER FORM ANDINFOR ATION
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MURDER
US Gold

AMIGA
PRICE E 2 4  99
OUT September
GRAPHICS 7 3 %
SOUND 6 5 %
PLAYABILI TY BO%
VALUE B V / 0
OVERALL8 3 ok
ATARI ST
PRICE E 2 4  99
OUT September

IBM PC AND
COMPATIBLES
PRICE E 2 4 _ 9 9
OUT September

THEY ALSO
KILLED

MURDER isn't
the most pleasant

of subjects, but
here for your

delectation are
some of the more

'famous' people
whodiclit.

JAC K TH E R I PPER
mutila ted a nd
murdered five

women prostitute s
in the  White cha pe l
area o f  London in

1680. De spite  ma ny
the orie s h is

identity h a s ne ve r
been confirme d,

JOHN R EGI N ALD
HALLI DAY

CHRISTIE wa s
chie f witne ss a t

the murde r tria l of
Timothy Eva n s

a ccuse d of  killing
his wile  a nd

daughter in 1953.
Eva ns ha nge d.

Christie  la te r
confessed he  ha d

committed the
murders himse lf

a long with  the
killings of four

other wome n
whose  bodie s he

hid be hind a  fa lse
wall a nd unde r the
floorboa rds in  h is

house .
PETER SUTCLI FFE

the Yorksh ire
Ripper a tta cke d

and kille d  1 3
women in  a

four-year re ign o f
te rror be tween
1976 a nd 1980 .

Two furthe r vict im s
survive d.

THE M OOR S
M URDERERS Ian

Bra dy a nd M yra
Hindle y we re

sentenced to  life
imprisonme nt in

1956 fo r the  torture
and murde r of
three childre n.

Since  the n Bra dy
has cla ime d he

kille d five  more .

he 113allg C h ro n ic le
June 1 9  1941

MURDER!
Sleuth i s  c al led i n  t o
inves t igate f ou l  Flay  a t
rjhast ley Ma n o r
.

IN D EFER EN C E to the  re a l police ,  the  corpse  is le tt  lying  e xa ct ly whe re  it  wa s found
throughout the  inve stiga tion. The  vict im,  M r Cha rle s I nne s wa s found sta bbe d in  the
store room b y Je nkins the  butle r. Wha t wa s inne s doing down he re  in the  se rva nts'
ha lls a nywa y a nd wh y wa s Je nkins ca rrying  a  pa pe r knife ? I t ma y be  wise  to que stion
that butle r.
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A QUICK look at the map reveals the
layout of the manor's expansive rooms. A
butler be longs in  the  pa ntry. Lord Allre d
Andre ws. supe rsle uth a nd a ma te ur
de tective  e xtra ordina ire . de cide s to be gin
his se a rch the re .

A BRISK walk through the corridors of
Gha stle y M a nor b rings our he ro a  ste p
clo se r t o  h is g o a l. T h e  b u t le r i s  s t i l l
nowhere  to be  se e n but some one  ha s le ft
something e qua lly su sp icio u s lyin g
around. Supe rsle uth Andre ws is a  lit t le
shortsighted so he uses his magnifying
gla ss cursor to  get a  close r look. Ah a l A
knife .

vster
rrf

THE ONE

THE L OC AL
newshound is a  lo t
taster on the  dra w
than those
blockhe a ds a t
Scotland Ya rd.
Within minute s the
tra ge dy's gory
deta ils a re  in  print .
C licking on  the
dale, the  na me  of
the house  a nd the
difficulty le ve l
configure s the
constitue nts of  an
e ntire ly diffe re nt
murder. Exa ct ly the
same conditions
create exactly the
same murder
twice.

KINGSLEY OF THE YARD
MURDER is the  bra inchild CA Ja son Kingsle y
(graphics) and Grant Harrison (programming), a
gruesome twosome  known a s Kingsle y Ha ir
,nson The idea of creating characters and poling
them together in art interactive situation came to
Grant a couple of years ago when he was still
working on the C64 ion games like Savage and
Beach Buggy Simuhttor) but he fell it was
something that wouldn't quite  work give n the
memory limitations al 8-bit machines Both
Grant and Jason have a keen interest in
detective novels - Sherlock Holmes and Agatha
Christie in particular s o  when they got together
on what turned out to be Grants first 16-bit
protect (Jason had already worked on Better
Dead Than Allen and Imacieworics yet-to-be-
released Blade Warrior l a whodunnit seemed
the most appropriate theme

They wanted to create "a game we could play
ourselves
- 
a n d  
t h a
t ' s  
w
h
y  
t
h
e
y  
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e
d  
f
o
r  
a
n

interactive m u rd e r  genera t ing  syst e m  ra th e r
than a series al stories they had to make up from
scratch themselves By  tar the most time-
consuming part 01 the whole Maw was to
structure the relalicmships of the characters
within the game how they interact, whether
crushes are reciprocated or not, and soon "The
rest al 1 was purely cosmetic graphics  and
presentation mostly

Next th e  b o ys a re  pla nning a  hush-hush
protect o n  C D - R OM  a n d  a n  e ve n  b igge rinteractive adventure' not necessarily a murder
but -
s o
m e
t h i
n g  
w
i
t
h  
l
o
t
s  
o
f  
p
u
z
z
l
e
s
-  
a
n
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a

whole universe of  interactive characters "
Meanwhile, they still enjoy playing their own
game. they have even been known to lose!

SEPTEMBER1 990

A corpse, a house full of suspects and a
sleuth. Somewhere in the mansion a
murderer lurks. Kati Hamza dons her
Deerstalker.
A HOUSE PARTY in the country. Upstairs bright  young
things wander across the lawnssipping cocktails, dance the
ChatIston and tell tall stories. Downstairs the butler keeps a
close watch on the bottles in the wine cellar and rules the
pantry with an iron rod.

Suddenly there's a blood-curdling scream. Murder!
It's going to take two hours for the man from the Yard to

make it. That's enough t imefor any amateur sleuth to get to
the root  of  the problem and you lust volunteered. If you
uncover t he murderer before the cops arrive y ou get
enough praise to set you up as a now-age Holmes for the
rest of  your life. Fail and your name is Watson.

Murder is capable of generating up to three-and-a-half
million different murders, each of which has its own entirely
logical motive and can be solved on four difficulty levels
f rom Noviceto Super Sleuth. All actions, from making notes
to arresting the culprit, are icon controlled and for the sake
of atmosphere everything is v iewed in period black and
white,

• l o P E -  I N i r E
B p o w •

l ' r  s o r r y  b u t  t h e r e  d o n ' t  a p p e a r  t o  ye
,'in s fi n g e r p r in t s  o n  t h e  M e a t  kn if e ,

ACCORDING to the amateur detective's manual there's only
one proper course ot action to follow on boding a possible
murder we a pon (the re  a re  20  sca tte re d a bout the  house  in
every ga me ): ch e ck it  fo r finge rprints. Andre ws clicks on the
finge rprint icon  a nd the  ima ge  a ppe a rs. N ow it  he  ca n o n ly
match it  with  the  but le r's print  b y finding a n obje ct he  kn o ws
he 's been ca rrying  he  m a y ha ve  Some thing o f  a  fl im sy lead,

AT L AST  po•fa ce d Je nkins ma ke s h is
appearance. He
-
s  
s i m p l y  
g o i n
g  
a b o
u t  
h i
s

own business, just like everyone else. The
world doesn't stop just because
some body die d. The y ca rry on  with  the ir
petty love  a ffa irs,  the ir fa mily qua rre ls. thefinancial blackmailing and their jealousy.
And usua lly the y wa nt to  hide  a ll the ir
dirty linen from the Investigator. If lovers
are holding hands they are guaranteed to
separate whe n Andre ws e nte rs the  m o m .

pplEPPII
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NOW HE'S found him the butler has no
option but to answer the investigator's
questions. As an experienced amateur
Lord Alfred is  capable of formulating all
sorts of elaborate queries using the icons
at the top of the screen. The butler is
grilled on the deceased, his  relationship
with other guests in the house. what he
knows about certain obiects and who's
been in what room. For the most part his
answers are less than enlightening:
there's obviously a lot  more dirt to dig up.
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murder game of
all time is
Waddingtons
board game
Clued°, al
available in
corn puteris
form courtesy
Virgin
Mastertronic. It
was invented in
1944 by
Anthony Pratt, a
solicitor's clerk,
is sold in 73
countries

, worldwide and
has been

! translormed into
' a lilm and more
recently a
television s 41

LORD ALFRED'S best friend is his
e ectronic notebook. I ts  where
inlormation of people, places, motives and
c ues needs to be studiously logged and
is automatically  cross-referenced. You
never know what obscure connections
might become apparent when you study
your entries later on. Nevertheless Lord
Alfred sometimes fi nds it necessary to
make more copious notes by hand
elsewhere.

A Most whodunnits  have one major problem.
There's no point in playing through the story
twice because you already know the plot.
Murder is different: three-and-a-half million

cases and four difficulty levels throw up enough shady
evidence to sat isfy the keenest Sherlock Holmes and you
never get the same plot twice. Patience isthe key: it takes
some t ime t o  get  used t o t he controls  (which are
occasionally a touch awkward) and the logic of solving a
case. Unless you make a lucky break early on you are
likely to spend the first few minutes getting absolutely
nowhere, partly because although they always interact
with each other most characters have a limited amount
of information to give. A few more imaginative answers
(and more  atmospheric  sounds) wou ld  have cont -
ributed a lot to the level of realism. Once you have got a
lead, however,  detective mania really sets in and you
won't  be satisfied till you crack the case. Agatha Christie
fans and Columbo lovers start count ing your money:
Murder is  one of  t he mos t  engrossing whodunnit s
around.

PC
and VGA.

The ST's  murders  a re  confi gured i n  a
different order but in the eyes of the law the
guilty and the innocent remain exactly the
same.

Murder, mystery and suspense a re doled out
in exact ly t he s ame proport ions  f or PC-
owning investigators. There are the usual
sonic limitat ions and graphics are in EGA
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TELEPHONE ORDERS WELCOME ON 0742 726485

COMPUTER GAMES
HELPLINE
Our live operators can help with your
problems - Ring us between 12 noon

& midnight, 7 days a week on
0898 338 933

We can help with over 600 adventures
We also have cheats, tips and hints for 100's of arcade games tor

all computers and consoles!
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THE KILLING
GAME SHOW
Psygnosis

AMIGA
PRICE f 2 4  99
OUT September
GRAPHICS 8 7 %
SOUND 8 5 %
PLAYABILITY 89%
VALUE 8 r / 0

OVERALL
8 7 %
ATARI ST
PRICE f 2 4 . 9 9
OUT November

IBM PC  AND
COMPATIBLES
IBA

THE KILLING
GAME

SHOWS
TEN OF

television's most
painful

prize•winning
programmes.

Watch them at
your peril,.

3 2 1 with Ted
Rogers

Blankety Blank with
Les Dawson

Bullseye with Jim
Bowen

Catchotwase with
Roy Walker

Family Fortunes
with Les Dennis
Punchlines with

Lenny Bennett
Sticky Moments
with Julian Clary

Strike It Lucky with
Michael Barrymore
The Price Is Right

with Leslie Crowther
Winner Takes All

with Jimmy Tarbuck

THE

Killing

Game

Show

THE ONE

AND OUR first
contender is el .
He'd better get a
move on If he's to
avoid that water.
Blam! There goes
the first alien...
What a star! What
a start! But can he
keep it up?

NOW HE'S slipping
away from the
liquid and heading
on towards a
diamond. He
should be able to
collect that one
without too much
trouble. But as you
can see on your
screen, folks, there
are still 97
diamonds to find
before he can
escape from this
cylinder.

WITHIN minutes
our brave
contestant is down
to just 72
diamonds with
more in sight. Uh
oh h e r e  comes
trouble. A swarm
ol aliens are
heading straight
for him. How will
he cope?
Remarkable! He
takes a leap in the
air and with a
single volley wipes
out hall of his
attackers. What a
show this has
turned out to be

ALIEMS Lotodip n aval  in
onarkolomfa forrnolions.

oo ott0 0 0 0  yo u t poottion
an t,  fo ra F o n o n o lal l ,

moot o f Moon o fo n i
arme d

✓O tin  rnotanto cro ft hoe
• Q u i t o  t a w  WO N*  op Its

Oleem. wollongn p o ra l s
NO N; ono o f Its boot.

TWO  to y.  aro  availab io
to  pou o n o  fo r nodding

tool@ an d  h ays and  PIO
oCoof Ion wo o p o n o r

Equiproorn found tam p
the  woo Include s

side -bring In isonoo
niplo shot, an d  o wle t

booze rs Io n ian
OPopoononly ato p  n o
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And now live from Psygnosis — it's the
quiz o f  your life! [cue: music and
applause]. Or should we say FOR your
life. Ha ha ha. But seriously, folks, let's
hear it for your host — Laurennnnnnce
Scotford... [cue: rapturous applause].
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about the future is sure: television game shows will literally
be the death of  us.  Even the Japanese game show
Endurance is going to look like Children's Hourcomparedto
the stuff our grandchildren will be watching. Stuff like The
Killing Game Show...

Psygnosis' program of  this programme takes place
within a hollow cylinder laced with platforms and walls
Your task is to escape, intact, from each cylinder. Ana
looking at the specification of your craft that doesn't seen
-too difficult, It hops, kangaroo—style along the platforms
and can even cl imb walls — provided i ts leaps are
well-timed,

The only problem is the cylinder is slowly butsurely filling
up with a deadly liquid that destroys anything it touches.
And as if that wasn't worrying enough there's a host of
malicious creatures to keep you company. Against all these
odds, only those who play hard will fare well,

CLIMBING chains
Is a handy trick to
master -
especially when a
quick getaway's
required, More
useful still is the
ability to fire and
climb
simultaneously.
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HERE'S a neat idea. Alter you lose a lite your actions are instantly replayed (as
indicated by the •R in the corner of the screen). so you can sit back and enjoy your
finest moments and learn where you went wrong in the process. Better still, you can
retake control at anytime during the replay.a
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The Killing Game Show is slick in every
aspect -  f r om t he  T V  show openi ng
sequence to the action replay feature_ It's
immediately obvious that a lot of thought

has gone into its playability and accessibility. Although
simplistic in concept, the action is fast-paced and tense,
with the atmosphere enhanced by colourful, detailed
scenery (there are eight distinctive graphic styles used
to make 16 attractive levelsl and a driving soundtrack to
suit the pace of the level played. For palatable platform
pranks with a difference you won't go far wrong with The
Killing Game Show.

Due for release in November this one should
be almost identical to what's seen here, The
only major  difference wil l  be  a  slightly
smaller colour palette for the visuals.
There are no plans for  a PC version at
present, but since Psygnosis has converted
most of its best-selling games for PC there's
still a possibility.
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VENUS: THE
FLYTRAP
Gremlin
Graphics

ATARI
PRICE - :  9
OUT o w
GRAPHIC § 8 4 %
SOUND 7 3 %
PLAYABILI TY Brio
VALUE 7 6 %

OVERALL
83%
AMIGA
PRICE E 1 9 . 9 9
OUT N o w

-
1
.
6
1
1 
P
C 
A
N
D

COMPATIBLES
N/A

THE FLY'S
THE LIMIT!

FOUR superfly
facts you didn't

want to know
about flies...

ELMS do not digest
then food internally

They first vomitcorrosive internal
fluids onto food which
help to break it down.

The semi-iiquidised
product is then easily

ingested

ONE TYPE of fly
responsible for the

death of millions is the
mosquito. lia le rla s

only transferred by the
female mosquito as

I ts only the female of
the species that b ile .

Malaria Is actually
parasite which first

settles In the liver end
then multiplies and

attacks red blood

SWATTING flies H  not
easy. The reason they

needy always get
away Is that they ire

highly sensitive to
changes In air

pressure and can
detect the approach

of any feet moving
obiect. Fly swelters

work simply because
they hove h011es in

them. allowing a lr to
how through end

causing a tar smeiHr
change in air

pressure,

THE MAYFLY has an
average life  span ot 48

hours, lust enough
time to mate and tay

eggs. The eggs lay
dormant until the

following year,
whereupon a  new

generation of May
Piles hatch and breed.

The s t a r  o f  Gremlin's
orientated shoot 'em up
mechanical fly. Laurence
afraid... Very afraid.

platform-
is a  mean
Scotford is

PADS dotted around the scenery affect the fly in different ways,
ranging from Time Loss to Continuous Jumping_ The most
disorientating effect is Reverse Gravity. Step on this pad and
you suddenly find yourself upside down and clinging to what
was the cavern roof. Manoeuvring from this position takes
some getting used to, but soon becomes second nature.

THE ONE

THE ECOLOGY of  t he Earth has  been
ruined. Man's  need for larger and more
efficient food production systems has led
to over-intensive farming and excessive
use o f  deadly  pest ic ides.  Th i s  h a s
resulted in the destruction of every form

of insect life on the planet. In an attempt to restore order,
scientists set to work to create a race of cybernetic insects.
But once the insects were unleashedthingswent drastically
wrong.  An error crept into the genet ic programming of
these artificial arachnids and arthropods, sending them on
a wild rampage which threatens the entire world.

This even greater threat to the planet needsto be arrested
before too much damage is done. In a last-ditch attempt to
survive, the scientists went back to the drawing board and
created a huge mechanical killer fly to annihilate the rogue
creatures.

What this  all boils  down t o is  negot iat ing s implis t ic
plat form arrangements and destroying anything that gets
in the way. And a fly's gotta do what  a fly's gotta do...
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lilt I WEEN levels you are treated to a bonus shoot 'em up stage. The idea is simple:
shoot as many of the passing insects as possible. Apart from adding to your score,
this stage is invaluable for collecting power ups  in preparation for the next gruelling
world.

SEPTEMBER 1990

VENUS has 50
world, There's
so you should
easy though...

levels split into 10 worlds. This is the Forbidden Forest, the opening
nothing too demanding here_ even for the least competent of players
be able make it to the next world on your first play. World Two's not so

FLY SWOTTING
YOU NEED to know your enemy, so
here are some ol the more common
aggressors encountered in Venus.

BATMOTHS Irritate
but we  a a a l
ljdestroyed. Two

three olten
from the side of

EC/1/00, so move la

perlicularty erldry. Vi
peppering them

watch out for I ts return of

DOINGS bounce
around and can cause
plenty of problems.
They often appear In
pens, so mind your
beck/

IA
(FLY TRAPS don't

move but present •

tough obstacle.1 1

firrerireorimir
powER-ups are an important aspect of
Venus. Most dead aliens leave behind a
metallic capsule, which, when shot,
reveals a pick-up ripe for collecting.
Celleciebles include simple bonus
°Noels, extra lives and a vitality bonus
•  small heart with wings that hide away as
soon as it is released, so you have to be
quick to catch one.

ST From the moment that the introductory
sequence begins it 's obvious that a lot  of
tender lov ing care has been lavished on
Venus. It has  a clean, polished feel. Each

world is  colourful,  wi t h large,  well-animated adver-
saries, all accompanied by a palatable ditty and suitable
spot effects. The most impressive aspect of Venus
though, is the control of thefly. It's possible to determine
your lumps with a great degree of accuracy, and there
are some neat touches which add character — like the
way the fly's wings flutter when it's perched on the edge
of a platform. Despite proving a little repetitive at times,
Venus represents an entertaining challenge. Worth a
flutter...

A
PC

There's lit t le to separate this f rom the ST
version. It's marginally  more colourful, but
this enhancement in  no way affects the
gameplay.
There are no plans at present fo r a PC
version. It shouldn't prove too difficult to
convert, but only if there's sufficient demand
will anything occur.
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C 1990 RAINBOW ARTS

Rcasbow
3tY Arts

MST/MUTED IN LIR
BY SOFTGOLD 7-8 BURNHAM
TRADING ESTATE LAWSON
ROAD. rthizrfoRD. RENT
DA! SHY TEL 0322 92513/18
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Master of the Guild of
Magicians, is young,
talented and wise beyond
his years. Though he has
another 400 years of
apprenticeship to serve,
Zolo has given glimpses of
brilliance. His reward
is a chance to enter
the Guild provided he can
cross the bewitched and
dangerous world of Fumo,
the dragon, rhe  world of
Furno is colourful and full
of cute but intelligent
inhabitants. There are
many hidden levels and
rooms which can only be
entered after solving
different puzzles.
Zolo will need all his
guile, wit and mastery
of his craft to solve
the complex puzzles.
His youth and agility will
be an asset as he journeys
through the bewitching
colourful land of Fumo. An
arcade adventure full of
colour, superb graphics
and intrigue, to grip your
attention from start to
finish.

AMIGA AND ST 19.99 C B M  64  SPECTRUM -AMSTRAD CASSETTE 9.99 - DISC 14,99

r•
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Special Reserve
Best PRICES, Best GAMES, Best SERVICE

Sega Megadrive
Official UK Version. Expected Mid-September. Orde r now!

M e g a d r i v e  " " e r " a s t " " P a d

with extra Joypad FREE 189 99

Alex Kidd in
Enchanted Castle
Arnold Palmer Golf
Forgonen Worlds
Ghokris n  Ghosts
Golden Axe
Last Battle
Mysec Delender
Rarrto 3

Megadritre Software
Revenge al Shinoti 2 7  49

23 99 Sp a c e  Hamer 2  2 7  49
27 49 Su p e r  Hang On 2 7  49
27 49 Su p e r  League Baseball 27.49
34 99 Su p e r  ThundeMbode 2 7  40
27.49 Thunderturce 2 ,  2 7  49
27,49 Tru xio n  2 7  49
77 49 Wo r l d  Cup halm 90  2 3 . 9 9

99 Z o o m   2 3 . 9 9

Atari Lynx
Official UK Version. I n  stock at lime of publirAttrom

L y n x  co tour handhe ld syste m •
ma ins powe rpa ck & Ca lifornia  Ga me s

Lynx Software
Biue Lightrknig   2 3 . 4 9  Ga t e s ol le n d e r
-
o r '   2 3 . 4 9
Chico Challenge 2 3 . 4 9  Gaun t le t  3 2 . 5 9 9
Electro Cop   1 3 4 9  Rampage 2 6 .
9 9

159,99

SPEEDBALL 5 . 9 9

ELITE 5.99

u s  7.49

IBM Mega-Savers
DISK 5 . 2 5  3.5 DIS K
ARCH/PELAGOS CGMEGA •  7.90 7 . 9 9
BAR OAMES .. . . . . . . . . . . . . . . . . . . . .9119 9 9
BORDER ZONE IINFOCOMI • - 7 .99  • ..... •
BUREAUCRACY (INFOCOM) 8 . 4 1
CLCMJD KINGDOMS 9 . 4 0  .-8.49
CONFLICT EUROPE CGAEGA 9.49 .-6•49
CONF1 ICI IN VIETNAM - 7 . 4 9
CORRUPTION IM•SCROLLSI 10 ,60  1 0 9 9
DEFENDER OF THE CROWN - 9 .99  - 0 .99
DON T GO ALONE . . . . •  .• 7  19 . , 7
DRAKKHEN CGAEGA 1 3 . 9 9  13.99
EDDIE EDWARDS SUPER SKI 4119 •  ••
ELITE M CGA EGA 5 9 9  1 0 9 9
EVE OF HORLIS CGIVEGA  B - 9 9  . 0 9 9
F16 FALCON CGA  1 1 1 9  11419
F19 FALCON EGA  1 7 . 9 9  17.99
FISH' 161 SCROLLS) 1 0 9 9  10.99
FOOTBALL MANAGER 2 •
EXPANSION CGA EGAVGA .1 0 9 9  10119
FOOTBALL MANAGER
WORLD CUP EDITION 1 0  90 10.99
FUN SCHOOL 2 2-6. 5 . $
9 ,  8 . 1 0GAINES WINTER EDITION , 6  19 •  • ... ...
GROAN RANGER M
,
C G A E G A  
7 9 9

GOLD M A WR  CGALEGAT,GA 11.99
GUILD OF THIEVES 1 0 . 9 9  10•99
NARD BALL 2 •  ,  • 6 ,00 - 6 .90
HELLCAT ACE 9 . 9 9
HOSTAGES CGA. 0 4 9  .0 .4 9
INGRID'S BACK 1 1
,
C G A I E G A  
- 7 . 9 0

JET FIGHTER COAEGANCIA 1199
JINX TER S C R OLLS )  . 1 0 0 0  1 0 1 9
KARIM ° GRAND PRIX 9 . 4 9
KING Of CHICAGO COAIGA 9 .9 9 .9 .9 9
KNIGHT ORC 'LEVEL 9f .........5.99
KRISTAL

5.25 3.5
MAT CGA  0 9 9  S A O
LANCELOT COAECIA 9 4 9
LOMBARD RAC RALLY - .•   1 0 4 9  1 0 1 9
LURKING HORROR
MENACE EGA  7  mi .7 .1 9
MICRCIPROSE SOCCER . . . . .
MILL ENNUI 22 CGA
NORTH 1  SOUTH CGA(GA -10.49 1 0 4 0
PAWN IN SCROLLS) •  - - - 10.19 10.90
PI ANETFALL IINFOCOMI  9 . 9 9
PURPLE SATURN DAY  8 4 9  9 . 4 9
ROCKET RANGER CGAIGA  7.90
SENTINFI CGA EGA VGA  9 . 9 9
SHERLOCK IINFOCONI1  9 . 9 9
SIN CITY CGOLEGA 1 3 . 9 9  1 3  9
,SINBAD CGAEGA 6 , 9 0  6 . 9 9
SOLO FLIGHT ikLicifri ...............9.99
SPEEDBALL CGA EGA 5 . 9 9  - 5 .99
SPITFIRE ACE. 9 . 9 9
STAR RAY •  7
. 4 9  
•
SURGE IDER CGA EGA 9 9
STRIKE FORCE HARRIER 6 , 9 9
TEENAGE 01JEEN
(STRIP POKERIMCGAEGA •  9.49
TE TINS CGA EGA - - -  5  99
THIRD COURIER  7 . 4 9  I A A
THREE STOOGES CGA EGA 6  99
THUNDER CHOPPER A ,  49
THAL M A GIK  (LEVEL 9) . . . .1049
TOMAHAWK COA EGA  6 . 4 9
UMS • UNIVERSAL MILITARY
SIMULATOR CGA EGA 7 4 0
VETTE 'CORVETTE) EGANGA 14.99 14.09
WATERLOO CGA EGA  1 0 1 1 1  1 0
1 1XENON 2_ MEGABLASI  7 . 4 9
ZORK 1 IINF000191  B O O  .

Cslickehet IBM GIMPS Card with twin 15-pm joystick porta  5 1 9
Oeicitshot 123 101I 15-pin toystick  1 3 9 9
HUGE RANGE OF PC COMPATIBLE SOFTWARE IN STOCK.

JUST PHONE FOR CATALOGUE. 0279 600204,

• Bimonthly NRG Colour Futuristic Cyberzine, each with reviews of 40 games & more.
Release Schedules, issued bi-monthly, with advance release informatic-

• S a le s  hotline to adm weekdays, 10 to 5.30 Saturdays.
• F a s t  despatch of stock items. Most  lines in stock,

• Cata logue, Membership Card & Folder for NRG. Annual Members'

Star Printers
LCIO with Friction
and Tractor teed
144 C PS
,
3 6  
N L
O

t C10C Colour
printer las LC1 o
oius 8 colour!

169,99
219.99

LCIO ribbon 5
9 9LC1OC nbbon . 9 9

'Printer Lead !or
Amiga $ T  or IBM  g  gg

ILI 101 ci
INTRODUCING

NRG (pronounced energy)
News, Reviews and Graphics
Screen shots, pack shots, charts, latest Giga-Savers.
40 colour reviews in every issue. CDTV is corning soon
Night City CybertoOn and the kill-or-die adventures of
the Cyberpunk NRG street gang - Its Cyber-fantastic!
NRG bi-monthly t o  all members of Special Reserve

Specia l Reserve
£5.00
membership

includes
Membership

Card, Folder &
Introduction.

PL U S
-  a  
n e
w

issue of NRG ,
Release Schedule
& catatogue every

two months.

U I .
1
.
1

NOW t h  NRO cyberzine

SALES LINE 0279 600204
Disks

Sony 3.5" DS DD
with label 6 e a c h

TEN< 5.25" pack of ten 48 t ill £ 6 . 4 9
WI< 5.25" pack of ten 96 tpi £ 8 . 9 9
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With two Jet Fighter Joyst icks tree

A m i g a  5 0 0  Fright of Fantasy pack
with F29 Retaliator, Rainbow island, Deluxe

Paint 2. Robot Monsters &TV Modulator
399,

TWO Jet Fighter Joysticks FRE
Amiga Peripherals

•-• Os 8833 Colour Stereo Monitor  2 4 .
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Joysticks & Mice

.o Row (let 10 rOghtl
))),chpy $upertoard .1 8 .4 9

, iromax Racemake
,. 2 5 . 9 0uromax Ultimate  1 6 . 9 9

ortom Row
Euromax 9000 1 2  49
honor twin port 15 pin
games card for IBM PC _ 9 .9 9
Komi( Megablaster  5 . 9 9

£6.00

Middle Row
Ouickshut 123 15 pin
analogue for IBM PC
Competiton Pro Extra
Naeisha Mouse and M -
For Amiga ST  or IBM
Mouse Mat only
Cluickioy Supercharg
,Orackloy Jet rightor

;1*.0



INEVITABLY. SOME OF THE ABOVE GAMES MAY NOT YET BE RELEASED A L L  GAMES AFtE D9SPATCHFEt AS SOON AS POSSIBLE
PLEASE NOTE  THA T THE RE  IS  A S URCHA RGE  OF SOP PER GA M E  FOR ORDE RS  PLACED BY  TE LE P HONE

SPecell neter v et and Offi c e! Secrets  are IrecSng names  OF l o t . ,  2•9699tate9 Ltd. R e p ,  Chic o 2  S outh B lock . The  Matersgs,
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AM/GA and ATARI Si Software
tieIT

Can youi afford not to fioiln?
• Games sent individually wrapped by fi rst class post.

• W e  send written confirmation of order 'receipt).
• I n  the event of delay, refunds on request.

• N o  commitment, no obligation to buy
• T h e  best games at the best prices

AIWA ST
GRAND PRiX COicurT • G  49
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'5,1102 INT ERNAT O NAL  30166994  •  .1 5 4 9  1 8  49
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4647 L E t • S u R E  SUIT LAFIRy i  1 4 8 8 . .  1999
9149 L E I S u R E  SO T LARRY 2 2 1 1 9  •  .  .
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OFFICIAL SECRETS
All the benefits of Special Reserve plus:

• Confi dent ial.  O u r  32 page bi monthry magazine is essential
reading lEgf those interested in adventures or role playing games

Written by experts. Confi dential has covered everything from How to
Host a Murder to Which F16 Flight Simulator? O u r  agents, led by

the Master Spy known as "The Boss Upstairs", seek out the
secrets of RPG's, FRP's, MO 's ,  PBM's, Leisure Suit Larry.
The Russians, Eivira  a n d  more
• S h r  City  or Orakkhen r rp  29.99.

Choose one free with membership.
Of Drakkhen, ST Action said: "Drattkhen

really impressed me. Fo r  me, the game was a
subtle c ross  between my  all-t ime favourite,
Dungeon Master, and the SSI fantasy role-playing

games. T h e  graphics  are
superb.. Ov erall.  Orahkhen
is an excellent RPG, one that
will take quite some time to
beat" and Zero said: "Absolutely brilliant',
01 Sim City, ACE said: "Sim City is a politician's -
Or a gamesplayer's  • dream, .. c ompar is ons
spring immediately to mind with Populous b u t
Sim City seems to have much more depth...." and
Ca lla  said: 'Sim City is utterly lab"

• My t h .  W r i t t e n  by  Magnet ic  Sc rolls
exclusively for members of Official Secrets,
set i n  An cie n t  Gr e e ce .
In i i  y ou ' l l  mee t  Th e
Ferryman, cheat Death
and f a c e  t h e  n i n e -
headed Hy dra M y t h
inc ludes  t h e  .
f a m o u sMagnetic Scrolls parser
and graph ic s  a n d  i s
included in the price of
membership.
Amiga For m at sai d:
An excellent adventure..

witty, cunning and lust plain good fun
, I t  y o u  l i k e d  
F i s h !  
y o u ' l l  
p r o b a b l y

like this, because they're very s imilar in style: you may even prefer
'5 eg M y t h ,  it's that good!"
• M y t h  Ratings: Crash 91%. CU 90%, Amiga Format 97%, TOM 85%

• A d v e n t u re  Help-Line,  Manned  weekdays unt il Bpm and on
Sa t u rd a ys. t o  he lp  you  so lve  most  games,

Annual Membership to Official Secrets
With 6 issues of Confidential, Myth.

Drakkhen or Sim City. Help-Lone
and membership of Special Reserve.
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, authors  of  The Pawn,
Myth is a mini adventure

E29.99
r n  IN • I N  9 4 0 0 9  CAPIT AL S)

Name & Address

Post Code   T e l .
Computer
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Special Reserve or Official Secrets
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OPERATION
STEALTH
De'ohne And
US Gold

AMIGA
PRICE E 2 4  99
OUT N o w
GRAPHICS 8 2 %
SOUND 8 6 %
PLAYABILITY 87%
VALUE 8 0 %
OVERALL
8 5 0 /
0ATARI ST
PRICE E 2 4  99
OUT N o w

IBM PC AND
COMPATIBLES
PRICE 6 2 9 . 9 9
OUT September

COME A
LITTLE

CLOSER...
DELPHINE'S made

a few minor
enhancements to

its Cinematique
system since its
debut in Future

Wars. Perhaps the
most notable

improvement is the
fact that you dorri

need to be
standing on top of

an object to
operate it y o u r

On-screen persona
now walks to the
item in question.
It's a shame then

that your character
doesn't use the

same level of
initiative when it

comes to walking
across the screen.

Unlike, say,
Lucasfilm Games'
Indiana Jones the

Graphic Adventure,
where Indy walks
around objects to

reach the indicated
destination, in

Operation Stealth
Mr Glames has to
be set a series of

-
w
a
y
p
o
i
n
t
s
•  
a
r
o
u
n
d

any obstacles.
Maybe things will
be different with
the next release.

Cruise For A
Corpse... One other

tweak which
(tortunately) didn't

make it on the final
Amiga version of
Stealth is the use
of the machine s

in-built speech to
read out the words
on screen Among

the catalogue of
vaguely amusing

(but eternally
irritating)

pronunciations
were Steal-th

instead ol Stealth
and M R Martinez

instead of Mr
Martinez.

A FILM-LIKE opening sequence setethe
scene as the credits roll. Just before the
Stealth is put through its paces at its
secret Air Force base, the test pilot is
'subdued' and an impostor takes his
place. Before anyone realises what's
going on, the Stealth is up a n d  away
No-one knows where it went, and of
course trying to track it would be
pointless.

IT'S THE MOST expensive military aircraft
in the world. Radar sees straight through it,
and as far as Sonar
- s  
c o n c e r n e
d ,  
i t  
d o e s
n ' t

exist. It can perform high-speed low-level
bombing runs virtually undetected, dogfight
at high altitudes and outrun almost anything
else in the air. In short. the US Air Force s

fabled F-19 Stealth Fighter is one serious piece of hardware.
And it's gone.
Nobody knows exact ly h o w o r  who,  bu t  t he F-19 -
sdisappeared from its top secret test site and the government

isn't too happy about losing the linchpin of the United Stales' air
superiority. Now its up to the CIA to get it back before it's toolate.

And so begins Operation Stealth, the second game (after
Future Wars) to make use of De lph ne Software's revolutionary
Ginematique adventure system With no text-input required, all
commands are executed v ia the mouse and a  series of
pull-down menus. As James Bond-like CIA agent John Glarries,
i t '
s  
y
o
u
r  
j
o
b  
t
o  
t
r
a
c
k  
d
o
w
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the right hands.

THE ONE

Invisible. Silent. Stolen. The world's
most advanced fi ghter plane h as
disappeared and onlyJohn Glames can
find it. With a  little help from Gary
Whitta of course.

SEPTEMBER 1990 I

Operation StE

AT THE Washington headquarters of the CIA. your MieltiOn
(code-name Operation Stealth) is explained. While the Russians
are the prime suspect, scraps of information have pointed to a
small war-torn South American country called Santa Paragua
one agent has already been dispatched there, and you have to
rendezvous with him to find out what he knows. With nothing
more than a briefcase and an air ticket, you are oft in search of
the Stealth.

SANTA Paragua is not a pleasant place
it only takes a look at the airport to work
that Out. With diplomatic relations
between Santa Paragua and the US at an
all-time low, you may even have trouble
getting past the armed guard with your
American Passport...
HAVING found some privacy in the toilets.
a little messing around with your
briefcase reveals a secret compartment
and a mechanical passport falsifier, With
this electronic wonder you can produce a
more suitable passport. I ts worth bearing
in mind that Santa Paragua's relations
with France have been pretty good of late
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P e r  or e  u o u  N a . .P O? t i n e  -
t oP rOrCkilICAlt a  w o r c l ,  t h e
re ce o ld o n ist  b a r k s  o u t
' F U L L " ,  W h i c h
sa gs b r e r t f a  m u ch  h o w  h t -
' 0 0 i S  o i j W O U L

FNA

1
1

IT WOR KS!  The
guard is o n ly too
happy to  te l yo u
pass. Tha t's the
first of  ma ny
proble ms tha t
stand be tween yo u
and th e  Je t. The
girl a t the
information de sk
has a  myste rious
telegram tha t cou ld
lead you t o  the
re st...

ONCE Out o f  the
a irport a nd in
town. me e ting up
with your conta ct
is Priority N umbe r
One Bu t  for som e
reason no-one
seems ke e n lo
help you,  a nd
anyone tha t doe s
may not be  wha t
they se e m. Eve n
the othe r agent is
difficult to  find.
When you
eve ntua lly ma ke
contact,  the  plot
ta ke s a  quite
dramatic twist ...

GETTING pe ople  to  pa y a tte ntion to  you in
the Ba nk,  o r ge tting a  room a t the  loca l
Hotel ca n be  ma jor proble ms if  you  don't
know the  score . The  Ba n k come s in
handy for de a ling with  mone y (provide d
you ca n fi nd some  in  the  first  pla ce l,  a nd
the Hote l,  wh ile  a t fi rst  se e ming a  quie t
enough pla ce . is a  ga te wa y to  e ve n
deeper trouble ...

Operation Stealth's strength i s  it s  s t rong

, A  s t ary l ine.  It's constructed in such a way thatthere's always something to see or do -  and
t h a t somethingis normallyfindinga way t oget

Out of a tight spot. The James Bond espionage reel is
effectively recreated (Glames is never seen in anything but
his tuxedo), and the bad guys are very bad indeed. There's
even a love interest! Thankfully the difficulty 'swell graded so
that there's nothing too off-puningly devious awaiting in the
early stages. Once you get half-way through though, you can
expect to be tested to the limit. Visually Stealth's a treat, and
the music score, while not as impressive as that in Future
Wars, heightens the atmosphere -  particularly during the
frantic arcade sections. In fact the only aspects that realty let
the side down are the Cinematique system itself (which
hasn't been greatly modified since the first game and
therefore still isn't as ideal as its potential suggests) and the
'nasty' factor of some of the puzzles - even when you know
how to solve them you can have soma trouble telling the
program what you want to do. But these are only minor
blemishes on what  otherwise is  a  highly-polished and
playable adventure. Ian Fleming would love it.

The only major difference between this and the r
Amiga version is the sound -  there's slightly
less of it and it's not quite so 'solid'. But apart
from that it's more or less identical, right down to

he number of disks it occupies (three).
Currently under development in France, IBM
Operation Stealth promises to support all major
graphics cards and sound boards, September's
the time, and C29.99's the price.
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FOR MOST OF US, watching age-old
James Bond movies on Bank Holiday
Mondays or  playing t he part  ot  John
Glames in Delphine's Operation Stealth
is the closest we will ever come to the
glamour and excitement of  high-flying
spying. At least until now. Thanks to US
Gold you could become a big noise in the
world of International Espionage with a
Complete Spy Kit'

To help you speed to the very top of your
new profession, this pack includes only the
most vital items that every spy about town
would need. First there's a compact and
easily-hidden STATE-OF-THE-ART
CANON CAMERA a  camera with a
difference. When you need to see those
shots y o u  t ook  o f  t h e  top-secret
documents in a hurry, there's no need to
take the film to Boots. Nope. you simply
plug the camera into the back of the telly
and view your work on screen!

And that's not all! Also included is an
even more compact CASIO COLOUR
POCKET TV i d e a l  for whiling away the
long hours when you get shut in car boots

Name

Address

,

BECOME A SPY IN
Courtesy Of US Gold And Delphine

THE SKY!
by Red Agents, or while hiding in the
fuselage of escaping helicopters.

In the spy trade, time is an all-important
factor, and seeing as things can often get a
bit rough, you need a watch that will the
time in all situations. And its for that very
reason t hat  we  hav e thrown i n  a n
everything-resistant CA S I O  DI VERS
WATCH. This baby isn ' I trou bled by water,
shocks,  e x p l o s i o n s  o r  s e a r i n g
temperatures -  even if  you are. And it
goes on telling the t ime whatever the
weather. Like we said, invaluable.

And of course you need something to
get a l l  t h is  g e a r  t hrough cus toms
unnoticed. Something l ik e a  SMART
LEATHER BRIEFCASE complete with
near-unbreakable locks and a handle.

So what do you have to do to get your
hands on all this gear? These five easy
questions are all that stand between you
and a life of intrigue...
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Send your completed entry (don't forget your name and address) to I Spy, The One, Priory Court, 30-32 Farringdon Lane, LONDON EC1A 3AU
to arrive no later than the 28th September 1990,

SEPTEMBER 1990

FOR
ENTRANTS

EVES ONLY—
The editors•s

decision Is final
and no

correspondence
will be entered

Into. Employees al
EMAP and US

Gold are not
allowed to enter.
And by the way.

The One accepts
no responsibility

for its readers
being detained in
foreign countries

on charges Of
spying as a result

of this
competition. If you

get caught, that's
your problem.

1) John Glames works undercover for the CIA — but what does the acronym
CIA stand for?

2) What's the name of Delphine's forthcoming Cinematique adventure with
an aquatic theme?

3) Name three actors to have played James Bond on screen.

4) In which fictional South American country is Operation Stealth set?

5) What's the name of author John Le Carre's most famous, happy-go-lucky
spy character?
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Computer Football Association dedicated to
promote execellence in soccer simulation

on home computers has selected
ANCO'S KICK OFF, voted the

GAME OF THE YEAR and
its follow up KICK OFF 2, as the games for:

1990 C. F. A.
CHALLENGE CUP.

YLEE
ARE YOU
13
.
.K
. 
N
O
.  
1
1

PRIZES
The Winner 1 9 9 0  challenge Cup & E1000
The Runner Up • 1990 Runner Up Cup 8c E500
Last 16 Medals 8c E100 each

NOW WITH MUTANT i  A R E

CONDITIONS
All g
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thbelow. Preliminary rounds will use KICK OFF on e  Amiga or ST and p l a y e d  at National- - - 1
1
1
1 9 1
r
1
1 1
1 -

7 E F

Level.

The last sixteen competitor's will play using KICK OFF 2 on Amiga or ST at the International
Level.
All matches will be played on a knock out basis.

VENUE
There will be a number of venues for preliminary rounds. Exact locations will be selected on reciept
of application.
Last 16 matches, Quarter Finals, Semi Finals and Finals will be played on Sunday 9th December at
the Computer Shopper Show at Wembley. Prizes will be presented at the show.

HOW TO ENTER THE COMPETMON
For immediate membership of the C.P.A., entry fee & full set of rules. Please send, enclosing an
S,KE., A cheque or postal order for MOO to address below.
Please make cheque payableto theC.F.A. In return you will recieve the C.F.A. "Competitor's Pack"
and entry to the competition.
Last date of application is 17th October 1990.

o m p e t i t i c a l l i a g m b e  November 1990.

475 STAINES RD, BEDFONT, M1DDX, Tw14 BBL
OR CONTACT STEVE ON 081-751 5999  F A X  081 7515760
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DEEP INSiDE the human body a war  is raging. Germ
warfare, between the body's own natural defence system
and an army of invading alien virus cells that threaten to
poison and pollute it, And the virus is winning.

Now, through the wonder of modern medicine, you, and
'  you alone, stand between the virus and the body's vital

parts. As a free-floating entity armed with the only effective
"  antibodies against the virus, you are the body's only hope of

survival. Good luck._ A a r -
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VAXINE
The Assembly
Line And US
Gold

ATARI ST
PRICE £ 1 9 . 9 9
OUT L a t e

September
GRAPHICS 9 3 %
SOUND 8 1 3 u / 0
PLAYABILITY 92/0
VALUE 8 4
6
/ 0OVERALL
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%AMIGA
PRICE f 2 4  99
OUT L a t e

September

IBM PC AND
COMPATIBLES
PRICE £ 2 4 . 9 9
OUT O c t o b e r * * S O

i b o o s S p o l l s
•41Posslossoss
,s1 ISSIPO N

'The pace is
fast and
frenetic, and
the tactical
elements
aren't so
complicated
that they
overshadow
the action."
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ESE half globe-shaped bases are what
u have to protect at all cost. The virus
Us are out to seek and destroy them,

nd should they manage to knock out the
Ot, it 's  game over.
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THE ONLY way to destroy a v irus cell is to
shoot it with on.  of your antibodies. You
have three types, one for each cell colour.
Shooting a cell with an antibody of the
same colour destroys it. Shooting a v irus
cell with a different colour releases a star
- collect it los antibodies of another

r.
r n

•
• ,1 0 3 • 1 0 1 e t . 1 0 0 • 1 / 0 1 • 1 • 1 4 • !• 0 1 . •
,
• 1 0 0 .
1
4 0 •
•
• •
1
1
.
•
4 0

01/•311..400/414.•11 .14•41.• • •1413ilto .411 • 10•411•3•11
• 1 0 1
•
1 4 • 1
0 g • I
0 1 0
1 0  
1 1 1
.
1 1 4
• 1 1
1 0 1
4 1 0
1 • 1
1 1 1
• 1
1
1
.
• 1
4 • 1
1 1
.
1 0 1
.
1 4

I . 011.•1314•10.4411•t/4.
3
4
1. 
0 1 4 4 . . 0 . 1 3 1 4
• 4 1 4 • 4
4
. • 1
4
1 . -
4 6

44..414* • 414. .101•4•1101* OM  • &elm 010. Dept H a t • • tot

. . . I t  . 0 0 v ,
- • • •  • • • • • • • • •

/0101,111114 • 11014 •  I
• •40114414
1,..1 4 1 1 1 1 1 4 1 1 4 1

1
1
1
H

1 4 4 0 1 1 1 1 1 1 / 1 • 1 1 1 0 1
1
1
1
1
4

• 1 4 1 3 ,1 4 4  1 0 • 1 1 1 1 1 4
1
1
1
4 /4
1
1
1
1
4 1 1 1

e 5 e 4 m 1 . 1 1 1 1 4
,
1 1 • 4 4 4 • 1 1 4 4 1
1 1 1

to te m1 3 • 0 3 1 /1 1 1 3 1 .3 4 4 0 1 •
1
4 4 1 1 1 •
4
•
0

••••,44••••4.44•4•••••mo••••54•••••••
ea. • Malawi* ne••••••••••••••••••••••

• e 0 0 1 • 4 • 1 ~ 4 4
1
1 1 4
1
/
4
•
1
1
1
1
4 4 4 1 1 4 4

011110111141111 • 1414001 • 11 .1
0
1 • 11
1 1 1 1 1 1 1 .1 1 1 1 1 1 1 4 • 1 1 0 1 3
1
• 4 0
1
3 •
1 4
4
1 1 0 )

,  • • • • •  • • •
1 • 0 . .

0 0 0 *
,  
• • • •
• • •

O S 1 . 0 4 .

. 4 4 9 . 4 0 4 1 0 0

. .
e
.
•  •  
1 4

• • • • • 4 1 . 4 1 1 •
1 1 1
. 0 1 1 1 1 1 " . . '
•  
•

131 . . . . . .

. • • • • i e p . . . . w o r , • . • w w * . q wutrnt •  w o  • .wk..••••• • ee• , 46 •  •  •  . .
• •  •  i • a l.  1st • . to  • •  • 4 0 6 1  .  • • .-  •• .  , .  • ,  .  •  ,  • .  •  •  •  , •41• • • •  41•VN111140111 11•• •  I t  .1 1 1 . •11•10.1N11. -44

, *1 • 0154•304
,
. 
4 4 . 1 1 •  
. 0 1 4  
4 1 1
.  
•
0
0
/
•  
•
0
1
1
/  
•  
0
1
1
1
1
,
1
1
*

• ' • • 1 5 1 4 *  - • • • • • • •  4 4 0 .  • • • E •  . G i g  • ' M e t  •
1•   .

. ,    •  •  0 1 4 •  . .
• • • •  . . . . . . .  • • • • • • • • • • • •

•.6041114. • • , • ,  .  t u •
. . • • • . i • ,• 1 555111. . . . . t . . . . . . . . . . . . . te14401•41••••11 • • • •1 .1 1 1   •  • 3 .  O P  N .

• •  4 ! • . .  ! . .  330. 1 1  # 0 1 3 1  4 1 0 1 . 1 4 5 .  •  •  0  b  0
• o o l t . * •  ••  10 . 04d1b, bee i N, 14 . 4 . 116161 . 0 . 1011111101•te l . to• 1

. 4 1 1 1 1 1 1 . 2 . •
:
:  •1

1
1
1
1
1
1
1
1
1
1
I
M
I
M
M
O
M
M
I
M
M
t
a
l
l
a
t  
i
l
t
i
l
l
a
M
M
M
N
M
I
I
I
I
I
l
l
a
t
i
t
M  
—
•  
i
l
l

YOUR supply of antibodies is limited. When you run out of all three colours, ell Is
reflectively lost. Fortunately there are bonuses to be had once a level is  completed.

Strings of stars snake onto the screen, prov iding the opportunity  to completely
replenish your ammunit ion supply.

........... .
doorways don't transport you around the screen as you might expect. Instead

freeze time, s lopping all the v irus cells in their tracks. However, the effect only
lasts until you hfe an antibody.
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IF THE going gets tough, more
sophisticated antibodies are on hand to

save the day. With the right combination
of mouse clicks you can launch mult iple

antibodies (joined by strands in the same
way as the v irus cells) which hang around

the screen wait ing tot something to
attack. When a large enough virus!

develops, the antibody locks on, homes in . .
and wipes It ou .

a
While first impressions could lead you to
believe you are in for a huge and sprawling
dextral adventure experience, what Vasine
boils down to is a straight 3D shoot 'em up

with a slight tactical bent. It's possible to trace Vaxine's
roots all the way back to Battlezone, although here the
stylish gameplay  is  more sophist icated than Atari's
ageing classic. The pace is last and frenetic, and the
tactical element s  aren' t  s o  complicated t hat  t hey
overshadow the action. The result is a game that's quick
to pick up and great fun to play. The icing on the cake
comes in the form of the off-beat atmosphere, courtesy
of psychedelic colour schemes and wacky jingles and
sound effects. And,  as  an added bonus,  Atari STE
owners can make use of their machine's advanced
capabilit ies with a special opt ion that gives the same
amount of  colour and sound as the Amiga version.
Infectious!

ST

A
PC

Commodore Vaxine promises to be almost
identical to its Atari counterpart. The most
noticeable dif ference wil l  be more colour
than is seen here.

If y ou have  i t,  IBM-compatible Vasine
supports it — CGA, EGA, VGA, plus Roland
and AcILib sound cards. It's due out shortly
after the 16-bits, so hang on in there.
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Disks from as little as CI 00. Over 600
disks to choose from
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E1.25 for Catalogue Disk which also
contains other PD/Shareware pogroms

Why poy more?
35, Northcote Rood, Stroad, Kent ME2 2DH

Tel 0634 710788

Swap your used or combkito Amiga and
Alan S T programs, FRE E  MEMBERSHIP
The economical way  to  curve your  hobby

Don 1 leave programs on the shell collecirng
duSt Ge l  replacements  lo  sort your  laS ies

software lor  a frac tion o f the cos t of novo
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Club (flOO)
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ATARI AND
AMIGA SOFTWARE

f t c  V I ,  du  al l  noon !: o ri r,p rio n  OS d o o r,
tO ta * R E  Ap p l y n o w an d  h i re  yo u r fi rst fo to

g ame s fre e . Aro u n d  t.5 0 0  At te ran t  an g in al  M i e s
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o r so laphone  Tu e sd ay to  F rid ay. ?p m  1 0 p o l
L O W AT ARI PRICES

Alan  510 S TSAI 1 2 1 wso  p o st fre e  •  1 5  d i sks
Amig o  A8 0 0  a•  o n ly C M O S  p o e t l e as

REST Q UAL IT Y DISKS
Top o u arrh i  u n latle ire d  d r o b l e  si n k*  d i sks
te l i ct rfl T S5  n i u r t 1 2  5 0 f o r E 5 4  96
2 5 fo rt2 s SS P O S T  FREE 1 0 0 f o r f 9 a  9S

Happy Discovery cartridges to the ST
On ly n a i l s  Or M O W  fo r 2

UVPS 1 1
,
C t e d e  
N e e
n l o
g  
M
a
t  
S a
I n
w o
r e  
a
n
d  
b
a
t
a
i
n
o

an d  ST  to f tware  to  d o le
Send SAE ro  ri e tarts

GAMES & SOFTWARE
Dept TP10. 35 Ti lbur y  Road. Thor ney  Close,

S under land S R ] 4P D
Eel: 1091)  528 6351

Pruu P  -  r v ir tr
. r
E
N
• r
-

1

COMPUTACHAT
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Ri ng CO rni l l ACKI •z t  on

0898 338939
b o w s  on h e ro i Po Nero  wi l l , o ar * ,  o r o lo low
oGUIDING LIGHT, PC) Box 54

SOUTHWEST MANCHESTER MI5
•• n i  d i t ,  wo  mmele o ff in su i  38p per o wiA•

poet In e

Games for HIRE or PURCHASE
TRY before you BUY

At least 15% off all software
Guaranteed Originals

We have the LOWEST Membership & Hire Fees of any
ST & Amiga Club

Try our Public Domain at LOW LOW prices
Swop your originals in our SWOPSHOP

SPECIAL AUGUST OFFERS FOR NEW MEMBERS
New releases added WEEKLY

Monthly Newsletter plus lots of Membership
Interaction

Please enclose LARGE S.A.E. to:
Cum-Com Software (International). Dept THO. Mermaid

House, Norwood Street, Ashford, Kent IN23 1DG
Please state format.
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You can't take it  with you when you go. So why not spend it on a subscription to The One? For E24, anyone in the UK can have
The One delivered to their door, once a month for a year. The equivalent service for Europe costs E33 (Letter Mail) or E42
(Surface Mail). Air  Mail delivery to The Rest Of The World costs E52. Send Cheques, Postal or Money Orders to: The One
Subscriptions, PO Box 500, Leicester LE99 OAA. Alternatively, Credit Card Owners can use the Subscriptions Hotline on

(0858) 410E28. Subscription Enquiries are answered on (0858) 410510.

FULFILMENT ALAN WELLS INTERNATIONAL, MEMBERLINE HOUSE, FARNDON ROAD,
MARKET HARBOROUGH, LEICESTER LEIB 9NR.
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Amiga peripherals that won't
cost you an arm and a leg...

(051) 236 0480 • 24 Hour Sales
(051) 227 2482 • 24 Hour Fax

' .
-

Send your caption on a postcard to
the address below along with yourname and address.

M. E.S. aren't tied down to any one
manufacturer. Our aim is to bring you the best
Amiga peripherals from all over the world.
RAM UPGRADES
MES HALF MEG (with free 1MB Demo) E 3 7
MINIMAX + 2 MEG INTERNAL E 2 4 9
EXP 8000 + 8 MEG INTERNAL (2MB fitted) E 3 2 9
MICROBOTICS 8-UP 8 MEG A2000 (2MB fitted) E 2 8 9
SUPRARAM 8 MEG A2000 (2MB fitted) E 2 8 9
HARD DISKS - SYSTEMS BY VORTEX, XETEC,
GVP. SUPRA, MICROBOTICS -  CALL FOR PRICING
68030 ACCELERATOR CARDS -  A2000 FROM E 6 9 9
A590 RAM UPGRADES
1/2mEG £35 1 MEG £69 2 MEG £135

TRADE ENQUIRIES WELCOME
Send cheques to: Dept AUI
Memory Expansion Systems Ltd.
Britannia Buildings, 46 Fenwick Street,
Liverpool L2 7NB
(051) 236 0480
PRICES ARE SUBJECT TO CHANGE WITHOUT NOTICE

Access

A s k
VISA

M U M
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IVAN
'IRONMAN'
STEWART'S
m i n  SUPER
OFF-ROAD
(TM) RACER
Virgin Games

AMIGA
PRICE E 2 4 . 9 9
OUT September
GRAPHICS 7 1 %
SOUND 7 9 %
PLAYABILITY 90%
VALUL E 1 3 %
OVERALL81
ATARI ST
PRICE E 2 4 . 9 9
OUT September

IBM PC AND
COMPATIBLES
PRICE £ 2 4 . 9 9
OUT September

'
.
.
"
4
"
"
"
1
1
•
1
4
1
1
1
'
7
1
1
1
1

Ivan'

THE ONE

THE FIRST track's
easy enough to
negotiate l u s t  to
let you gel in the
mood. Through a
combination of
hustle, bustle and
sheer skill, the red,
Nesbitt-controlled
truck (centre) is
leading
(information
courtesy of the
status panel in the
top nght-hand
corner) and is
about to boost his
bank balance by
collecting a bag of
cash that's lust
appeared

SEPTEMBER1 990

ronman' Stewart's1
Brian Nesbitt steels himself for the race I
of a  lifetime against the legendary
Iron man.

BASED on the popu la r Americ an indoo r arena ev ent  and
c onv erted f r o m  t h e  l i t t le -k n o wn  L e la n d  c o in - o p  ( t h e
c ompany 's  o n ly  o t h e r  c la im t o  ' f a me '  is  t h e  A me r ic a n
Football ' s imu la t io n '  Q uart e rbac k ,  c o n v e r t e d  b y  M e l -
bourne House), Ivan 'Ironman' Stewart's (TM) Super
O f f
-
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Sat in y our 'tuf f ' truck alongs ide three opponents  (two of
wh ic h  may  be human-c ont rolled),  y ourobjeCt iVe is t owin  at
all costs t o  beat the t ronman h ims elf  and collec t as muc h
money  as  pos s ible in t he process .

To tes t y ou r  met t le  t o  t he f u ll t here  are e igh t  d if f erent
tracks, played both c lockwise and Unt i-c lockwise a n d  just
to k e e p  y o u  g u e s s in g ,  t h e  l a t e r  t rac k s  a p p e a r  a f t e r
repet it ions  of the earlier ones. Each track is c ontoured with
bumps  a n d  jumps ,  d ips ,  t h e  oc c as iona l wa t e r  t rough ,
'chicane',  'Cros s road',  and ev en a s hort -c ut .

Hard work , but only  those with nerves of Steel can melt  the
t ronman.

BETWEEN races you get
the chance to spend some

of that hard-earned
moolah on

performance-boosting
equipment for your truck.

And you need it t h e
computer•control led

opposition gets
considerably tougher on
later courses. Apart from

the more obvious
additions, the Tires

improve steering, white
the Shocks enhance the
truck's road holding Sc
you don't bounce about

so much. If you get
desperate for equipment

you can always trade any
spare credits !!•.- 100,000

dollars.

HARD W O R K ,
ALTHOUGH Graligold as a whole made t
conversions happen. there are three main
names behind the Amiga, Atari ST and
versions Former Commodore 64 coder Gary
Foreman handled the Amiga and ST programm
log, with ex-Spectrum man David O'Con
working on the PC side of things, arid Jason
Page to worry about the sound. Everyone else in
the team helped Out with the p l a y
-
t e s t i ng.

Conversion work began in November of
year, but the total time spent was more like SIX
months as Gary and David took time out to
with other Grattgold wares. Despite its appar
ent konman was not an easy game

"111
"L
ve
el
r
a
t
hd 
g
a
v
e  
u
s  
t
h
e  
c
o
n
-
o
p
'
s  
s
o
u
r
c
e  
c
o
d
e  
-
r

"I
- 
o
v
e
r 
h
a
l
l  
a 
m
e
g
a
b
y
t
e 
a
n
d 
i
n 
Z
8
0 
•
• 
b
u
t  
w
e 
p
l
a

me arc ade game t o  death t o  tamilian
Ourselves with it ." Dav id reveals. -
W e  wgiven all the essential graphics as well, but
ended up taking pictures for reterence. Most
the graphics have been touched up a little bit
John Cummings"

The most interesting thing about this baby
the attention to detail "The  program uses
formula lor each wheel which is matched up
align the car so it doesn't 'bend' the axles," G
explains. -
T h e  
w a y  
t h e  
p r o
g r a
m  
h a
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l e
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l

gravity, and the bouncing along the contours
the tracks and so on • - it does it all properly. se
can see in the source code that Lelaod has
sorts of fancy calculations to do everything rig
It didn't seem necessary for this sort of game
they did it I t  does mean that it plays really
with all the forces of collision calculated. It's a
fairly accurate simulation of a reel truck"

David continues: "The trucks look like they
were designed on a CAD program for all me
angles and lighting and everything, and then
shrunk down There's noway you could draw all
those Our trucks aren't the same size as the
arcade's w e  made them a little bit bigger. To
shrink them down and still make them look like
trucks is tricky But most of the arcade graphics
are in there Certainly none of the essential ones
are missing. The conversions have got the right
number of dust clouds and splashes and waving
flags all that sort of slue "

"It's been diffi cult t o  lit  it  a ll into half  a
megabyte," Gary adds. ''We had to shrink the
tracks and touch them up a bit t h e  arcade

game's 30 character lines deep a nd
m
w
a
e c a  n o
n
l y   9

have 2 5  -  b u t  it 's  not really  d e  a
odifference. We have to load in  each track
separately.althoughtheone megabyte versions
load in all tracks only once.
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WITH the race over (Penn taking a convincing first to Nesbitt's
fourth) the prizes are presented. And just look at the size of
those jugs you get to handle! They look great on the
mantlepiece, but there s more to racing life than just trophies.
Beat the Iron Man himself and you get a sizeable wad of
100,000 dollars. The Mary Whitehouse s among you will be
pleased to hear that there's a •censor dipswitch on the arcade
machine. This allows scrupulous arcade owners to flip between
two sets of graphics, one with the girls fully clothed and the
other, more revealing version seen here. -
T h e  g i r l s  w i t h  
b i k i n i s
are the Only we graphics we were given," says PC programmer
David O'Connor. "There are a lot of unused graphics in the
arcade machine l i k e  a complete set buggies. They probably
didn't have the memory to use everything,"

HEAVY METAL MUSIC
IRONMAN'S many tunes and spot effects w
converted by Jason Page. Jason's sonic tale
came to the lore with his SFX work on t
Rainbow Islands conversions a nd m or e
recently he was responsible tor the music and
SFX for Paradroie 90 Jason's 'idols' include
Chris Hulsbecti (Rainbow Arts), The Maniacs Of
Norse, and Rob Hubbard - "but he's almost
disappeared and some 01 his new sluff hasn't
been that special."

A tape recording of the original's music was
provided for reference, leaving Jason's skilled
ear and Soundtracker to do the rest: "There
wasn't a lot of room for sound in the end, so we
had to use samples only where they were really
necessary and generate the rest of the sound,
mainly for the voices Ire the tunes ther e  we 18
of them, one for each track and some sh
national anthems.'

THE GOING gets a
little tougher on
Track Two, with a
decidedly difficult
'chicane' of sorts
to pass at the top.
As the lronman
makes waves in
the water trough in
the centre, the
dust clouds fly as
our Brian races
along the straight
in fourth place.
He's going to have
go some if he's to
collect the Nitro at
the top.

THERE are a staggering 412
frames of animation for each

truck, covering every
conceivable angle and creating

a realistic fluid MOilOrt. "We
took Out some frames to see

how it would feel," says
programmer Gary Foreman,

"but it just didn't feel as good.
so obviously it's all worth i t"
David O'Connor adds: "We've

only used one set of car frames
each set takes up 70K. So

what we do is physically
change the colour for each car,

which is a bit of a problem on
the PC."

THE ONE

l They  certainly don't make 'em like they used
I to,  eh. Ironman's a new name to the world of

computer racing, but its gameplay's almost
as old as the man himself .  This is no Bad

Thing. In fact, it's a Very Good Thing, becauseapart from
Activision's rat her reasonable convers ion o f  At ar i
Games' SuperSprint  there's bugger all in this field that's
of any merit. Ironmari's undoubtedly the best yet though
as it feels so good. It's straightforward, no-nonsense fun
all the way, even without  other human players to hand,
and as such comes highly recommended.

There's no discernible difference between
this one and what 's  seen here,  You can
expect to see the ST version at the same time
as the others.

The biggest surprise about this incarnation
has t o  be t he CGA vers ion -  i t ' s  quit e
excellent, despite its limited colour palette of
cyan. magent a,  blac k ,  a n d  wh i t e .  P C

lronman also supports EGA (with 64 colours, although
most monitors  won' t  pick it  up), VGA, which has the
same number of colours but  with a higher resolut ion
Imaking it identical to the 16-bit versions seen here) and
AdLib sound boards. And there's a novel 'Boss Key' -
with the press of  a but ton you are returned to DOS,
allowing you t o run programs -  prov ided you have
enough memory  spare.

A

ST
PC

FEW PEOPLE have the necessary 11141tItili and
physical s tamina required t o  endure t h e
bone-shaking pounding experienced in the cab
ol an off-road race truck of the endurance tor a

nonstop trek through the desert Ivan
'freeman' Stewart obviously has

Stewart, 4 4 ,  i s  ott-road racing's l i ving
legend". He broke into racing in 1971 and has
been with the sport as it's evolved Stewart
currently represents Toyota in both the Mickey
Thompson On-Road Championship Gran (sic)
Prix series (stadium shod-course racing) arid the
SCOREHORA series (long-dislance desert
races around the Southwest US and Mexico)

Stewart aimed Toyota in 1983 arid has a
sizeable number of Off-road racing victories to
his credit, including three Baja 500s. two Mini
400s, the Gold Coast 300, lour SCORE World
Championships and many stadium events.

Stewart's Ironman handle comes from his
early Baja racing days. He received an • I ronman •
award for each Baia 500 or 1000 win. Mickey
Thompson called Stewart The  Ironman 01
Oft-Road Racing and the tag has stuck since.

GET HARD!

BRIAN didn't
manage to beat the
best and ended up
using one of his
three credits to
bribe the officials
into allowing him
Onto the third
track, This course
Is the first to
feature a devilish
crossroad, where
over•zealous
drivers otten fly off
onto the wrong
part of the track.
As our Bri's about
to demonstrate, a
well-timed burst of
Nitro is the only
way to fly... over
the cabs of the
opposition and into
the lead.

HEY' How would you like to make like the
lronman himself for real? Virgin Games and
Tasco have given us this welt-hard Nikko
Freedom 4WD 011-Road remote-control truck to
give away. All you have OW is correctly answer
this simple question on the back of a postcard or
sealed envelope. The first completely correct
entry out of the bag alter the closing date will win
its sender the truck.

THE QUESTION
Who gave Ivan Stewart his ironman• tag?

Send your answer (along with your name and
address) to WELL 'ARO!, The One, Priory Court,
30-32 Farringdon Lane. London K I P  3AU. to
arrive no later than the 28th ol September 1990.
The Editor's decision is final and no coffee.
ponderice will be entered into Employees land
their relatives) o l  EMAP !maws,  Virgin
Mastertronic. Tasco and associated companies
are not eligible for entry.
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A M I G A  M E G A  D E A L S ! ! !
F R E E  H O L I D A Y  A C C O M A D A T I O N

F o r  t w o  p e o p l e  V o u c h e r  w i t h  e v e r y  M a c h i n e  P u r c h a s e
R e s o r t s  a v a i l a b l e  a r e  F l o r i d a ,  M a j o r c a ,  M a l t a ,  a n d  S o u t h e r n  S p a i n

Ouickshot 11 Turbo Joystick 9.99
Guickshot 111 Turbo Joystick 9.99
Competition PRO Extra joystick 12,99
Speedhing Autofire joystick 9,99
Mouse Mats 3.99
Contriver Replacement mouse 19.99

(Inc Deluxe Point Mouse Mat & Mouse House)
naksha Upgrade mouse 29.99

(Inc Deluxe Paint, Mouse House, Mouse mat)
Hall meg Upgrade Inc Clock 44.99
Disk Boxes 3.5' holds 40 6.99
Disk Boxes 3.5' holds 80 6.99

A A500 BA
099 Inc VAT Si not day courier

But Games Pack Includes :
*  10 free Games inc Blasteroids, Captain Fizz, Pacman,
Space Invaders.
*  Amiga MOO S12K keyboard with built in 1 Megabyte Disk
Drive.
*  Free TV Modulator worth E24.99 allowing you to use the
Amiga with a normal TV,
*  DELUXE PAINT11 Graphics Package.
*  FREE only just released Batman The Movie games
software.
*  New Zealand Story arcade games software.
*  F16 Interceptor amazing 30 flight simulator software
*  FREE JOYSTICK, MOUSE MAT AND 10 BLANK DISKS
*  AMIGA BASIC Amiga Extras 1.3 Workbench 1.3 PLUS the
Amiga Step by Step Tutorial
* A l l  leads manuals PLUS MOUSE and Mainsplug.

AMIGA MOO
CLASS OF THE 1990•5

BUSINESS s EDUCATIONAL PACK
C40000ine VAT & next day courier

FEATURES
*  Amiga A500 TV Modulator
* Mid i  Interface - Software
•  Kind Words 11 wordproc'or
*  Page Satter DIP
*  Super Base Personal
Database

Maxplan 500 spreadsheet
*  Amiga Logo BBC Emulator
Deluxe Paint 11
*Mouse mat 10 Blank Disks
and disk wallet

AMTC
-
K
-
1 ?
A r
a

BAT GAME PACK
E499 INC VAT AND NEXT DAY COURIER

1 MEG GAMES PACK INCLUDES:
•  Fitted 1 Megabyte memory Expansion + Real Time Clock
Card.
*  Everything listed for the A500 Bat Game pack
*  DRAGONS LAIR 1 MEG MEGADRIVEI

COMP PRICE

TOTAL COST t  :

LI LI   Cc5)
1 1 1 • 1 1 1 .

FUGHT OF FANTASY PACK
£369

Inc VAT and next day delivery
Includes
* F29 Retaliator
* Rainbow Islands
*  Deluxe Paint 11
*Escape From The Planet Of
The Robot Monsters

*  Modulator
*  Power Supply Unit
*Wo r k  Bench 1.3
* Amiga Basic
*  Mouse

ACCESSORIES

PRINTERS
Star 1C24 1024 Pin inol load STiamiga   r 2 4 9 i 0 0
Star LCIO including load tot STiaralga E 1 8 1 3 0 0Slur l oLCIO cour  including interface Mad tor ST/Amiga C 2 1 8 0 0

MONITORS
Coernotzkre Amiga A11084 Stereo Monitor Inc Mad E 2 8 8  00
PtiIlpe CH8833 stereo coCur roonitce ino load tog ST or Ant9a E 2 5 0 , 0 0
MICROSMART MEGA DEALS!!
Kit  Meg Upgrades
512K Uovecie Inc Clock wain C a me  From The Desert

t im e d . med. Inc climb yeah Gold ot ate Paean
ti512K m e d *  Inc Clock weal Oregon* Law

512K L im a & C Ao ck with Spec* Ace
5I2K Upprode mc clock wilh Dun t sgeon M e e ,
SI 2K L a d  ,Inc Gioia milt Menhomier
Makehe Mouse, Int moues mat, moues bows end Deluxe Paint
CAM ViVq
, 
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Chaelity Second DIM Dyne.
Bier* O .K. Sony Unbranded soh labels
XAO Unbrended mei labels

C54,99
C49.99
CM1 99
C89 99
E69 99
te e  9P9
C29 99
(1999
LW9 9
89p each
eap 'eon

MICROSMART 24HR HOTLINE (24HRS) TELEPHONE 0908 564369.
FTITLE

Have you ordered from us before? YES N O

NAME:
ADDRESS:

TEL NO:
Please send this to Microsmart, 125 High St, Stony Stratford,

Milton Keynes. MK11 1AT
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•••4)1990 EPYX Inc. )111 rights reserved.
EPYX is a registered trademark. No. 1195210.

Available on:
128 & AMSTRAD Cassette &Disk

SPECTRUM Cassette
ATAIRI ST • AMIGA

IBM PC & COMPATIBLES.

.... U.S. CONGRESS IN EMERGENCY SESSION -  r
MO TI O N TO DECLARE WAR ON CO LO MBI A],  i

DRUG BARONS NARRO WLY DEFEATED ...-L
fl 4 COVERT OPERATION PLANNED BY

iMI LI TARY.  U.S. CARRIER SETS SAIL FOR GULF
OF PANAMA.  1 s

., DRUG BARONS READY TO SNIP THEIR 4 .
LARGEST EVER CONSIGNMENT OF THE DEADLY . 4
COCAINE OR 'SNOW'. .
.... DAWN.  SQUADRON o r  F14 t r r s  TAKE OFT - 2
FOR CO LO MBI AN COAST. THE TI ME  FOR . •
TALKI NG  IS OVER -  AND YOU WI LL MAKE  THE i
FIRST SOLO ATTACK! •

111. GOLD LTD, Units 13 &Mor d Way, Holtord,
Birmingham 86 I AX .  Tel  021 625 3388.

A



MICHAEL KOSAKA
where did the inspiration for Skate and Ski
come from?
It was basically a concept which had kir some
rime been buzzing around at  Electronic
Arts. They  had always wanted t o do a
skateboard game.  bu t  nev er had  t he
resources to do it. We were brought in as an
in-house experimental team, and we were
very experimental at that time. With Skate
Or Die we just got very lucky.

1 ou have a reputation for hying something of
a skater and skier yourself...
Not as much as one would think_ We've done
a lot of  research, certainly, on falling off a
skateboard. None of  us are very accomp-
lished at that sort of stuff. but we do c njoy the
research part  o f  it .  We  talk t o a lot  of
skateboarders, watch video tapes and read
magazines — we try to keep up to date with
the current trends. But  as f ar as being
accomplished at those. sports is concerned —
no, definitely we're not.

So w hat do you enjoy doing MUNI in your spare
time?
l*ve been practising Aikido for many years.
It's a mart ial art that is basically a purely
defensive form. I'd like to do a project based
around that at SOMc lime.

hat are you working on at the umment?
We're work ing on yet  another Michael
Jordan ( leading Americ an Basketball
player) product and we're also going to he
doing another skateboard simulation, which
will be console based.

How do you go about designing a game?
Well, it's a little bit like a movie in theory in
that because I do the art primarily I tend to
work visually — p r o d u c e  a storyboa rd and
a preliminary script — only you have to be a
little more detailed than with a fi lm. From
there on it's a matter of silting down with the
programmers and bashing it all out.

When do you pruside your graphic input?
It really depends on what type of game it is.
For something like Ski, which we had a
template for, it  was easier to come up with
something_ Bu t  anything more original
requires a lot more thought. With Ski Or Die
I was work ing with programmers in San
Diego, while I was in San Francisco, and I
had to ship art to them. But that worked out
quite well actually.

Where does your inspiration come from?
It's serendipity, perhaps. I  don't  know, I
really don't know how those ideas arrive.
Certainly the brainstorming, sitting around a
table and talking about things is very helpful.
Keeping u p  wi t h  cult ure a n d  what 's
happening is also a part of it.

What are y our favourite games at  t he
moment?
Certainly Populous from Electronic Arts

am !allowed to say that? I etiio) a wide range
of games. What have I played recently'? Sim
City — that's a superb game.

Do you prefer that type of strategy game?
Not necessarily, no.  I  also enjoy  t he
occasional game of  Double Dragon I t  I t
really depends where I am. At  weekends
tend to play the more stimulatinggames, hut
while I 'm at work I need to blow something
up.

What are your movie and music tastes?
I've got a pretty eclectic taste as far as those
things arc concerned. I tend to enjoy all types
of music. the only thing I do not like is Rap
or House or Heavy Metal As  far as films are
concerned I don't really have any particular
favourites. I ' ll watch anything.

Se you aren't heavily inspired by a genre like
Science Fiction for instance?
Well, yes... I f  I have a favourite genre it is
Science Fict ion. And  animation I  really
enjoy watching as well, like old Disne y stuff.

MICHAEL KOSAKA tak es .  brief break from
Bodokan.
Are there significant similarit ies betwet-n
cartoon and computer work?
Yes, though there are a lot more restrictions
with computers. There are a  lot  more
sophisticated techniques you can use for film
animation — you aren't limited by ROM or
RAM or disk space. or the speed of  the
machine.

Would you say that you have a part icular
style or does it vary depending on what you
work on and with whom?
Yes, it does depend a lot on who I'm working
with. For the artwork on Sentinel Worlds, for
instance, I was working with a programmer
who knew exactly what he wanted as far as
pictures go. So I tried to give him what he
wanted and put in a little extra of my own.
The style I use for a lot of games tends to be a
little unorthodox, My  animation owes a lot
to Warner Brothers I think — I have crazier
falls and crazier explosions. For Ski, for
instance, I've got people disintegrating and
SO on.

You prefer the abstract to a more realistic
styk?
Well, I 'l l  balance that off with Budokan,
which on the other hand I  consider very
realistic. That took a lot of art. So it really
does depend on what the project is. I 'll try to
use a variety of things.

Would you be interested in taking the laiuny
Tonna sty le t o  i t s  logical ext reme b y
producing a n  int erac t iv e c omput er
experience?
Yes. Fin sure that would be an interesting
approach.

Is there anything that excites you about any
hardware currently' in development or  just
g in t o t hemarketplacenow, l ik eC D

based technology?
Well, quite honestly, the CD stuff is for me a
case of wait and see. It's very exciting having
that amount  o f  memory  available —
especially considering that I used to work on
two-kay products — so to have that amount is
mind-boggling. But at the same time I 'm a
realist, I've jut  got to wait and see. I 'd love
to see it capture a market, hut part of me is a
little cynical.

Of course there is still a speed problem which
is accentuated with that sort of technology.
Exactly. And it actually presents a few more
problems. You've got so much space to fi ll
that there is actually a perceived value from
the customer as to what they are getting, you
have to put so much more time and effort into
filling that space. A  project which takes
sixteen months now would take three times
as long.

What d o  y ou see as  being t he f u t u re  o f
computer entertainment? Wi l l  it  be more
advanced consoles?
I think that the sixteen-bit consoles have not
been exploited to their fullest. There's a long
way to go yet with those machines. When I
worked o n  t he A t a r i  W O  years ago,
programmers were coming up with new
techniques and  ways  o f  pushing t hat
machine. They were finding ways of making
it do things that nobody thought it could do
But with the newer machines nobody has
quite exploited them enough,

'there seems to be a philosophy now that as
soon as a new piece o f  hardware appears,
everyone has to have it and get working unit.
so you get the situation where each new
generation of hardware never gets used to its
full potential.
Yes, that's pretty much so, but  it 's  also
tempered by the realism of sales. We always
support the platform that's got the greatest
base, That may be good or bad, hut that's
I lk. Nintendo continues t o thrive, even
though the hardware isn't as advanced as it
might be.

Where do you see yourself going from here?
Well, finishing my current project. What
would he next? That's a real tough question
I'm always excited most by whatever my
latest thing is. I tend to concentrate on one
thing and then cool off for a bit. I don't have
time for much else. Of  course I  have had
projects I've wanted to do for years. but the
market is so volatile that who knows in six
months or a year what we might be doing'
)

MICHAEL
KOSAKA is not a
name that most of
the British computer
games playing public
will be familiar with.
And yet he has been
responsible for
injecting life into
many first class
American games —
most notaNy Skate
Or Die and Ski Or
Me, which enhanced
his reputation for
original and stylish
graphics. Kosaka's
prolifi c career in
leisure computing
started back in 1982.
Modestly he
comments: r e a l l y
didn't know anything
about computers at
the time. A  friend of
mine was running a
BASIC
programming course
on a casual basis.
l ie d  get together
with a few interested
people to talk about
computers, and as
I'd never done
anything on
computers before I
went along." It was
then that lie
discovered a natural
gift for working with
computers, and from
that moment he was
hooked. Ever ready
to jump into things
at the deep end, he
got together with a
couple of friends and
started working on a
game using Apple
Its and VIC 20s,
Amazingly his work
was good enough to
be snapped up by a
company called
Penguin Software.
Michael wanted to
use the product to
get himself into the
industry on a
rullt ime basis so he
managed to gel it
working on an Alan
2609 console Mos t
Of the leisure
companies in Silicon
Valley had these at
that lime. Thiough
his efforts he
managed to oonvince
Epyx of his potential
and went to work
tor them for the next
lew years. ilis  most
n o ta b l e  C On tr i b u l i o n
while he Was, theft:
was to the Games
series, but many
oMer tales also
benetitted horn the
Kosaka touch In
1987 Electronic Arts,
DO doubt impressed
by the Kosakas
natural flair, invited
him to come and
work tor them I t
was here that be
was produced the
graphics for
fi liaiokan. Skate Or
Die and its sequel
Ski Or Die.
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081-751 5999 B E D F O N T  0 8 1 - 7 5 1  5999MIDDX TW14 8BL

10DSDD

10 Chandlers
VISA

20 DS DD 14.00
30DSDD 19.50

mph
C O M P U T E R  S P E C I A L I S T

Court, Eaton, Norwich, NR4 6EY.
Telephone: Norwich (0603) 503382 Ankh.,

27.50

DISKS' DISKS! DISKS! DISKS'
103.50" DISKS + CASE E 6 . 7 5
253.50" DISKS E 1 5 . 0 0
503.50"DISKS £ 2 8 . 0 0
1003.50" DISKS E 5 4 . 0 0
80 CAPACITY BOXES E 6 . 5 0

ALL DISKS COME WITH 2 FOR 1 LIFETIME

105.25" DISKS + CASE £ 3 . 8 0
255.25"DISKS £ 9 . 0 0
505.25"DISKS E 1 7 . 0 0
1005.25" DISKS £ 3 2 . 0 0
100 CAPACITY BOXES £ 6 . 5 0
GUARANTEE: 3.5" MADE BY SONY.

CALL FOR PRODUCTS NOT
LISTED

G A M E S
RRP M P H

E19.99 £ 1 4 . 5 0
E24.99 E 1 8 . 5 0

MOST RELEASED GAMES IN STOCK.
NEW GAMES SENT ON DAY

OF RELEASE.

ATARI LYNX
NOW ONLY

057.99
WE CAN OBTAIN ANYTHING

WITHIN
48 HOURS

LYNX GAMES
RAP MPH

E29.99 E22.00
E34.99 E25.50

,
ST PD CATALOGUE

DISK E1.00

18.50
COMP PRO 5000

10DSDD 7.50
20 DS DD 14.00
30DSDD 19.50
40 DS DD 24.00
50 DS DD 27.50

JOYSTICKS
KONIXSPEEDKINGAT 9.99
KONIX NAVIGATOR 11.99
QUICKJOYSUPERBOARD 18.50
COMP PRO 5000 14.99
QUICKSHOT II TURBO 8.99

UNBRANDED BLANK
DISCS

SOFTWARE AMIGA ATARI
THEIR FINEST HOUR
Fl 9 STEALTH FIGHTER
FLOOD
FUTURE BASKETBAL
LMICROPROSE CPCUP SOCCER
IMPERIUM
E - MOTION
IVANHOE
LOST PATROL
N YORK WAR RIORS
ORIENTAL
PARADROID
STREET FIGHTING MAN
MIDWINTER
XENOMORPH
LONE WAR RIOR
INTERNATIONAL ATHLETICS
IT CAM E FROM DESERT
AMOS
DRAGON SPIRIT
FUR) RE WARS

18.50 •
21.99
16,99
16.99
16.99
16.99
16.99
16.99
16.99
14.50
16,99
16.99
14.50
18.50
16.00
16.99
14.50
18.50
34.99
12.99
16.99

18,50
21.99
16.99
16.99
16.99
16.99
13.99
13.99
13.99
14.50
16,99
16.99
14.50
18.50
16.00

14.50
18.50
34.99
12.99
16.99

PRICES SUBJECT TO CHANGE S H O P  NOW OPEN AT ABOVE ADDRESS

HARDWARE -
PERIPHERALS

AMIGA 500 FLIGHT OF
FANTASY 3 9 9 . 0 0

MEG ONLY 6 9 . 9 9
MEG WITH CLOCK 7 4 . 9 9

RE 302C DISK DRIVE 6 9 . 9 9
PHILIPS COLOUR
MONITOR 2 6 9 . 0 0

SHOP STOCK
AMIGA

ATARI ST
IBM PC

C64 +  SPECTRUM
AMSTRAD

ACCESS & VISA



THE COMPETITION'S OVER
AND HERE'S TELLI WINNER

Andreas Brehme scores the winner, World Cup Final, July 1990. MicroStyle
introduce the winner, Autumn 1990.

Italia '90. Italy  1990 .  Wor ld Cup Soccer '90. Thanks for  the
memories. The worlds greatest game, brought to your small screen
for a month. Now its  time to stand Out from the crowd and sprint
onto the pitch - Where the real action happens.

- Play in position as a goal-hungry striker,
midfield general or unshakable defender, feeding
off the passes of intelligent computer aided team-

mates.

- Dictate the whole pattern of play, utilising
teamwork to perfection by controlling all eleven

men.

- Take charge of intricate set-piece moves from
throw-ins, comers and free-kicks.

Tackle hard for the ball, deep in your own half, and send an inch-perfect pass wide to the winger. As he
takes on the full-back, you're sprinting down the middle, screaming for the return.

The ball swings across, high above the defence, as you stretch your legs to their limit. One bounce and you
let fly with your boot as the goal looms before you, sending the ball fizzing towards the top corner...

International Soccer Challenge is viewed from the players' perspective at pitch level, giving you fast-flowing
three-dimensional action that you control as you wish.

• Play In the World Cup Finals or as a member
of the top sixteen Club sides from around the

globe. International football as it is played for real.

• International Soccer Challenge. It will make
Gascoigne weep with joy, get Marradonna excited,

and have Hulilt tearing his hair out.

AVAILABLE SOON FOR YOUR COMMODORE
AMIGA. ATARI ST AND IBM PC COMPATIBLES

FROM ALL GOOD SOFTWARE STORES.

INTERNATIONAL SOCCER CHALLENGE FROM
MICROSTYLE - IT'S A WHOLE DIFFERENT BALL GAME
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HERE'S
WHERE YOU

CAN GET
YOURS

AMIGA
Unfortunately, the

person who sent in
the Tobias Richter

Animations and
slideshow

neglected to tell us
from where they
were obtainable!

Could you please
drop us a line with
the relevant details

so we can print
them next month!

The Alcatraz
Megademo is

available from
POTA PD, 8

Bodmin Close,
Durrington,

Worthing, West
Sussex, BUI3 3HF

ATARI ST
Another case of
mislaid identity.

The sender of the
Turtle Power demo

remains
anonymous. Please

contact us so we
can pass on the

Information!

The ST Sound
Connexions Demo
and Bermuda Race

we obtainable
from the Sottville

PD Service at Unit
5, Sheffield Park,

Elettra Avenue,
Weiterlooviile,

Hants P07 7XN,
Tel: 0705 266059

IBM PC AND
COMPATIBLES
Apparently Control

Sothvere's
Batdento is

available on most
Bulletin Boards

Sorry, but that's all
the information we

were given.

The Soccer Game.
Arcade Classics

and the EGA Las
Vegas Casino are
all available from

the SoftviIle PD
Service at Unit 5,

Sheffield Park,
Eleffra Avenue,

Waterlooville,
Hants P07 7Xlit

Tel: 0705 266059

FANTASISE with Alcatraz.

BIG-MONEY action in LV Casino.
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UGLY mugs with Fun Face,

THE ONE

THE Millennium Falcon touches down In style thinks to Tobias Richter.

- ANOTHER MANI RHUBARB...
Last month there was a distinct lack of any STor PC wares. This month it's been flooding in
thick and fast. But still we crave for more. So if you have knocked up a desirable demo,
some sound sonics or an agreeable animation, send It off to us at DEMOS, The One, Priory
Court, 30-32 Farringdon Lane, LONDON EC1A 3A1J. And please remember that we can't
return anything unless It's accompanied by a suitable stamped addressed envelope.
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PACE CREATOR

THE
Dark

knight
Rotuma

In
Connor

Softwore's
Bandon°,

SEPTEMBER 1990

MEGADEMOS never die -  they just keep
on get t ing bigger and  les s  original.
Alcatraz's latest offering comes on three
disks, but  it 's  basically a  reasonable
collection of swirly sprite animations and
scrolly messages. I ts worth bearing with
for s ome o f  t he  t hird disk 's  more
impressive offerings though, including a
chucklesome animated horror story called
Noises in The Night. Elsewhere on the
A m
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delivered the goods once more, this time
moving from Star Trek to Star Wars with a
trio of top-hole Millennium Falcon anima-
tions. There's also a choice selection of
HAM Interlace Overlay Ray-Traced stills
to get  your mouth watering. Tobias is
currently toying with a new program called
Reflections, which allows you to animate
ray-traced images -  look out for the fruits
of his labour soon. Lead singer for the ST 411
this month has to be Turt le Power - a
sampled rendition of Partners In Kryme's
recent chart-topper f rom the Teenage
Mutant Mini' Turtles movie soundtrack.
It's not a very long snippet but the disk also
boasts a little gem called Fun Face -  a
program which shows you to make up your
own computerised photoht  portraits.
Hours of tun. On the sonic side there's the
ST Connexions Sound Demo that, while
not offering anything overly original, does
work a little bit of aural magic by making
your ST sound like an Amiga! All 10 tunes
on offer really do sound like they came
straight from Commodore's baby. Finally,
Atari owners can get their feet wet with a
natty yacht simulation (we kid you not)
called Bermuda Rac e -  righ-speed
sailing around t he  Bermuda Triangle
against either a  human o r  computer
opponent. For the first time in a long while
the PC is also starting to impress on the PO
front Dutch team Control Software has put
together a n  impress ive story-telling
slideshow based on Batman
-
. T h e  
M o v i e .

Its short but well worth getting if only to
listen to the wonders the team has worked
with the PC's internal squeaker, including
sampled Jack Nicholson one-liners If it's a
more interactive experience you want.
Softville PO has a tasty trio of mini-games
to get you going. First up there's The
Soccer Game -  choose any team in the
league, and then decide your way to the
top i n  t rue Foot bal l  Manage( style.
Unfortunately there's very little in the way
of act ion e v e n  t he  matches are
text-driven! Marginally more exciting is a
diskful of arcade classics from yesteryear,
loving restored in CGA. The best of the
bunch are Kong, invaders and Space
War -  all three of which are competent
versions of the originals. By far the best
value however is the Las  Vegas EGA
Casino. Apparent ly writ ten by  an ex -
Vegas card dealer turned programmer.
LVEGAC features playable versions Of
Power. Blackjack and FM it Machines -
although the tact that at the end of the day
there's nothing at stake does take the edge
oft things a little.



istering Pace - Pixel Perft4 Passing
- Superb Tactical Game Play

*  1 to 4 players option (Amiga & ST)
*  Kit Design (Amiga, Atari ST & IBM)

- ar-•
*  Facility to load Player Manager teams and designed tactics.
*  Instinctive joystick controls to pass, dribble, shoot, head or chip a ball and do slidingtackles,
*  Two players teams mode against the comp--
*  After touch controls to bend or dip the ball.
*  Set piece Free Kicks, Corner Kicks, Throw Ins, Injury Time, Action Replay, red St yellow
cards indeed host of features to create the atmosphere of a soccer game which is real funto play.
*  League and Cup Competition with sudden deaths penalty shoot out.

\A,

THE ONE - Ultimate soccer simulation. 9 6 % .
THE ACE - Brilliant. Buy, Boy, Buy. 9 3 0 .
AMIGA FORMAT - Best footy game to have appeared on any machine.

94%.
ST FORMAT - What a game! Gem to play. Magic. 9 0 % .
C & VG - Championship winning material. 9 5 %
GAMES MACHINE - Probably the best sports game ever. 9 2 % .
COMMODORE USER - No other footie game can touch it. 9 0 % .
AMIGA ACTION - Surpasses all other football games. 9 3 % .
POPULAR COMPUTING WEEKLY - Nothing short of brilliant. l o
wNEW COMPUTER EXPRESS - Computer football event of the year.

i
kAMIGA & ATARI ST E 1 9 . 9 9

IBM  T . B . A .
CBM 64, SPECTRUM & AMSTRAD  E  9.99 Cat.
CBM 64, SPECTRUM & AMSTRAD E 1 4 . 9 9  Disc
KICK OFF 2 & WORLD CUP(AMIGA & ATARI ST). , E24.99
KICK OFF 2 (Expandod Amiga)   . .  E24.99

AN
CANCO SOFTWARE LTD., UNIT 10. BURNHAM TRADING E S TATAI WS O N ROAD. DARTFORD, LENT.Tolopilono No.: 0322 928 3 / 9 2 8 1 9  F e z  No.: 0322 93422
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ISSUE EIGHT May 1e69
News Watchmen Reviewed Forgotten
Worlds, ftoboCop, Silkworm_ Work In
Progress Xenon 2. Megablast Players
Glade Populous Features The Sega
MegaDrive, Sierra On Line

LIE SEVEN April 1
viewed Archipelagos. Lords Of The Rising
o, and Populous... Wort  In Progress

n Worlds Players Guido Federation
Free Traders Feature The P16

PLEASE SEND ME THE
FOLLOWING BACK

ISSUES OF THE ONE...

NAME
ADDRESS

POSTCODE

'
M
t

I hav e enc losed a Cheque/Pos tal Order
(no Cash please) for E made payable to
The One.

Please send your Cheque or Postal Order
for the correct amount  to The One Back
Issues, PO Box  500, Leices ter LE99 OAA.

All prices include postage and packing. Please
nole that most issues are in short supply. In the
event of the required issues being sold out your
money will be refunded within 28 days of receipt.

Rittlifnalli: Alan Walla International. alombarilne
House, Fatodon Road, Illaritat Hafborough, Lelcaatat
LE15 9NR.

BACK
ISSU
Free
(Atari
Traders 1K
Virus Feature Intl
-Technology

October 1988
usion (Amiga) 8 Nebulus

ederation Of Free
layers Guide

ISSUE TWO November 1988
Free! The One Directory To 16-Sit  Software
Reviewed Barbarian II, Elite, SDI... Players
Guide Starglider II Feature Interactive CD

ISSUE NINE June 1989
Reviewed Kick 011. Rick
Dangerous, RVF Honda., Work
In Progress It Came From The
Desert TV Sports: Basketball
Players Guide Feature Horror

ISSUE TEN July 1909
Reviewed Tho Now Zealand
Story... Feature Review
Licence To Kill Work In
Progress Hawk Players Guide
Forgotten Worlds Feature
Acorn Archimedes

ISSUES
ISSUE ELEVEN August 1989
Reviewed Xenon 2
- 
M e g a b i a , s
t ,  
R a i n b
o w

Islands, Stunt Car Racer W o r k  In
Progress Accolade Players Guide Wicked
Features Dave Gibbons

ISSUE TWELVE September 1989
Reviewed Paperboy. StrKler.. Work in
Progress Bullirog, Hard Davin' Players
Guide The New Zealand Story Feature
Quasar
ISSUE 13 October 1999
Reviewed Bomber, Damocles, Infection,
Work In Progress Power Drift Players

E
m  
U
p  
L
e
,
,
,
b
,

Feature The Nintendo Phenomenon

BACK
ISSUE 14 November 1909
Extra! Populous Scenery Disk (500 New
lands, Amiga a Atari ST) Reviewed Batman:
The Movie, Future Wars, Interphase W o r k
In Progress Chase HO Meyers Guide
X000O Megab las t

ISSUE 15 December 1989
Free! Disk Labels Reviewed F-29 Relartator.
Hard Drivin'... Feature Reviews The
Untouchables, It Came From The Desert
Work in Progress Myth. Simuicre_ Players
Guide Fighter Bomber Feature Artificial
intelhgence

Nok
BACK
ISSUE 18 January 1990
Free! 1990 Yearpianner
Indianapolis 500. Operation Thunderbolt

Ace. Wor k  In Progress Resolulk
1, Midwinter Ptayers Guide Interphase

re Robots

UE 17 February 1990
iewed Chaos Strikes Back. Midwinter...

is Review,/ LOSI Patrol Work In
ress Nightbreed, Imperium Players

Operation Thunderbolt F T h e
Game

ISSUES
ISSUE THREE December 1988
Freel 1989 Wallplanner Reviewed E
-
3 . . or ne - . .
Falcon, Operation Wolf.. Players Guide
Speedball Feature Japanese Technology

ISSUE FOUR January 1909
Reviewed Afterburner Double Dragon,
Thunderbiade.. Players Guide Rocket
Hanger Feature Future Cinema

ISSUES
ISSUE 18 March 1990
Extra! Disk With Pipemania (Amiga & Ater,
ST) Reviewed E-Motion. Pipemania,
Warhead... Work  in Progress Psygnosis
Cadaver Playere Guide rower Of Saber
Feature Handheld Consoles

ISSUE 19 April 1990
Reviewed Escape From Singe's Castle.
Klax, Player Manager... Work in Progress
Operation Stealth, Speedball 2 P lay e rs
Guide Rainbow Islands Features p•
Inside Atari Gaines

BAC
ISSUE 20
Reviewed Escape From The Planet 01
Robot Monsters. Hammerlist, Loorn_ W
In Progress KINN Cloud, Kick Off 2_
Players Guide Midwinter Fenture
Data-Linking

ISSUE 21 June 1990
Free! World Cup Wallchart Free!
Encyclopedia 01 16-134 Games Part One
(Crack Down, Kick Olt, Klax) Reviewed
Railroad Tycoon, international 30 Tennis
Work in Progress Corporation. Pight Of
Intruder, Vaxine Fe a t u re  Soccer

ISSUES
ISSUE 22 July 1990
Frie l Encyclopedia Of 16-Bit Games Part
Two (Hammerlist, &Motion. Zany Golf)
Reviewed Kick Off 2, PGA Tour Golf_ Wort
In Progress Powermonger, Wonderland_
Feature Martial Arts

ISSUE 23 August 1990
Free! Encyclopedia 01 16-Bit Gaines Part
Three (Nojectyle) Reviewed Corporation,
Oops Up, Plotting... Work In Progress
Supremacy First The One On One Chris
Achilleos Features Future Sports, Billy The
Kid. Aliens

r n a ,
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E49 99
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MAIL ORDER PURCHASE LINE (0473) 257158/210605 FAX (0473) 213457
ST

16 99• 4114 DEMENSI(YN
688 ATTACK SUB
• ADDIDAS
CHAMP TIE BREAK 1 6  99
AN I S HEAD PATA DISK)ri L N  I A M  Of  WAR le  911
• ANcle NT ART OF WAR
AT 0 LA 1 5 1 8
• ATONIC'S  1 3  941
- A C TION  FIE R iTeR  1 3 9 9
• ADOIDAS  CH•P fO O T  1 0  941
- ANARCHY  1 3 . 9 9
• ACKJAVENTURA 2 4 . 9 9
BALANCE  OF P OWE R
1990 1 5 . 9 9
• BARBARIAN
( P S Y CNOS IS )  1 8 . 9 9

• BANKON K N IGH TS  1 3 . 9 9
BATTLECHESS 1 6  941
• BATTLE COMMAND $ 9 .9 9
• BATTLE MASTER 1 6 . 9 9
• ° S S  JANE  s z Y m O u n  1 6 .0 9
BOM BE R M IS S ION
C I IU S 1 2 9 9
BATMAN ( N C  M OV IE )  1 3  9 9
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• CHE S S
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9
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MASTER 1 9
9 9CHAOS ST R I PS BACK
- C H IC A GO 1 2 9 9
CYBERBALL 1 3  919
DEFENDERS Of  THE
EARTH 1 2 9 9
DUNGEON mASTER
EV1'011
DRAGONS BREATH l e  NI- onAooto WAR 1 6 1 8
• DAYS OF THUNDER 1 9 .9 9
DRAGON flof7 t  l e  99
OR A K K IN  1 9  9 9
• DYNAMIC DEBUGGEE113 99
• DYNASTY WARS 1 6 9 9
• EAGLE RIDER 1 6  99E•MOTIOti 1 2
8 9ENELT14 HUGHES MIT
SOCCER 1 6  99
• ENTERPRISE 1 3  90
• EDITION 1 ' C O W )  1 0 0 9
• EPOC14 1 5 0 0
EYE OF WIRCULES 1 8 0 0
• r  ILAg1-1 EMAGON 1 3  20
r t o  RETALIATOR l e  09rib STEALTH nowrEn la 99
cis  COO.CIAT PILOT i s  99
FALCON l o W
FALCOM  M IS S ION 2 1 3 . 9 9
FALCON PASWN  crKs 13.99
FLOOD I S  99
• FUTURE BASKETBALL'S 9191
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AMIGA
1690
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1299
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1899
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15 99
10 99
13.99
24.18
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19 90
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1 5 9 9
'1649
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• FRANKENSTEIN 1 2  90
FIGHTER BOMBER 1 0
9 0• FEDERATION QUEST 11309
GIANTS (CO94PtLATION)19 90
'GOLD  OE THE
AZTECS• 1 6 9 9GRIM BLOOD 13 919
• GUNS AND BUTTER 1 9  99
HAMME HEIST 4 6 9 0
• HARLEY DAVIDSON 1 9
9 9HERO GUEST 2 4 9 0
• HEROES 1 9  99
HALLS OF moNTEzumA16 99
HOYLES BOOK CIE GAMES
IVANHOE 1 3 9 9
• INTERNATIONAL 30
TENNIS 1 6 9 9
IRON TRACKER 1 2 9 9
'INTERNATIONAL CHAMPION
WRESTLE 1 6 , 9 9
IMPERI UM 1 6 . 9 9
INFESTATION 1 6 9 9
FrAo• 1990 1 6  139
IT CAME FROM
THE DESERT 1 6  IN
• JACK BOOT 1 6 . 9 9
• JACK THE  RIP P E R 1 2 . 9 9
KICK OFF 1 2 . 9 9
KNIGHTS  OF
KRY S TALLION
KICK OFF II 1 2  9 9
KICK OFF 2  WC E  l e  99
KICKOFF EXTRA TIME 9 9 9
KICK OFF
COMPILATION 1 6  99
M A X  1 3 . 9 9
• KILLING GAME SHOW l a w
LICENCE TO KILL 1 3 . 9 9
• LIFE AND DEATH 1 9  99
LEISURE SUIT
LARRY III 2 9 8 9
'LEAVING TERAMIS 1 3  92
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RISING SUN
LAST N I N A II 4 6 9 9
• LOOM 4 6 9 0
LOST PATROL •  1390
LIVERPOOL 1 5  99
• LAST STUNTMAN 1 2 0 9
MANIC MANSION 1 6 8 9
• MAJIC FLY 1 6 . 9 9
MIDWINTER 1 9 9 9
- MIDNIGHT
RESISTANCE 1 6  912
MANCHESTER UT D 1 3 0 0
• MICROPROSE WORLD
CUP SOCCER 11 1 5  99
• MAJIC JOHNSON 1 2  09
MATRIX MARAUDERS 1 6  199
• MYTH 1 6  00
• NEW YORK WARRIOR 13 00
NUCLEAR WAR 1 6 0 9
• NI1110 1 3  90
• NIGHT GREED 1 6  09
NORTH AND SOUTH 1 5 9 0
NEUF1OMANCER
OPERATION
THUNDERBOLT 1 3 . 9 9
• ORIENTAL 1 5 , 9 9
• PARADROI D 1 9 9 9
pROJEOTILE 1 8 .
9 9PINBALL AMJIC 1 3 8 9
POUCE QUEST II 1 6  90
PREMIER
COLLECTION 3
'COMPILATION 10 00

AM GA
12 GO
10.99
13 9 9
10 00

1699
1399
10
1699
1099
24 99
1999
1 6
9 924 99
1699

16.90
12.99

1699
1689
16 99
16 90

19.99
16.99
12.99
12.99

19 99
1299
1609
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1699
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13 90
13 99
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16 913
IS 99
16 99
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12 99
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46.00
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l e  CO
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le  90
15.1212
16.98

1 6 .
9 91599
16 139
1699
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24 fig

10.00

ST A M I G A
PLAYER MANAGER 1 2
9 0   
1 2 . 9 0
• PHOTON STORM 1 3 9 9  1 3 .
1 8P47 1 5  99 1 5 9 9
PICTIONARY 1 6 . 1 9 9  1 6 9 9
• PANIC STATION 1 3 9 9  1 3  90
• PYRAMAX 3
• QUARTER RACK 1
1
3  9 1  ;
3 9
9

4300
RAINBOW ISLAND 1 2 9 0  i  6 90
RESOLUTION 101 l e  09 1 6  139
ROURKES DRIFT 1 6  129 1 6 0 0
R OTOX  1 6 9 0  1 6 0 0
• R OB OC OP  2 1 6  CO 1 6 9 9
RED STORM RISIP4G 1 5 9 9  " I S  9/2
RAINBOW ISLANDS 1 5 0 0  i s  90
RISK 1 3 0 0  1 3  942

1000 1 9 E 9S E U C K
• SECRET AGENT
FLIES BY 1 3 9 9  1 6  99
• STORM ACROSS
EUROPE 1 9  90 1 9 9 9
SPACE QUEST III• 4 9 9 9  1 0 9 9SILVER BLADES 16 129 1 6 9 9
• SHADOW OF THE

4699 1 6 . 0 0BEAST 2
S T O S  1 9 9 9
• SUPERLEAGUE
MANAGER 1 6 0 0  1 6 0 9
STREET E'HTING MAN 1 3  99 1  3 99
• STEVEN HENDRY
CHAMPIONSHIP
SN'KER 1 6 9 9  1 6 9 9
• SCROLL 1 2 9 9  1 2 9 9
SWORD OE TWLIGHT 1 6 0 0  1 0 9 9
• SNOW STRIKE 1 6 0 2  1 6 9 9
• SILPHEED 1 9 9 9  1 9 9 9
SHADOW OF THE
BEAST 2 4 0 9  2 4 9 8
SHADOW WARRIORS * 1 3 E0  1 6 9 0
• STAR BLAZE 1 3 9 9  1 3 9 0
• SUPER QUINTET 4 5 9 8  i s  go
• & I BM  TEO

62 3  1SIM CITY 1
1
0  
0 9  
1 :
W
I

W
STAR FIGHT 1 8 . 9 0  1 6 . 9 0
SUPER CARS
• Tl4E PLAGUE 1 3  99 1  3 9016 99 1 6 0 9

16 0 0  1 6  03• TIPAE MACHINE
• THUNDERSTRIKE 1 6
9 0  1 6  
2 0
TRIAD II  'COMP) 1 6 9 9  1 6 9 9
• TOYOTTES 1 3 . 0 2  4 3 9 8
• TOTAL RECALL 1 6 0 2  1 6  99
TEST DRIVE II 1 6 . 0 9
TENNIS CUP 1 6  00 1 6  90
TURA ICAN
• l e  CO 1 6  TUSKER 216)IS  09  1 6  12

1
0

• THE KEEP 1 6 9 0  1 6 9 0
TV SPORTS FOOTBALL 16 99 1 9 9 9
 TV SPORTS aasecaALL 16.90 1 9  99
• TRIVIA 1 2  09 1 5 9 0
*TRACK ATTACK
ULTIMATE GOLF 1 3  90 1 6  9916,99 1 6 9 0
ULTIMATE DARTS 1 3  99 1 3 9 0
UNTO(JCHABLES 1 3 . 9 0  1 6  99
• UNIVERSE III •  1 2 .
0 0  1 2  
9 9

WAS II 1 5 . 9 9  4 5 9 9•
10 09 "1 9 1 2 9ULTIMA V

-
u
e 
A
N
D 
A
W
A
Y 
1
6
9
0 
1
6
.
9
9

• VENUS ELY TRAP 1 3 9 9  1 3 9 0
WARHEAD 1 6  99 1 6 0 0
• WINGS 1 6 0 9  1 6  190
'WARM ONGER  1 6  GO 1 6 9 9
• WARP 1 2 9 9  1 2 0 0
XENOPAORPH 1 6 9 9  1 6  139

99XENON II 1 6 9 9  1 6
13.00 1 3 0 9X ota

• YOILANDER 1 6 9 9  1 6  99• ZONE WARRIOR l e  go

'R e t a il) .

MAIL
ORDER 3540  HOLDER

E4 99

3 5 60 HOLDER
i6 99

ATARI C O S M O  DISCOVERY PACK
BONEIJACK. CARRIER COMMANID

OUTRUN. SPACE HARRIER,
STOSNEOCHROME, 1ST BASIC. ST
TOUR DISCOVER THE ST 1 :2 6 0

ATARI 620 STE POWER PACK
23 GREAT TITLES

£349 95

ATARI 1 040 S TE
PRINCE, HYPER PAINT. ST AG.,
ST WORD. ST BASE,  ST CALC,

ST GRAPH C 4 4 9  95

ATARI LYNX HAND HELD
PORTABLE GAMES MACH INF

E179 95

ATAF0 S8I34
MONOCHROME MONITOR

C90 25

ATARI EXTERNAL DRIVE
POWER DRIVE 1 M EG OS

C70 95

AMIGA 600 "FLIGHT Of  FANTASY"
MODULATOR. 420 RETALIATOR.

RAINBOW ISLANDS, DELUXE PAINT
(SC  PLANET ROBOTS C 3 6 9  165

M AGA SOO BATMAN PACK
MODULATOR. BATMAN. NEW

ZEALAND STORY. INTERCEPTOR.
DELUXE PAI NTH r3 6 0  95

A1410A 500 •  1064S
EITHER PACK ABOVE •  COLOUR

E5102 95

AMIGA 500 CLASS Of  90'5
EDUCATIONAL PACK

C529 95

COMMODORE 10545
COLOUR MONITOR

£249 95

AMIGA EXTERNAL DRIVE
POWER DRIVE 1 MEG OS

£79 95

AMIGA MEMORY EXPANSION
512K •  CLOCK CARD

I EEO 95

A690 HARD DRIVE
20 MEG HARD DRIVE

C369 95

Cut COLS ARO POS1At OWX  415 PA YAM E TO 501 T tie M t IFIS POST I  PACKING ERSE P IUS
OVERSEAS ETA/19E91119K EXCEPT HARrmaru Cambay!) AT COST. sUOJEC1 113AVAILABittlY AND PIECE ciimICE W/THOLII NORGE-NOT AU. TItLES RELEASED AT lin t  Of GOING 10 PRE SS. •

TITLE COMP

TOTAL E:

PRICE NAME:
ADDRESS:

TEL NO"

Have you ordered from us before
(yes/no)
. 1 ONE SEPT. 1
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41 SOUTH STREET, LEIGHTON BUZZARD, BEDS, LU7
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MEGAMIX SOFTWARE (DEPT ONE 5) 46 ASHDEN WALK, TONBRIDGE, KENT TN10 3RL

FREE QUALITY 3.5" DS/DD DISK WITH EVERY TITLE ORDERED
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To order send this form with payment payable to 'Best Byte' or phone our credit card hotline 0273 746467
Mail Order only. Prices include 1st Class Postage, Packing and VAT. Overseas orders add 4'5.00 per item

BEST BYTE (Dept ONE 24) 48 NEVILL AVENUE. HOVE, E.SUSSEX BN3 7NA

FREE QUALITY
3 5' DS/DD
BLANK DISK
WITH EVERY

TITLE ORDERED

DISKS!
MEGA PRICE BUSTERS!!!
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Boxed in 10's with
labels. Guaranteed

Established 1986
FREE DISKS!
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Get real! Get wicked! •
Come and zap it to us at the

ultimate computer game show!
X P E R I E N C
E
t h e  
g r e a t e
s t  
g a m
e s h o
w

in the universe.The European Computer
Entertainment Show is the only show
dedicated to the latest in games software
and hardware from the leading brand
names. Enjoy the live entertainment.
Meet your favourite celebrities. Maybe

even appear on TV. Try out the newest
games and equipment from some of the
biggest names in the industry including
Commodore, Sega, Nintendo, US Gold,
Ocean, Domark, Mirrorsoft, Microprose,
Activision, Virgin/Mastertronic, Accolade
and Gremlin.

•  ta ••
 A portion of oe entrance fee will be donated to
ChIdLine

i
8/ •

•  Stands and exhibits by leading
names in computer games

•  Live music acts

•  Personality appearances
•  Live TV and radio broadcasts

•  International computer game
championships featuring teams
from Europe, Japan and America

•  Celebrity computer challenge
•  Spot prizes and raffles
•  Living-room of the future
•  C&VG national computer game

championships.

It's a great day out for
all the family.

10AM - 6PM
EARLS COURT
15th AND 16th
SEPTEPRER
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•  Probably the only duplication system you will ever need!

A NEW WORLD OF POIR

disk drive controller chip wheteby hiijh speeds & great data accuracy are achieved.

, HERE!
•  SYNCRO EXPRESS IS A HIGH SPEED DISK DUPLICATION SYSTEM THAT WILL PRODUCE COPIES OF YOUR DISK
IN AROUND 50 SECONDS!!

•  Syncro Express requires a second drive & works by controlling it as a slave device & ignoring the ST or Amiga•

•  Menu driven selection for Start Track/End Track - up to BO tracks. 1  side. 2 sides.•
•

•  Very simple to use, requires no user knowledge, •  Also duplicates other formats such as IBM, MAC etc.

•  Ideal for clubs, user groups or just for your own disks. •  N o  more waiting around for your disks to copy.

By using an on-board Custom LSI Chip, Syncro Express has the power to transfer an
MFM image of the original disk directly to your blank disk - quickly, simply and
without any user knowledge. O ne external disk drive is required*.

TEST CUSTOM LSI CHIP TECHNOLOGY
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PLEASE STATE WHICH REQUIRED WHEN ORDERING
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Gordon 'Gunner Houghton. a Big Shot in the World Of
Weaponry, takes an amble through his armoury.

AT 8.16am on Monday. 6 August, 1945. a
new era in human history began The first
atom bomb was dropped on Hiroshima oy
the USA,  i n  an  attempt t o force t he
Japanese to surrender in World War II. It
had an explosive power of 12.5 kilotons
(12,500 tons) and was air-burst 580m
above the city: over 60,000 Japanese
men, women and children were killed, and
100,000 injured. Almost the whole of a
great seaport, a city of 250,000 people,
was eliminated by the initial blast or by
resulting fire. The radiation that resulted
from the explosion is still causing mutation
on a genetic level almost half a century
later.

Current nuclear missile capabilities are
even deadlier because of  the ability to
launch specifically-targetteci mult iple
warheads from a single missile case: in a
few minutes the entire surface of the Earth
could be destroyed. Just 1,000 years ago,
firepower re l ied o n  human  mus c le
strength alone_ mechanical aids such as
sling, bow and crossbow, catapult and
trebuchel, were t he fi rst  weapons t o
extend man's reach beyond arms length.

GUNS-A-GO-GO
The Chinese were the first to discover th
power of chemical energy weapons an
were using gunpowder in military rocket
for centuries before their secrets wer
revealed in Europe, The first Western gu n
to use this technology were heavy an
cumbersome cast-iron tubes, plugged a
one end and banded with iron hoops t
prevent them exploding In the' aces of thei
operators. Bronze was a later develop
Tient, and gave the guns greater mobility
lighter materials meant that the weapon
could be fitted with wheels.

All t hes e ear ly  c annon a n d  t he
,hand-held guns which appeared during

the Middle Ages  we r e  smoothbore
meaning the inside of  the barrel was
smooth_ I n 1520 a  German armourer
called August Kotter discovered that spin
imparted to a  cannonball improved its
range and accuracy - which gave birth to
the technique of rifling, in which soft metal
bands formed a spiral for a few inches
inside the barrel, forcing the projectile into
a spin on firing.

Cannons had been in general use from
the 14th Century, but were most effective
in siege warfare until Napoleonic limes,
when field artillery became smaller and
more mobile.  Th e  howitzer,  halfway
between a gun and a mortar (muzzle.
loading cannon) was used from the 16th
century and was employed to great effect
in the First World War.

By this lime, gun design had benefifted
from its second major advance. In 1855 W
G Armstrong invented the breech: this
allowed projectiles to be inserted from the
rear of the barrel (rather than being pushed
in from the front) and meant that rifling
could be extended along the whole barrel
length. I t  revolutionised gun production
and is still the favoured technique today.

The t h i rd breakthrough c a me  a s
recently as the 1970s, with electronically-
operated target  devices and  remot e
control firing: on modem battleships kir
example, gun  turrets a re  unmanned.

Today even howitzers are self-mobile,
computer-controlled, able to fire a 95Ib
shell over 20 miles in five seconds, or
launch a  nuclear warhead. Shells can
even be made to home in on tanks, though
current technology still can't distinguish
between live and disabled targets.

SHORT SHARPSHOOTERS
Small a rms  a r e  another story.  Th e
precursors of phasers and lasers, they
came into use in the late 14Ih century as
portable hand-guns supported on  t he
ground a n d  igni t ed b y  hand.  T h e
matchlock, evolved during t he  15t h
century, used a match of low and saltpetre
gripped by an S-shaped lever which was
rocked towards the touch hole with one
finger, enabling the gun to be held, aimed
and fired in much the same way as it is
today Only the addition of front and rear
sights has altered this basic design and
increased the precision.

Hand-gun evolution closely parallels
that of the corresponding shoulder arm,
which had always suffered f rom one
overwhelming problem: the ability to fire
more than once without reloading, This
was finally solved in 1847 by using many
combinations of multiple barrels: the first
practical vers ion wa s  Samuel Cot t 's
six-gun. The automatic pistol, operated by
recoil or gas, was
Introduced in Ger-
many in the 1890s.

The principles of
rifl ing,  b r e e c h
loading a n d  t h e

after firing.
even swept the barrel

From this point onwards, gun manufac.
ture developed in two directions_ An early
rifle with bolt action was the Lee-Metford
(1888), followed by the Lee-Enfield, both
having a magazine beneath the breech
containing a number of cartridges. With
modifications, this type is still favoured by
the British Army. The US Army favoured
the repeater (such as the Winchester). in
which the fired case was extracted and
ejected, the hammer cocked and a new
charge inserted into the chamber all by
pressing the trigger.

The ultimate hand-held weapon is the
machine gun, whose roots extend back to
America in 1860. Richard Jordan Galling
of North Carolina created a rapid-firing
automatic gun, commonly known as the
Gat: a number of barrels were arranged

repeater weren ' t
successfully ex p-
loited f o r  s ma l l
arms until the 19th
Century. The  fi rst
breech loader was
Von D r e y s e ' s
' Needle  G u n ' ,
issued to the Prus-
sian army in 1842,
in w h i c h  t h e
det onat or w a s
incorporated wi t h
the cartridge. B y
1870  b r e e c h
loading w a s  i n
general use, since
it was quicker and

A $HO
IN THE
DARK
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about a  central ax is  and t he breech
containing t he reloading, eject ion and
firing mechanism was rotated by hand,
shots being fired through each barrel in
turn. The Maxim in 1884 (named after its
inventor) was recoil operated, but some
later types have been gas operated (Bran)
or recoil assisted by gas (some Brown-
trigs). The sub-machine gun, first used by
Chicago gangsters in the 1920s, was also
popular in World War II, From 1954 the
British Army  standardised upon  t h e
Belgian FN30, which is gas-operated and
can fire shots singly or automatically al 700
rounds per minute.

PROJECT X
Projectile development has always run
alongside gun technology. One of  the
earliest innovations after cannonballs was

a h o l l o w  s h e l l
packed with gun-
powder with a fuse
cut to length so that
it would explode in
the enemy's ranks.
This didn' t  prove
accurate enough,
since t h e  f u s e
could burn out  in
flight, or could still
be burning when it
landed —  t h e

. e n e my  s i m p l y

mgle.
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MILITARY
MATTERS

GUNPOWDER is
the oldest known

explosive, a
mixture of sulphur,

sodium or
potassium nitrate
and charcoal. No
longer used as a

propellant, its most
common use

nowadays is In
blasting and

fireworks.

THE OLDEST
known offensive

weapon is a
broken wooden
spear found in

April 1911 at
Clacton-on-Sea.
II's estimated to

have been
fashioned be fore

200,000 BC,

THE BLOODIEST
war was World War

II, in which an
estimated 55

million people were
killed (almost

equivalent to the
entire British

population). In the
Paraguayan War of

1864-70, the
Paraguayans
fought BM211,

Argentina and
Uruguay. Their
population was

reduced from 1.4
million to 200,000,

ol whom only
30,000 were adult

males.

IN NAY 1988 it was
estimated that the
world's spending

on armaments was
running at an

annual rate of 8660
billion t h i s

represents E72 per
person per year. In
1987 there were an

estimated
68.412,40(1 armed

force regulars and
reservists,

THE HEAVIEST
conventional bomb
ever used was the

RAF's -
G r a n
d

Slam', weighing
22,000 lbs, and

measuring 25 leet
long. The heaviest
nuclear bomb was

the 24-loot long
UK 17 carried by

the US B-36s in the
mid-19505. II

weighed 42,000

kicked it  into a puddle. Next came the
impact f us e,  i n  wh ic h  a  detonator
containing a  small quantity of  mercury
fulminate. which explodes on impact with a
solid surface, was inserted into the nose of
the shell. This design is the one still in use.
though lead azide now fills the nose cone.

Gunpowder was  gradually replaced
during the 19Ih century by other forms of
high explosive. Cellulose dissolved in
nitric acid produced a cotton-like subs-
tance (cellulose nitrate) which was stable
under normal storage conditions (unlike
nitroglycenne which is highly unstable) but
which would explode upon a hard impact.
More popularly known as guncotton, this
produced a  f a r  great er blas t  t han
gunpowder a n d  wa s  a ls o  a  bet ter
propellant. Later in the same century carne
the even more powerful trinitrotoluene
(TNT) and trinitrophenol (lyddite). which
were used extensively during the Boer
War and World War I. Today even more
powerful explosives exist, among them
tetryl, nit ropenta a n d  mos t  recent ly
hexogen, which is commonly known either
as cyclonite or RDX,

GOOD HEAD
Shells, hand grenades, mines and missile
warheads rely on the combined effects of
blast and the flying metal fragments of the
shell casing to achieve their effect. Some
shell des igns  p r o b e  further:  Hi g h -
Explosive Anti-Personnel (HEAP) shells
are packed with small steel balls as well.
Anti-lank rounds were originally formed
from hardened steel, but tungsten carbide
(which is more dense) is now standard
since i t  a l lows  heav ier a n d  f as t er
projectiles, giv ing increased armour-
piercing ability. Today's missiles also have
fins to prevent them tumbling: centrifugal
force dissipates the explosive charge.

Projectile rounds come in all shapes and
sizes. Armour-Piercing,  Fin-Stabilised
Discarding Sabot (APFSDS) rounds date
back to World War II, The warhead is
enclosed in two shells: a  smaller one
containing the explosive and a larger one
which is  discarded in flight, but  which
provides much greater Init ial velocity,
High-Explosive Squash Head (HESH)
rounds have a plastic explosive charge
which spreads itself flat on the armour
plate of a tank before exploding. It doesn't
penetrate t he armour but  creates a
massive snockwave which knocks off a
scab of plate from inside the tank: this scab
then ricochets around slic ing through
bodies and equipment with equal indif-
ference.

THE GOLDEN SHOT
With increasing weapons efficiency, more
sophisticated computer-based systems
were required. Over-the-horizon radar
systems on ships compensate for pitching.
rolling and lateral movement as well as
distance. Tanks employ laser sighting and
computers which take into account not just
vehicle movement but air temperature,
wind s t rength a n d  direct ion,  barre l
temperature and even barrel wear.

The greatest advances in  post-war
weaponry have been in the held of missiles
and their guidance systems. Germany
was the pioneer, having turned to rocket
development once it was forbidden by the
Treaty of  Versailles (1919) t o develop
conventional weaponry. The Germans
contributed much to American and Soviet
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space programs, and their V1 flying bomb
led ultimately to today's Cruise missiles.
They pioneered proiechles that home in on
their targets' infra-red (heat) emissions, as
well as radar and television guidance, all of
which are widely used in modern systems.
These guidance systems a r e  mos t
effectively used in the latest 'smart' bombs
and artillery projectiles.

FUTURE PROJECTIONS
WEAPONS of the future are usually seen
as more complex versions of what we've
already got. In Critters and Critters 2 the
interstellar bounty hunters carry what look
like ordinary machine guns until the end
telescopes into a huge bazooka. Many
science fiction films (The Last StartIghter
for instance) are just futuristic westerns
with phasers and lasers instead of Colt
455. Some owe more to medieval knights
and swashbuckling 50s fi lms — what 's
Star Wars '  Light  Sabre other than a
luminous sword?

Less tradit ional alternatives inc lude
pan-planetary destruction and mind con-
trol. In The Ganymede Takeover. Philip K
Dick's hell weapon destroys the part of the
brain that perceives th e world but leaves all
higher brain functions intact. The victim is
perfectly capable of reasoning and logical
thought but  totally unable to relate t o
anything around him.  Eac h v ic t im i s
imprisoned in an isolated personal reality.

It's rare for weapons t o show intel-
ligence but there are exceptions. In Dark
Star, asking a bomb to defuse after setting
it to blow confuses it into an identity crisis. It
needs to be argued out of exploding by the
persistent applic at ion o f  Cart es ian
philosophy. In John Wyndham's Out 01
The Deeps sentient tanks emerge from
the sea extruding large spheres of deadly
matter. The sphere splits open to reveal
thousands of long cilia which fling out in all
directions a n d  d r a g  a n y  t rapped
organisms back into the tank.

Spaceships a r e  usually  v ery  we l l
defended and only the most primitive lack
shields. I n  S t a r  Trek ,  t h e  Klingon
arch-enemies g o  one bet ter wit h a n
ingenious c loaking device.  Th e  -ship
remains invisible until it  suddenly reap-
pears at threateningly close range. In The
War Of  The Worlds  the Martians' war
machines are equipped with a deadly heat
ray which fries unsuspecting humans to a
crisp in seconds. The Last Stertighter
features t h e  ult imate i n  las t  di t c h
weaponry: the Death Blossom succeeds
where all lasers, shields and phasers fail.

WHEN it comes to
weapons, flexibility is
The Punisher's motto.
The star of Marvel
comic, him and a soon
to be released computer
game owns a selection
of sophisticated single
and double barrelled
guns, carries more than
one at a time and isn't
averse to operating the
odd machine gun or
aircraft mounted cannon
when he finds
Nevertheless he's
prepared to
improvise s houl d
the occasion
demand it he's
more than capable
of deflecting
shuriken with
nothing but a knife.

THE 10 LARGEST ARMS
EXPORTERS IN THE WORLD
COUNTRY P E R C E N T A G E  OF

WORLD TRADE
United States 2 7 . 5
USSR 2 4 . 8
France 1 3 . 5
United Kingdom 8 . 4
West Germany 7 . 3
China 5 . 7
Italy 4 . 1
Switzerland 0 . 6
Netherlands 0 . 3
Czechoslovakia 0 . 2

TRIPPING THE LIGHT
FANTASTIC
LASER beams have long conjured the image of the SF death
ray, but it's only very recently that they have had any real military:
application. Laser is an acronym for Light Amplification
Stimulated Emission of Radiation: capable of travelling over
vast distances without dispersion, and of being focussed to give
enormous power densit ies, high-energy versions at tain
1,000,000.000 watts per square centimetre. Many solid, liquid
and gaseous substances have been used for laser materials.
including ruby crystal (first used in 1960), and a helium-neon gas
mixture.

Modern armies now use lasers as target designators. Wher
forward air controllers called in aircraft to provide close support
to troops on the battlefield, they used to risk bombing their awn
men. With lasers, bombers simply have to achieve clear
alignment with the target and direct the laser towards it: sensors
in the nose of the bomb react to the source of energy and home
in.

Laser weapons currently under development and research
fall into two categories under the broad title of 'beam weapons'.
The High Energy Laser (HEL) produces a beam of  high
accuracy which burns through the surface of its target — the
USSR is thought to have a HEL capable of disabling an orbiting
spacecraft. The Charged Particle Beam (CPB) uses either
electrons or protons which have been accelerated almost to the
speed of light, to slice through its target.

A secondary military use is to disable an enemy fighter: at a
range of one kilometre or less, a powerful beam of light can
temporarily blind the pilot, though it's not powerful enough to
cause permanent damage to the eyesight. Lasers also have life
beyond the purely destructive: they are used in communica-
tions, cutting, drilling, welding, satellite tracking, medical and
biological research, surgery and entertainment.
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Co m ics" To m o rro w
Kn igh ts,  A  t o u g h
she ll o f  a rm o u r
fi t ted w it h  la se r
g u n s. ro cke t
la u n ch e rs a n d  g a s
m a sks a id  t h e se
f u t u rist ic Er ro l
Flyn n s in  t h e ir
in t rep id  b a t t le
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THE POPULAR arcade scene began i
earnest with a  shoot  ' em up:  Space
Invaders (1978). Atan had released
couple o f  one-on-one combat  game
before that (Tank and Air Combat), an
Exidy's Star Fire helped the genre i
space, but the Invaders were the first t
capture t he public imagination. Spac
Invaders was  devised by  a  group o
Japanese psychiatnsts, released by Bally
Midway a n d  contained o n e  o f  t h
tundamental requirements of any shoo
'em up:  strategy. Did  you go for the
honzontal or the vertical rows first? And
how did you tackle the last alien?

Galaxians pushed this single-screen
format further colour, a starfteld backdrop
and aliens that didn't just move trom side to
side. And then there was Atari's Asteroids
with a ship accurately affected by inertia
which could move all over the screen (the
first to have a 'wrap-around effect). The
influence of this trio is still strong today -
apart from resurrection in the shape of
Galaga 88 and Atari s Blasterolds, 16-bit
has paid homage with Gremlins 3D Galax
and Elektra s Better Dead Than Alien -
and there are enough PD Invaders to
satisfy nostalgic trigger-fingers.

The k ind o f  power-ups and  ex t ra
weaponry we take for granted in games
like kern s R - Type and Rainbow Arts'
X-Out appeared a s  l o n g  a g o  a s
Nichubitsu s Moon  Cres t a (increased
firepower via a mid-game ship-docking
sequencei and Galaga (1982) with extra
sections that bolted onto your ship.

Most shoot  e m  ups  provide ext ra
hardware in the earty stages and balanced
with increased enemy forces. with subtle
variations. In Image Works' Xenon 2, for
example, you start with nothing and have
to prove your skill so that you can buy the
extra goods, so that you can kill more
aliens, s o  t hat  y ou c an  buy  bet ter
weapons.., and so on. It's a case of being
skilled enough to be prepared.

The alternative to masses of hardware is
the blas ter t hat  giv es  y o u  minimal
weaponry against masses of opponents -
as in Williams • Defender or FTL
s  ° I D S ,where you are simply left to hone your skills
and get on with it. Defender surfaced just
10 years ago: it was loud, incredibly last
and it stretched your reflexes to the limit,
Just l i k e  i t s  s eque l  S t a rga t e  a n d
Robotron 2 0 8 4  wh ic h  lo l iowed i t .
Defender contributed the radar that's now
standard i n  s imi lar games .  i t  f u l ly
developed the wraparound world, and it
provided a  mission other than s imple
destruction: t o protect your own k ind
against invaders. I I  established a  lead
which games like Psygnosis• Anarchy.
David Braberts Virus, Logotron•s Star.
Ray and New World Computing s Dates-
torm all followed.

Back in 1981. Scramble was the first
game in which you had to think about
something other than killing, because the
landscape could kill you too. Hard men
dodged through t he second 'swirling
aliens and third 'meteors' section without a
firing a bomb or bullet (except to get fuel) (
only idiots tried the whole game that way.
Scramble created one of the commonest i
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n moulds  for the shoot 'em ups that followed
it: a  ship,  aliens  and  a n  interactive

a landscape,  What would A-Type, Denarl
s Dar i us +,  Sarcophaser. Blood Mone
d Menace.  X-Out and Zynaps be witho
n t h e  landscape to get in the way?in this ki
o o f  shoot 'emup, the predictability el enem
e mov ement  is vital success: if you haven

got a radar, you should know more or le
/ where  and when an attack is going tostrik

e a n d  what its  going to do when it arrives
t M o o n  Pat rol was  the first game

contain parallax scrolling, giving an add
three-dimensional feel. Deciding on I.
type of scrolling fundamentally affects th
type of game produced: it defines the are
within which your ship can move, an
around which all alien attack patterns hay
to be based. Horizontal scrolling is usual'
favoured over the vertical variety becaus
the screen is  wider than it  is  high, so
vertical scrollers give you less t ime
react. Programmers have compensate
tor this in different ways: Xenon 2, to
example, incorporates a  smidgeon o
backwards push-scroll. Sidewinder inc
reases the screen width with sideways
push-scroll -  both methods give extra
space in which to dodge enemies. Elite's
conversions o f  Mar l  Warr iors  s imply
narrowed the playing area to emulate the
corn-op parent's screen proportions

Saga's Zaxxon (1982) masked a weak
game with revolutionary 3D graphics, so
setting the trend for those games which
rely mo re  o n  graphical ef fec t  t han
gameplay. Oddly enough, Sega's Spate
Harrier did much the same thing in 1987.
There are enough games around which
maintain the playability f rom Konamts
Nemesis to Irem's R-Type 2,  but an
occasional graphical marvel promises
much and delivers too little -  like Sega 'sAfterburner,

Great home computer blasters have
been more sporadic, though there are
plenty of great games around which would
sit quite happily in any arcade. The 8-bit
machines spawned plenty of classics, and
it's a  wonder that many haven't been
converted on t o  16-bit '  J e f f  Minter's
off-Peat Attack Of The Mutant Camels
Rabbit 's Parat roopers ,  Nov agen ' s
Encounter (which Backl ash almost
emulated), Ac t i v i s ion
'
s  
P a s t fi n d e r
.

Archer Maclean's superlative Dropzone,
Firebird 's Thrust (a Gravitar clone which
only made i t  onto t he ST),  Sensible
Software's Parallax,  Martech's  Craz y
Comets and Mega Apocalypse (both
loosely bas ed o n  t he  coin-op Ma d
Planets), a n d  Thalamus  • De l t a  a n d
Armalyte are just a few that never made
the transition. Only Grallgold's Paradroid
has made a successful trip from the past -
proving that once you have a great idea for
a game, it's timeless.

The 16-bit  future is  looking a  lithe
brighter, with both X-Out and Turrican
showing that you can combine coin-op
quality graphics, masses of weapons and
aliens and inspired game design to create

superb shoot e m up But  since 1987
which produced Side Arms and Soldier

Of Light) the coin-op front has seen few
nnovations. Tatto created Darius  with

three screens and a galactic map which
needed strategy to choose the best routes.

s, Spac e  Harr iers  hydraulic  c hair a n d
y, graphics  set new thrill standards. But only
ut A-Ty pe really pushed gameplay forward

nd wi t h  its different levels requiring unique
y strategies and weapon combinations. So
't where  are shoot .
e m  u p s  
g o i n g ?  
A n d  
w h a
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ss hav e  been the highlights so far? We asked
e t hos e very  questions of  some of  t he
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e • Bullfrog
a MOLYNEUX reckons that the criterion for
d a n  excellent shoot 'ere up is intensive
e playtesting: "You can't just design one and
y p u t  an alien wave here and a mother ship
e there:  it's got to be played and played and

played." (Bullfrog's own blaster Fus ion
e wa s  tested for a fresh 40 hours each time a
d n e w bug was found). Al the moment Peter
r i s  only playing one shoot 'em up that really

matches up to those standards -  and
that's Gunhed on the PC Engine console:
"it's brilliant, so slick and well-balanced
- Despite the fact that many consider it a
genre in which all the good ideas have
been used up Peter feels that there's still a
lot of mileage in the good old shoot 'em up:
There's scope f or more intelligence,

especially the way in which the alien waves
attack. Instead of just throwing them at you
it could depend on what you do as to how
they react. For example, if you fail to shoot
them they could go off screen and come
back later in bigger numbers,"

Extra weapons are crucially important
"the more the merrier" -  but so far most
have concentrated on improving the ship:
"There's no feeling that you're actually
flying over something and no interaction
with the background." Obviously it would
be far too hard it your craft was damaged
every time it flew over an explosion: "the
lock is to strike a balance between realism
and making it too much of a hassle." An
alternative would be a  damage meter
which s lowly  registered t he effect o f
continuous contact with explosions.

One of his big gripes is with the kind of
games which deprive you of all your extra
weapons ev ery  t ime y ou  get  k illed:
„
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you might as well switch off and start
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GUNS
A M OR TAR  i s
capab le  o f  fi r in g  25
b o m b s in t o  t h e  a ir
before t h e  fi rst  o n o
has la n d e d .

L ASER S a re  so
a ccura te  tha t a
beam ca n  h it  a
target 2 0 m m
a cro ss a t  a  ra n g e
of t w o  kilo m e t re s

GUN M ET AL  is  so
ca lle d  b e ca u se  it
was o n ce  u se d  t o
cast  ca n n o n . I t s  a
h ig h  co p p e r ( 8 8 0
a lloy,  a lso
co n ta in in g  t in  a n d
zin c: i t ' s  lo u g h ,
hardwearing ,  a n d
re sist s co r ro sio n .

THE T WO la rg e st
g u n s e ve r
co n st ru ct e d  w e re
used b y  t h e
Ge rm a n s in  t h e
Siege o f
Se va sto p o l in  Ju ly
1942. T h e y h a d  a n
800mm ca lib re  a n d
were 9411 lo n g .
They t ire d
p ro je ct ile s
we ig h in g  8 .1
tonnes o ve r  29
m ile s.

THE GR EAT EST
range e ve r
ach ieved  b
y  a  
g u n
wa s a ch ie ve d  b y
the H ig h  Alt it u d e
Research  Pro je ct
g u n . I n  N o ve m b e r
1966 I t  fi re d  a
185Ib p ro je ct ile  112
miles into the air.

TEN
RECOMMENDED
SHOOT 'EM
UP FILMS
Alie n s (1986)
Bat t le  Be yo n d  t h e
Sta rs (1980)
Crit t e rs (1986)
The Em p ire  St r ike s
Ba ck (1980)
The L a st
Sta rlig h te r (1984)
Return O f  Th e  Je d i
(1983)
RoboCop (1987)
Star Wa rs (1977)
The Te rm in a t o r
(1984)
Tron (1982)

THE 10 LARGEST
IN THE WORLD
COUNTRY

USSR
China
United States
India
Vietnam
Iraq
North Korea
Turkey
South Korea
Iran

ARMED FORCES

ESTIMATED TOTAL
ACTIVE FORCES

5.096.000
3,200.000
2,163.000
1,362.000
1,252,000
1,000.000

842,000
635,000
629.000
604,000
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ROCKETS
AND PROBES

WAR ROCKETS
propelled by
gunpowder,

charcoal saltpetre
and sulphur, were

described by
Tseng Kung Liang

of China in 1042.
This early form of

rocket became
known in Europe

by 1258.

COLONEL Sir
William Congreve

was the pioneer ol
British rocketry.
His '6Ib rocket'

was developed to a
range of 1825

metres by 1805
and fi rst used by

the Royal Navy
against Boulogne.

France on 8th
October 1806.

THE FIRST
liquid-fuelled

rocket (patented 14
July 1914) was the
work of Dr Robert

Hutchings
Goddard, an
American. It

reached an altitude
of 41 feet and

travelled a distance
of 184 feet on 16

March 1926.

THE LONGEST
claimed range of

any rocket belongs
to the Russians,

On 16 March 1962,
Khrushchyev (then

prime minis ter of
the USSR) c laimed

possession of a
'global rocket • with

a range of 19,000
miles m o r e  than

the Earth's
semi-circumference,

and so capable of
hitt ing any target

from either
direction.

THE HIGHEST
recorded velocity

of any space
vehicle is 149,125
mph. attained by

the US-German
solar probe Helios
B. launched on 15

January 1976.
Helios B also holds

the record for the
closest approach

to the Sun by a
rocket: it  came

within 27 million
miles of the star on

16 April 1976.

THE MOST
powerful rocket

ever is  the USSR's
Energya, fi rst

launched in May
1987 When fully
loaded it  weighs
2400 tonnes and

has a thrust of
over 4000 tonnes:

again A  better alternative would be to
decrease your weapon slightly." Smart
bombs are a cop-out:" If you need one it's a
sign that there's something wrong with the
design of the game."

The ultimate weapon would have lobe
"an intelligent enhancement of a homing
missile rather than an all-over forcefield
and huge laser bolts." It it was intelligent it
could work out the most dangerous targets
in sequence and go for them in turn.
Another alternative would be "a  virus
bomb. Infected ships would fly off and
infect others."

The sickest weapon Peter has ever
seen was an automatic chainsaw in an
early version ol the never-to-be-released
Chainsaw Warrior: "I t homed in and
sliced off your arms, legs and head in that
order." An effect like that wouldn't have
quite the same impact if it look place in total
silence. Sound i s  always  t he "really
hypey" part of  a game
.  " X e n o n  
2  
w a s

brilliant part ly  because o f  i t s  sound
effects." One of Peter's favourite coin-ops
is Taito's Rastan because the "music
rises in pitch and hype when you approach
a dangerous bit. I t 's  important t o feel
you're achieving something audibly as
well as visually."

While weapons  i n  shoot  ' ern ups
become more and more spectacular.
Peter feels that in the real world they are
going to get more and more impersonal:
"You wont  see most targets except on
radar and lasers will cause instantaneous
death. Realistic flight sims would be the
most boring games on earth. All you'd see
would be a blip on the radar one minute and
no blip the next."

ARCHER MCLEAN
Programmer Of
Dropzone
FOR MACLEAN the ultimate weapon is
invincibility. Failing that "something that
destroys everything: a plasma wave that
spreads out from your ship or something
that treezes everything on screen tem-
porarily. But weapons like that shouldn't
come cheap a  decent shoot 'em up
should mak e y ou earn t hem. " Mos t
modern games, he reckons, give you too
much too soon: "Games where you press
the button and about a million things shoot
out all over the screen is cheating. The
classics relied purely on skill."

The ma n  behind t he 8-bit  c lassic
Dropzone has very clear ideas on the
Importance of sound. The most effective
are frightening and irritating al the same
lime: "I n Defender there was an alien
called the Baiter: it used to zap all over the
place making horrific squeaky noises. If
you turned t he  volume down y ou'd
probably do much better.
- In real-life he feels that space ships will
probably end up being completely com-
puter controlled: "In a way we've got them
already - cruise missiles should be mitten
hittiles. S o me  weapons  wi l l  b e  s o
intelligent they'll go for and hit whatever
you want. But you'd need an amazing
Geneva Convention to restrict their use."

On the games side, things can only get
better: "We'll have spherical screen flight
simulators like pilots use and it'll be like
playing Star Wars only nastier and harder.
It would generate all sorts of  different
aliens: you could end up fighting some-
thing that belies all conception arid have to

work out what to do with it."
Virtual reality isanother possibllity: -
T h ealiens wouldn't bear any resemblance to

anything seen before. They could be so
nasty you'll end up throwing down your
helmet and breaking all the tubes
"GLYN WILLIAMS
Programmer Of Warhead
DESPITE the fact that he doesn't consider
himself an expert  on shoot  •em ups.
Williams has some pretty clear ideas about
what he wants from one. He shares Archer
McLean's view that "weapons shouldn't
be ult imate but  highly restricted... The
player isn't in the business ol killing things
quickly -  games should make him work."

In a n y  c as e "enemies  a r e  more
important than weapons. You can give the
player a toothpick but you've got to get the
opponents right." Its not so important that
they're smart as long as you've got "a fair
amount of cerebral challenge." The teal
test is to produce a game that's like a
human being -  unpredictable and intelli-
gent: "There's  always an  element  of
emotional content in a human conflict and
you have to recreate that on screen. It you
don't hale someone or something you
don't want to kill it."

So far he hasn't seen anything that's
been a radical improvement on the basic
shoot 'em up setup. "There have been
updates in technology but there's been
nothing since Delender and Robotron
which has  been  a  v as t  conceptual
improvement. Usually it's just presenta-
tion and big sprites."

Future shoot 'em ups should explore
areas that haven't been covered so tar. "I
could l iv e without  another s ideways
scrolling tentacled thing. That could go on
ad inhnitum but it  wouldn't  be infinitely
more interesting. 3D on the other hand
would make things much more dramatic -
and there are areas like the Zombie genre
and humour that  haven't  really been
exploited You could have games based
on B movies or the alimentary canal. It
would have to be like Fantastic Voyage
genuinely viscous and gloopy with bile
guns to corrode your ship."

In the real world G lyn is less bloodthirsty:
"I'd prefer it if real weapons didn't evolve
from a moral point of view. I don't mind
people playing violent games as long as it
stops them hurting each other."

ANDREW BRAYBROOK
Graftgold
THE MAN behind Paradrold refuses to
commit himself when it comes to defining a
good shoot 'em up: "I don't know. There
are so many different things. It's such a
general term. You might as well ask what
makes a human being."

The golden oldies like Delender and
Asteroids are still among his favourites -
they were "simple and worked beautifully"

but there's always room for progress.
Some of  the ideas that are still to be
covered include a kind 01 civil war weapon:
"A smart bomb would get the meanies to
turn on each other and wipe each other
out .
- 
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tion bomb could "get them all to be nice to
each other."

In general he thinks smart bombs are
primitive: "You can be more selective._

R-type showed a lot more originality in the N U C L E A R
weapons but  it  could have been a  bit  B O M B S
smarter with giving weapons back after A W A Y
you got killed." He feels that Konarni's MODERN fire-power
Salamander went some way to providing consists of
a solution: "The pickups stayed on screen c o m
p h e a j o abut drifted towards the back so you could electronic and visual
pick them up if you were quick." s y s t e m s ,  large

The important thing is to keep a balance teams Of peopleand. inevitably,
between a degree of difficulty and making „p_histicated
everything s o  eas y  i t  t urns  in t o  a  computers and
blood-bath: "Some arcade games grade communications
their meanies  s o  t hey  g e t  t ougher The most complex
depending on how many weapons you've o
w
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got. You can't make them equal to the derive their
'player. because the extra weapons are a explosive force from
reward, but you can make it slightly harder, fundamental atomic
You can do it  in a way that the player reactions Onginalresearch into their
doesn't really notice." m a n u f a c t u r e  was

As tor the future, Andrew reckons the carried out in Britain
shoot 'em up is far from dead
- " T h e  n e w  
i n  
1 9 4 0 .  
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console hardware like the Sega Mega- transferred to the
drive means that you'll have more pretty U
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graphics, and more objects running at 50 enter
ed
Manha e
P r o j e
c t :

frames a second." Shoot 'em ups "will still direc te
d b
y
be around because they're games that still oppenheirneri.
sell We' ll just add some new twists." T h o u g h  the bombs

At heart, Paradroid Andrew is a pacifist: have become ever
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any more. I've been really encouraged by three major
recent events G las nos t  and the Berlin development
wall -  and I think we've gone as far as we stages.
need to. A good weapon would be one that
selectively picks off politicians because
most people don't want to fight."

It's one reason why he thinks there's
something sinister about  experiencing
virtual reality inthe guise of enviro-suits: "It
could blow people 's minds and make them
very reclusive. That would totally devalue
social sk il ls  a n d  breed a  r ac e  o f
psychopathic killers. Games are just for
entertainment They shouldn't be a way of
life."

MANFRED TRENZ
Rainbow Arts
TRENZ, original designer ofTurrican. has
very clear ideas about what makes a good
shoot 'em up. He's a keen coin-op blaster
himself and  has  spent  hundreds o f
Deutsch Marks on Airbuster, Gradius,
Nemesis and R-Type 1 and 2, most of
which he's finished. The excellent shoot
'em up formula has to include "very good
steering, the right weapons. a screen f ul l
of enemies, lots of special effects and very
good graphics." The best effects are the
ones which surprise you in some way: "In
Latin Fighter a big ship comes down from
above and suddenly shnnks to your size. I
was so shocked when it happened that I
got killed. That was really clever."

Favourite weapons include a powerful
multiple shot (preferably one which fills the
screen) or a big laser flash which wipes out
everything: "A t  t he end o f  The  Las t
Startighter the hero activates a  huge
weapon. I've never seen it in a shoot 'em
up but it'll be in my next game. It's THE
weapon." He's  convinced that in future
shoot 'em ups are going to oe approached
by a  huge development t eam which
concentrates on technology and design.
It'll be something like a film crew: "four or
five programmers. four graphics artists,
one or two musicians and a couple of
directors and designers!'

ATOM
BOMB
THE ORIGINAL
weapon relied On
the use of a
chemical explosion
to trigger a chain
reaction The first
eXplOSIOn w a s  a t
Alarnagordo, New
Mexico on the 16
July 1945 The first
use in war was three
weeks later over
Hiroshima.

HYDROGEN
BOMB
A MUCH more
powertul weapon
which relies on the
release of
Mermo-nuclear
energy by the
condensation of
hydrogen nuclei to
helium nuclei (as
happens ifl the sun).
The first detonation
on earth was at
Eniwetok Atoll in
1952 by the USA,
through the
triggering of tritium
by an ordinary atom
bomb

NEUTRON
BOMB
AL I ER NATIVELY
known as the
Enhanced Radiation
Weapon (ERW). this
is a very small
hydrogen bomb
which has relatively
high radiation for the
minimal blast
capabilities it offers
It's designed to kill
fin up to six days)
by a brief neutron
radiation which
leaves buildings and
weaponry intact.
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AN INTRODUCTION
---,S BRIEF foray into the wonderful world of weaponry is not a definitive
;Joe Far from it. its provided to give the casual consumer a general taste of
u-at is available. Heavens, if  we covered every available weapon and
cadecraft available we'd need volumes. Incidentally, the different craft types
ad be covered in the future. Enjoy...
WAY OF THE following specific weapon
aces are  more  widely  available a s
welardised or inferior clones: the follow-
mg collection represents either the first use

such a weapon, or its current highest
gicnnological expression. The groupings
al Bombs, Lasers, Missiles and Other
armaments are intended only as a reader
sc. and the authors accept no respon-
moldy for inaccuracies of classification.
zor a  general selection o f  t he mos t
mwerful weaponry around, buyers are
*erred to the following outlets: Xenon 2:
Ilegablast (Lasers, Missiles, Front, Rear
and Side Shots, Drones, Mines and Smart
Bombs). X-Out (Single Laser to Three-
*ay Fire Range, Bouncing Bombs. Smart
Bombs. Missiles, an Electric Bow, Flame-
T)rower, Shields and Guided Drones) and
Tarnow (Mines, Lasers, Bullets, Lightning
Weapon, Grenades, Energy Weapons
and a  un ique  Gyroscope Def enc e
Mechanism),

BOMBS
BOMBS have always split buyers into
purists and thrill-seekers, Thrill-seekers
go straight for the easier-to-handle items
such as Standard Smart Bombs, Track
and Plas ma Bombs  -  weapons  o f
maximum ef fect  f o r  minimum effort .
Purists like to think before they kill, and will
often opt for the NovaBomb, the Nova
Smart Bornb or  t he Energy Bomb -
weapons which require skill to manipulate
and a lot of  effort to acquire Nostalgic
purists are often found hanging around the
older outlets such as Defender, where the
limited smart bomb capability still draws
the investors.

NOVABOMB
DESCRIPTION
Large nuclear bomb, detonabon de terrnaleg by the user
FEATURES
Although the NovaBornb !staled with a nose-cone impact
detonation device 'thus exploding on contact with the
ground, an enemy installation or a shketill, iitS pOSSibla to
detonalt it  at any pont between launch and a we d  if
required I n  either case the atiplOSion releases a huge
nuclear tirebaa with a  we e  Mast range and almost
irresistible torce On ly the best Mended installations
and crali are able to withstand its power
AVAILABILITY
0105

0
-
1
-
9
-
4
1

UPS: THE HARDWARE FACTS

PLASMA BOMB
DESCRIPTION
Sheri range bouncing bomb on ly avaaable in  paws
FEATURES
A unique control mechantsmfittedloyour craft allows this
twin terror t o  be  unleashed f rom two  independent
tenffxlaunChers There's a saght clotted between each
bomb, gong you the cornionable guarantee that it  the
first one misses the alien installations, the second one
will wipe the smiles oft thee slimy laces Plasma Bombs
aLso have regenerative capability once fined, they ate
yours for lite
AVAILABILITY
Zynaps

STANDARD SMART BOMB
DESCRIPTION
The ultimate deterrent weapon capaDio u i dicaruying
everything in the immediate vicinity of your craft.
FEATURES
The lartifful Standard comes in two basic models The
'limited impact bomb is one for the aces a  eeStrOyS all
weaker enemies, eaves larger ones crippled and cracks
the hua of any freghlers or afien careers, torong them to
dischanw Mew load Th e  'total annihilation va rie ty
!,avetes less cord usdon amongst enemy ranks, since t
destroys everything in sa r i a  weapon of last resort
winch has saved many a pilots skin Smarts come as
sonic beams, pultie beams, exceDding missiles, or simple
multi-purpose annihilators; make sure that what you buy
is COmpabble with your craft. A final word ot advice these
weapons h a ve  aboays su lte red f ro m  distribution
problems and so are constantly in Stonn supply -  don I
squander them!
AVAILABILITY
Scarce numbers available o n ly i n  limited Outlets
Individual corporations have patented their own design
so the Standard comes in many disguises: keep your
ealleis ready tor the Devastator Anarchy). Neutron
Bomb (Better Dead Than Alen), Zap I Xenoe 21, and so
on. It in doubt, ask your supplier.

TRACK
DESCRIPTION
Pseudo-intelligent terrain huggreg X•tronsb
FEATURES
One of the eatbest attempts to create a tomb that thinks
about what  it ' s doing. t h e  Track i s  o n ly W e l l y
successful I f  skirls the edge ot any given landscape in
which it et launched tor a ,
limited period, destroying I
weaker installations Only '
Research in t o  t h is
w e a p o n
-
t y p e  
I S  
n o
w  
c h
s -

odninigd
AVAILABILITY
Cybernced 2

LASERS
MUCH OF THE major research into this
deadly accurate at tack  sys tem wa s
initiated on Earth in the late 20th Century,
though it's been developed into a highly
effective weapon since then. Most laser-
based weapons systems work  on the
principle of' focussing an intense beam of
light at  incredible temperatures onto a
target -  there are very few metals, plastics
or rock classes able to resist it. Unlike
bombs and missiles, i t ' s  capable o f
high-speed emiss ion and long range
penetration, making it an essential aid to
any combatant. The list below discounts
the various types of  regular laser now
considered bas ic  equipment  i n  mos t
defence units across the Galaxy -  if you
haven't got one already, it's assumed that
you will be able to pick up one of these at
most good hardware outlets. -

EMERALD LASER
DESCRIPTION
Intermittent laser powered by energy extracted from
a rra ,  al i t ,
FEATURES
Although it  looks and acts lee  a  standard laser. the
Emerald has several power-up m o le s For this reason
its favoured by many of the Galactic hotshots. At weaker
levels a s barely effective against aggressors, so may
prove unsuitable ire thqhf nOviCaS Al Pieper levels it's en
unsitippabie a sse t  t o  a n y cra f t . I t s  a lso  worth
considering the manufacturer a guarantee of 100 per
cent reliability
AVAILABR ITV
Battle Siggeoron

MACRO LASER
DESCRIPTION
Wide-berm side-mounted drum. laser
FEATURES
Some weapons benefit from power-ups. and the Macro
eser i s  One o f  them T o  make  lu l l  u se  o f  i t s

plasma-packing potential, you need plenty ot extra booet
-  i t  yo u  la ck cred its. torget rt . On  lu ll b last  i t s
unstoppable sta te of the-art atloiratallen equipment
that haste be Seen 10 be believed For the wealthy who
can afford the tracking and COMMarbeat100 systems
necessary to keep the gent in place more than one can
be tilted
AVAILABILITY
Xenon 2

REFLECTION LASER
DESCRIPTION
High irrenetratoon b e a m  vetecti senses its targets
according to mechanical vibrations
FEATURES
One al the most intell gent weapon designs yet to appear.
the Reflection Laser is widely respected Dy opponents
theOughout the Galaxy. When fired it  thes ofl at a  45
degree angle and is deflected by inanimate terrain.
destroying any ground installations in its path and gluing
encroaching airborne enemies a nasty surprise. It comes
in one strength only, bet once fitted the power unit
r sooner !COS the beam almost immediately tom
es l o n g  a syour shb  needs it
AVAILABILIrt
R-Type last  use i Also  available torn Dena ns known as
Lightning Blitz Shot)

MISSILES
EVERY new craft should have missile
launchers or lasers fitted as standard -  if
yours doesn't, lake it straight back to your
dealer and demand a refund Once you get
the basic kit, you can experiment with the
items from the list below. Homing missiles
are an old favourite. but beware that you
don't get your lingers burnt: there are
homers around that fl y like slugs and
wouldn't catch up with the target in a million
years. Check the fuel composition and the
thrust capability  before buy ing -  i f
necessary, ask for a demonstration.

HOMING MISSILES
DESCRIPTION

tde and target impacleelonated mis-
sies
FEATURES
Apart fromtheobnOusadventagethat homers have over
other kinds ot missile, themes the added bonus at a
moderate firing rate. Ityou are in a tvght situate. and can't
afford to concentrate On every enemy around yeah
there s no more reassuring tooling than the knowledge
that you can unleash large quantities 04 homers and gel
on with the rest o f  your life Make  so ,*  yOu ge l the
tur00-boost kind, o r you tryavataaiirry
Xenon Xenon 2 . Many a sh now have a  standard
mitre' ace titled slowing them 10 We p t  a  variety Or
WINN; missile types
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PSEUDO-STELLAR MISSILE
DESCRIPTION
Deep space missile, unsuitable for planetary use.
FEATURES
One oil the newer models in the hardware handbook, this
not only euirwiales the target onto which it is locked but
also has an effective kill range which can, if you aren't
careful about keeping your distance. include you A very
powerto weapon not recommended tor general use.
AVAILABILITY
Warhead

OTHERS
THERE are plenty of additional specialist
weapons which can make life in a hostile
environment more  palatable.  Part ic le
beams, cannon, mines, drones and freeze
weapons are lust  a  f ew of  the more
conventional opt ions  dev eloped b y
weapons corporations in the past f ew
years — a selection of those and some of
the more unusual armament types is listed
here. For  a  fuller explanation and a
broader catalogue, contact your local
dealer. -
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ANTI-MATTER PARTICLE
BEAM
DESCRIPTION
An offshoot a l laser technology. offering tongue
near-total destructive capability
FEATURES
Once it has achieved rue power, the AMP Basin
unleasheS deadly and accurate high-concentrated
blasts nr pure energy The  firing rate is amannialY
repel tor a  weapon of as size and strength, with the
added bonus that the manufacturers provide a rear
shot adaptor as standard I ts one weak spot is that
cuts a  narrow swathe throtigh the enemy, and can
leave the ship vulnerable to side attack.
AVAILABILITY
Battle Squadron

41,

DRONE
DESCRIPTION
Remote device, usually side-mounted Type varies
according to outlet.
FEATURES
This ideluely conceived item of hardware usually
performs one of two functions. Some pikes prefer it
to act as invincible 'outrider', providing linseed shield
protection around the craft others customise, it with
their own weapons systems, creating a drone with a
tiring capability Fonder le the ship to which it is
attached.
AVAILABILITY
Moderately common. Some of the most effective
found in Xenon 2 (which spews bullets in 16
directional, Menace le  swipe shield drone) and
R-Type (acts as an extra weapon-cum-shieldl

THE FORCE
DESCRIPTION
Mobile drone.
FEATURES
Its often been said that the R9 tighter set the
standards where others followed, not least in the
design of is unique drone. Known as The  Force,
it's easay attached to the front a l rear of the old AS
model (unlortursalety its incompatible with other
sPaceCraal and can be discharged where required.
Connected to the craft it increaSeS the firepower; as
a remote, the plot can guide a (roughed towards
forward reverts whore its innerAble exterior and
powerful weaponry prove useful aeies in any combat
scenario
AVAILABILITY
R -Time

MAGNETIC TORPS
DESCRIPTION
Spewncal votectileS reputedty composed of pure
energy
FEATURES
With a  widespread launch angle, these emissions
often catch the enemies that others miss, and are
useful on thwarting clandestine side-attack&
However:what you gain in angle yoz),J tose
accuracy skilled enemy plots have been known to
negotiate the gaps.
AVAILABILITY
battle Squadroe
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MAGMA WAVE
DESCRIPTION
Pulse-weapon generated by the enesSiOn or heat
from molten rock_
FEATURES
A collector s item, and a good all-round °decisive
weapon I ts unique combination Of speed. power and
accuritiN (with a wide.angle beam and long durattO0
make it a must tor attemative arms dealers
AVAILABILITY
Bartle Suuadron

RIPSTAR
DESCRIPTION
Multi-directional spray tire.
FEATURES
The drawbacks of the Ripst
'
ar a r e  
o b v i c d s
-  o n l y  
o n e

can be fitted to your ship at any one time, and Only
handful were ever made. However, the 360 degree
rapid-tire effect is a oettain saviour in times of
trouble and boyerS are advised to purchase one
talus adaptorl at every opportunity An  interesting
note tor trivia tans the Ripstar is reputedly based on

w e n  ludven as the 'Death Blossom , a  fictional
tern cff hardware from the film The Last Starlighter.
AVAILABILITY
Filestmoods

PERSONAL
WEAPONRY
FOR THE individual who, for one reason or
another, prefers t o  tackle t he enemy
single-handedly on its home planet, this is
a list of standard items he should seriously
consider taking along. Bounty hunters and
freedom fighters alike would do well to
mimic the inventory list of  Turrican: this
includes an option of  lasers or bullets,
grenades, mines, a combat enviro-sult,
limited smart bomb, lightning weapon and
transformer technology. Other weapons
are available (such as  flame-throwers,
napalm bombs, etc) b u t  the keyword is
variety. You never know what you are
going to face on an alien world.

FRANHAM P-111
'MEGADEATH'
DESCRIPTION
Shcm4er arm 9 no
FEATURES

We the three-pronged Zarman T90 Killornalic. this is
standard issue for Bad Company troopers_ The
Megadeath offers grousall-hurning energy-hoops with
an unparalleled bring isle  anywhere in the Galaxy.
We  the addition of power boosters (Currently in
limtled supply), the rate increases lureser, classifying
the as a Weapon e l Maximum DestructiOn (Mq()).
The Farnham P 111 is not recommended kt  children
under the age of 14
AVAILABILITY
Bad Company

LIGHTNING WEAPON
DESCRIPTION
Hand-hold oluo:Incal discharge weapon
FEATURES
Ttus is one of the most ruthless private arms
available on lull power its range and strength are
enormous, making it deal for mule purpose use. A
small transformer titled to a standard laser gun
converts electrical emissions into a controlled beam
whose harsh rasping noise is guaranteed to lemfy
any opponent. 11 even comes with a tree 90-day
warranty. makkng it a must for individual and
corporate purchasers alike.
AVAILABILITY
Torman

OTHER HARDWARE
IF THE latest weaponry isn't what you
want, many hardware dealers now stock a
wide variety of customised bolt-on extras
for personal and spacecraft use. The
following catalogue extracts are by no
means comprehensive. offering a mere
taster of  t he full range (available on
request), a n d  discount ing t h e  more
obvious and widespread extras available.
For example,  t h is  catalogue doesn't
include the vaned methods of obtaining
extra ' lives' (le:  c loning spacecraft or
body-armour) or fuel boosters (speed upsi
during combat, since these can now be
tailor-made for the individual purchaser.
Similarly, most stores stock hundreds of
types of fuel scoops, power refills, radars
and rea r  s hot  adaptors,  a n d  many
proprietors will be  only  t oo willing t o
discuss an autofi re trigger option. Lastly, if
you shop in the right places, its possible to
have a kill-counter fitted to your weaponry
— in certain sections of the Galaxy kills are
traded for bonus points or credits at the
nearest space station.
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GRAPPLING ARM
DESCRIPTION
Telescopic arm with manual retraction capability
Personal use only
FEATURES
Combat hardware cloosn t come muds oilier than this
- even so. it's an essential Ion any lightweight
indrodual wishing to infiltrate enemy bases. The
manulacturers stress its advantages particularty in
mrigle and interior scenarios, where the grappling
arm s mechanical hooks 'find easy purchde
Indrorluals are dissuaded from using it on ice worlds
AVAILABILITY
Bionic Commandos
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THE POWE BEAKS THROUGH...
W I G A •

I A C T I O N
REPLAY

ONLY
E59.99

POST FREE

THE WORLD'S
MOST P O
W E R F U
L
FREEZER-UTILITY

CARTRIDGE IS HERE

TM

JUST LOOK AT t H  UNMATCHED RANGE OF FEATURES
•

•  AMI G A ACTION REPLAY SIMPLY PLUGS INTO THE EXPANSION PORT OF YOUR AMIGA 500 AND
GIVES YOU THE POWER TO FREEZE MOST ANY PROGRAM, THEN YOU CAN:-

•  SAVE P ICTURES AND MUSIC TO DISK
Pictures and sound samples can be saved to disk. F i l e s
are [FT format suitable for use with all the major graphic
and music
, 
p a c k
a g e s
.

•  S LO W MOTION MODE
Now you can slow down the action to your own pace. Easily
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through the tricky parts!

•  S AV E  THE ENTIRE PROGRAM IN ME MO RY  TO DISK
Special compacting techniques enable nolo 3 programs to
fit on one disk. Un i que  FDOS power means that the pro-
grams reload at upto 4 TIMES FASTER than Amiga Dos -
even indt-pendantly of the  cartridge.
•  UNI Q UE  INFINITE LIFE /TRAINE R MODE
Allows you to generate more and even infinite lives.
fuel. ammo etc. Perfec t as a trainer ntode to get you
past that "impossible" level. V e r y  easy to use.
•  S P RITE  EDITOR
The full sprite editor allows you to v iew/nu:04  the
whole sprite st-i including any 'attached' sprites.
•  V I RUS  DETECTION
Comprehensive virus detection and removal features to
protect your software investment. W o  s  with all
presently known viruses.
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MORE FEATURE THAN YOU COULD V E R  NEED. HERE ARE JUST SOME;
Full M68000 Assembler/Disassemb r  •  F u l l  screen editor I L  L o a d  /Save bloc k •  Wr i te  string to Memory

•  J u m p  to specific address •  S h o  R a m  as text •  S how  Frozen picture •  P l a y  resident sample
•  S how  and edit all CPU registers and 1ags •  Ca lcula tor •  H e l p  command •  F u l l  search feature
•  Uni que  Cutom Chip Editor allows you to see and modify  all chip registers-even write only registers •  , Notepad

•  RE S TART THE PROGRAM
Simply press a key and the program will continue where
you left off.

•  F UL L  STATUS REPORTING
At the press of a key now you can view the machine status.
Including Fas1 Ram.Chip Ram, Ramdisk.Drive status.etc.

•  D i s k  handling • show actual track. Disk Sync pattern Etc. •  Dy na m i c  Breakpoint handling
•  S how  memory as HEX, ASCIL Assembler, Decimal •  Coppe r  Assemble/Disassemble.

REMEMBER AT ALL TIMES YOU ARE INTERROGATING THE PROGRAM IN I TS  "FROZEN" STATE WITH
ALL MEMORY AND REGISTERS INTACT.-INVALUABLE FOR THE DE-BUGGER OR JUST THE INQUISATIVEI

HOW TO GET 3 U R  A 4  ACTION REPLAY...
TELEPHONE (24 His) • 0 7  2  7 4  •  CREDIT CARD ORDERS ONLY

WE WILL DESPATCH YOUR ORDER QUICKLY 6 EFFICIENTLY TO EN AKE YOU TO START RECIEVING THE BENEFITS OF YOUR PURCHASE WITHIN DAYS NOT WEEKS.
ORDERS NORWLLY DESPATCHED WITHIN MIIHrs.

ALL C H EW E.5/POSTAL ORDERS MADE PAYABLE TO...
DATEL ELECTRONICS LTD.,

=  G O V A N  RD., FE NTON INDLISTP• -  ' ' ' O K E - O N - T R E N T ,  ST4  2RS, ENGLANDTE C H N IC A L/C U IS TOM E R  S E R V IC E  0 7 8 2  7443114
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CD!
CD-I: What is it? Will it really become the
medium of tomorrow? What will it look
like? And how much will it cost? Christina
Erskine attempts to throw some light on the
subject

ASK ANYONE what exactly CD-I  is, and
the chances are they  wi l l  t e l l  you it 's
• interactive television' — which isn't really a
lot of help.

CD-I  is  in fact the t it le given by  the
international companies Philips and Sony
(later joined by Matsushita) to their jointly

produced standard for a machine specification and its software.
The idea is to he able to mix data culled from different types of
visual and audio media on a single compact disc (as opposed to a
floppy diskette) and t o give users control over how this is
presented and manipulated on-screen.

A full CD-I system comprises the disc unit itself, which looks
very much like a VCR-sized CD-audio player, linked to your
television and hi-fi  system, plus an infra-red remote control
device. There is no separate com pu ter in the pack age. since CD-I
— unlike CD-ROM — is a complete system in itself. It's being
launched in the US next year, and we will probably see it in the
UK in 1992.

The data which is digitised onto the compact disc can he text.
computer-generated graphics,  v ideo.  s t i l l  photographs.
animated drawings, speech. music, sound effects, and so on. It
can bc  programmed on the disc as a game, a cartoon, a
sound-and-vision encyclopedia, or a multimedia 'book', Both
Boeing and Renault have produced compact disc versions of
their flight and car manuals respectively, where the mechanics
can stop the text and diagrams at any point.zoont into the picture
in more detail. to identify parts, replay any of text explanations ot
visual presentation of the procedures, and so on.

Using the remote controller,  you can interrogate' the
programs. influence the action, jump to different parts of the
disc, and so on,  depending on how the software has been
programmed.

Because the on-disc data can be sourced f rom so many
different media. CD-I is e x t re mely versatile. Ort hodox software
publishers only count for a few of  the developers who have
already been signedup to produce CD-I titles — hook publishers.
record companies, and fi lm and animation concerns are all
interested
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children's cartoons, a CD video jukebox for use in record shops.
games which hear about as much relation to the current crop ol
ST-Amiga titles as a Porsche does to the horse-drawn cart, vast
video-based databases with full cross-referencing and interroga-
tion facilities, and of course the vertical market handbooks and
textbooks.

•I'his last application aside, the pioneers of CD-I Ph i l i ps .
Sony and Matsushita — aim to create a market for the system
which will soon see it stacked upon the living room shelves in the
same way as the TV, video, stereo system (and to a lesser degree
the home computer) are today.

Such a level of ownership is a long way off, but publishers who
are developing titles for the system are cautiously optimistic
about its chances: "For CD-I  to be a mass-market success, it
net cls to attract a larger market than computers have done. It
needs to attract people who've never touched a computer before

women and girls, for instance," thinks Cinemawarc's head of
product development, Dav id Riordan.  B u t  only  around
50,000-100,000 people will buy at the initial price: $500 is the
magic figure t h e n  it starts to become a mass-market product

GREAT WHITE HOPE OR
GREAT WHITE ELEPHANT?

"With CD-I
you are

talking about
spending
mini-film

budgets. It's
a very

interesting
concept, but

we would
only

consider
writing for it
if it was in

co-operation
with a film
or record
company."
Geoff Heath,

Head Of
Mindscape UK

"People will
expect a
massive

amount of
stuff in a

game. The
lead time to
produce a

16-bit game
is now six to
nine months

and to do
anything on

CD could
well double

that."
Peter Molyneux,

Bullfrog
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and you'll see an explosion of sales."
If Cinemaware is waiting for the price to come down. here in

the UK,  Virgin's William Beckett believes success lies more in
terms of  sheer number of  machines sold: " I f  they can sell
200,000-300,000 CD-I and CD-I-related machines in the States
by. say, the end of 1992, — then it will pick up speed."

"It's like going hack to the beginning of home computers.
You've got this new thing which is interactive, fun and parents
can see the educational content. But it's not a mystical machine
like the ZX8I or BBC B. There's no keyboard, so you take away
that key element of  fear," explains Mirrorsoft 's mult imedia
manager Jon Norledge.

From the original audio compact disc (pioneered by Philips
itself as a development from its Laservision product ) it was only a
short step to transferring other digital data — such as computer
programs o n  to the medium to create CD-ROM,  with the
added bonuses that compact disks are more durable, certainly
than fragile 5.25" floppies, and their capacity is around 1,500
times bigger than a standard 360K disk. Attached to a CD-ROM
drive, the computer can control the access to the software. You
can't write to a CD, but you can choose how to manipulate the
information contained on it, and which hits of the disc you want
to access.

CD-ROM can also mix different types of data in the same
program — sound, or computer programs, or visual images, and
so on. Enter Philips and Sony and the development of  a
worldwide standard for an interactive system which would not
require an external computer and would be affordable, The
result is CD-I.

One of  the difficulties in explaining CD-I  is that once the
general idea is understood, the possibilities are virtually infinite.
This is also the factor that many potential supporters fi nd
daunting. It's one thing to spend six to nine months writi ng code.
sound and graphics routines for a I6-bit computer game, where
you have a limited amount of RAM to hold any one stage of your
game in, and a finite amount of disk capacity. It's quite another
when you have 550Mb to fill, and a wealth of different formats
from which you can source your data, plus of course, all the
cross-referencing routines needed if  the product is to be truly
interactive. Th i s  i s  wh y  publishers a re  t alk ing about
development times of at least two years, and budgets of at least
$200.000.

"With CD-I you are talking about spending mini-tilm budgets.
It's a very interesting concept and very exciting, but we would
only consider writing for it if it was in co-operation with a film or
record company." explained Geoff Heath, head OI Mindscape
UK_ "People who buy CD-I will expect to have true multimedia
software. We are looking at it but it's a major investment,"

Pete Molyneux at programming outfit Bullfrog is alsocautious
about conventional software publishers' ability  t o  deliver
product that is weighty enough to meet public expectation:
"People will expect a massive amount of stuff in a game. The lead
time to produce a I6-bit game is now six to nine months and to do
anything on CD could well double that."

The lead time to bri ng out the hardware has been long enough.
CD-I  was first announced in 1986. The delays in getting the
machine ready to launch have got much to do with the late
addition of Full Screen Full Motion Video, which has attained
something of  a sacred cow status in terms of  CD-I ,  to the
standard.

In order t o offer a higher specification than potentially
competing formats, FSFMV had t o  be inc luded i n  t he
specification. Af ter a lot of  work on improving the quality of
video images when played through a CD- I  unit ,  and the
development of a FSEMV cont roller/decoder for the machine by
Philips/Sony i n  conjunct ion wi t h  t he Japanese company

WHO'S Dom
WWI FOR

COMPANIES
licensed to

produce CO-I
hardware systems

include Philips,
Sony, Yamaha,
Sharp, Sanyo,

Matsushita and its
Subsidiary Pioneer,
Ricoh, Fujitsu and
Grundig. Sony has

already shown a
prototype of a
portable CD-I

system, with a
'footprint' about

the size of an A4
sheet of paper, at

a recent
conference in

London.

SOFTWARE In The
US: Map publisher

Rand McNally is
putting its US atlas

on to CD-1

THE SMITHSONIAN
Institute (a
museum in

Washington
equivalent to the
British museum)

has nearly
completed

Treasures of the
Smithsonian, a fully

cross-referenced
guided tour to the

museum's exhibits.
with descriptions
and background

detail on each
available at the

touch ol a button
(the idea is to bring

this out at the
same price, C49.95.
as the coffee table
book which is the

standard 'hard
reference' guide to

the museum).

EMGMicroware's
Listening Booth

jukebox is
designed to be

installed in record
shops, and to be

used in much the
same way as the

listening booths ol
the 1950s and

1960s, Choose
tram a list of types

of music you are
interested in, then

from the next
menu down

choose a particular
artist or group,

from the next
menu a particular

track, and you can
not only hear the
CD-Audio record
played, but view

pictures at the
artist performing at

the same time. It
won't be too long

before data
compression

techniques have
Improved to the

extent that instead
of buying albums
and music videos

separately, you can
buy the album with
synchronised video

combined, on CD.
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CHILDREN S TV
Workshop has a

series of animated
cartoons fps young

children.

CAESAR'S World
has Caesar's World

of Gambling (Las
Vegas on a

compact disc).

BRITANNICA
Software is putting

encyclopedias on
CD-I, as is  Grolier.

TIME-LIFE Books
is developing a

series of
educational,'
Information

baSed On some of
its titles, especially
the wildlife series.

ABC Sp o r t s i s
producing

interactive sports
games, one. Palm

Springs Golf, is
nearing

comple tion.

HANNA-BARBERA
Home Video is  also

producing
cartoons. Other

publishers s igned
up inc lude

Harcourt Brace
Jovenovich, The

Sporting News,
and Parker

Brothers.

CINEMAWARE has
a 'movie' version of

Wings, its fi rst
world war Hight

s imulationigame
ready for CD-I's

launch. "It 's  more
like Blue Max than

its Amiga
computer vers ion,"
said David Riordan,

Clnemaware also
wants to develop
versions of soap

operas and TV
game shows on

CD-I formats.

IN EUROPE:
German

conglomerate
Berteismann,

Hachette (which
Includes Grolier on

this s ide of the
Atlantic), are

developing
programs.

MAXWELL
Communications

has Mirrorsoft
under its  wing,
developing the

Guinness Disc of
records for CO

formals, as well as
Berlitz, which is

producing foreign
language courses.

THE VIRGIN
Mastertronic group

also has CD-I
protects underway,

though these will
be educationally-

oriented
information

database style
products rather

than games.
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formats is precisely what Philips/Sony have been trying to avoid.
But does this matter? Not everyone thinks that the emergence

of different types of interactive CD systems is necessarily a bad
thing. The more companies there arc blowing the multimedia
trumpet. the better. -
W e  w i l l  
d e v e l o p  
f o r  
a n y  
f o r m
a t  
t h
a t  
w i l l
s e l l

into t he  marketplace," says Domark 's  Ma r k  Strachan
cheerfully. Equally carefree is Virgin's William Beckett: "Let
them fight it out." Cineinaware, however, would like to spend
more time developing original product and less time converting:
-
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Nintendo has in the console market. so that we have a huge
market to address, not three or four smaller ones all needing time
spent on  conversions -  y ou waste a  lot  o f  t ime doing
conversions."
• CD- I  is going to happen. Philips is now selling development
kits to interested companies. Around 35companies in the US are
already developing for it, with over 100 expressing a firm interest
in Europe and many more in Japan. Big Japanese names such as
Pioneer, Sharp. Sanyo and Yamaha are developing CD-I
hardware units -  and their marketing muscle alone comes to
hundreds of billions of dollars -  Commodore's resources and
effort can be best seen as gallant in comparison.

What Commodore's CD-TV could do -  and, many people
think, should do -  is to point the way forward for the home
computing industry. "I ' ll be very interested to see what happens
in Europe, because Commodore has some very good people
involved and the Amiga is so strong over there," comments
David Riordan of Cinemaware.

Firstly, because by being sold as 'just another brown goods
product', ie:  a  piece o f  consumer electronics no  more
complicated than your VCR.  i t  could fi nally  take leisure
computing out of its hobbyist niche market into the mainstream,
and because of the impact which compact disc has on piracy.

All software publishers will tell you that piracy is killing the
computer industry, to the extent that it has become a truism. It
would be presumptuous to say that CDs are impossible to pirate,
but al least they aren't the gift horse that cassettes and floppy
disks are.
Given that Atari isnow predictably making
noises about a CD-ST. kind IBM is showing
interest in CD-ROM,  it  may not be too
long before all home computers look like
CD-TVs -  with the bonus that keyboard
junkies can still attach all their computer
peripherals on to the unit if they really want
to

Matsushita. they have been able to a
n n o u n c e   
t h a t ,  y e s ,  
F S F M V

will be available in the standard launch specification.
The inclusion of '  FSFMV has both its champions and its

doubters. Psygnosis boss Ian Hetherington says, -
I t ' s  e s s e n t i a lfor CD-I  because of the way the machine is perceived. It is the
key feature which lifts it above CD- RO M,  and immediatots
aligns the product to the audio-v ideo world."

But full motion video takes up an awful lot of disc capai.it
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video footage -  no sound. no subtitles -  you would get around
(0-70 minutes of digitally recorded film. At this level, it might as
well be on a long play video cassette and be eight hours long, and
never mind the multimedia concept. Thanks to this aspect, you
can expect applications which take advantage of FSEMV to; a)
use it mainly in screen windows, and b) not to use too much of it,

The family in general is used to full motion video on the TV
and VCR.  therefore it's very important," says Jon Norledge.

But since you can only get just over an hour on a disc, it's going
Co be used judiciously, and in combination with the other
elements."

David Riordan of Cinemaware also reckons that full motion
video is a huge point in CD-I 's  favour, but Mark Strachan of
Domark isn't so sure. "Let 's say you're playing an adventure
game. You're in the grotto -  what do you do next? Every single
option you might take must have a cinematographic solution -
you must fi lm it, then digitise it. Terribly unwieldy."

Now families are only going to storm their local Dixon's for
CD-I  units in hundreds of thousands if they know what they're
buying, and already there is a wealth of confusion over differing
CD standards. It's ironic that simply because Philips and Sony
have spent so long hammering out their standard, wooing
publishers to develop for it, licensing hardware manufacturers to
produce their own systems to Philips/Sony's specification, that
other interactive CD formats have cropped up. Remember that
both Philips and Sony got their corporate fingers burned with
video cassette standards -  when 2000 and Bctamax lost out to
the technically inferior VHS.

The delays suffered by  CD- I  have begun t o let  in  the
competition, and inc ompat e interactive CD formats, and the
one that is  of  most duet._ interest t o the games software
enthusiast, and is  much i n  the news at  the moment .  is
Commodore, with its CD-TV.

The Commodore CD-TV is NOT a CD-I  machine, despite
some of the reports, in the sense that it does not conform to
Philips/Sony's standard and it  is  incompatible with it .  The
CD-TV is a CD-ROM drive with a built-in Amiga 500 board.
This board enables the CD-Tv  to be sold as a standalone device
(not attached to a computer) as CD-I  wil l be, but it  is st ill
Amiga-dependent. You cannot take an IBM CD-ROM disc
and play it  in a Commodore CD-TV.

However, many  o f  the most  common applications f or
CD-ROM,  such as these text-based interactive books o r
databases, consist to a certain extent, of  plain text, making
conversion much easier. And once companies get into the swing
of using video footage , and sound samples in CD-ROM or CD-I
based titles, they will be able to build them up into large libraries
or databases whic h c an b e  used o n  more  t han one
computer-dependent format. So conversion between standards
will not be quite the headache that it  is on home computers.

Back to the CD-TV. It will not have Full Screen Full Motion
Video at launch, and Commodore is not prepared to comment
now on the possibility of having it added to the specification in
the future I n all probability, this capability will be included if
CD-TV proves to be a success. The big advantage it has over
CD-I  as a standard is that it will be on sale this autumn, a good 18
months before we can realistically expect to see CD-I in the UK.

However, if  you take a hypothetical look into the home of
1995, it's not implausible to envision a PC Engine style console
with CD software for games-playing, an incompatible CD-TV
(or an equally incompatible ('D-ST) in someone's bedroom, an
incompatible CD-I unit plugged into the main living-room TV,
and an incompatible PC-derivative with a CD-ROM drive in the
study -  and with any luck the 8-bit Nintendo will have replaced
the Spectrum as a universal doorstep. This wealth of different
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THE ONE ISSUE 25:

ON SALE 1 1ALL OVER THE PLACE 1 At
ON

SEPTEMBER 28th
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IT'S GROSS! IT'S GRUESOME! IT'S THE NEXT ISSUE OF THE ONE, WHICH
YOU SHOULD HAVE ASKED YOUR NEWSAGENT TO RESERVE BECAUSE...

IT STARTED WITH A DISK...

DON'T be surprised to see a 3.5" piece of
magnetic media affixed to next months
cover, as there's another dynamic disk
packed with unique punchy playable
preview of a forthcoming release.

SHOCK HORROR!
HE'S been hailed as the worlds greatest author
of contemporary fantasy and horror -  and now
he's talking to us. World-famous novelist and
film-maker Clive Barker is in the hotseat in The
One On One interview.

PLUS!
NIGHTBREEDI The book, the film and of course
Ocean's computer adaptations. And there's the
opportunity to win a bodacious bundle of
associated booty.

WE CAME, WE SAW...
AND we conquered. The One journeys back to
ancient times for a look at fiery mythological
creatures and the Ancient Romans. Why? Find
out in 28 days...

SPECIAL GUEST STARS.-
WINGS has at last landed, along with Rick
Dangerous II, Cadaver and Powermonger.

PLUS!
ANOTHER installment in the Encyclopedia Of
16-Bit Games.

NEXT MONTH!
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Sell in The world of International espionage.
Operation Stealth plunges you headlong into a
branallnew anematiquem Interactive. pdventure

game.
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•  Enti r el y mouse-contr ol l ed.
•  Easy-to-use poi nt-and-cl i ck inter face.
•  Ful l y  compati bl e wi th Aci-Lito and Rol and

Sound Car ds (PC Version).
•  P C  version featur es 256  col our s (VGA).
•  S upe r b m us k  pr oduced in Del phi ne's

i n-house r ecor di ng studi o.
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PM r ig h t s re se rve d .
C ine ma tit iste  I s a  t ra d e m a rk

of Detphine Software.
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PC &COMPATIBLES.
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