
FOR AMIGA, ATARI ST AND PC GAMES

• S im  Earth: Making The World A Better Pla
RoboCop 2: I ts  A Monste
Midwinter De f rosted . .

•  SW111: Shoot
Up Of The Yea
•  WIN! A Team
Suzuki Day Out
With Gremlin...
•  Ranx: Crass
Comic-Book Capers...

THE AN • e n t l i x _  PUBLICATIONImages

ENTER THE
NIGHTMARE WORLD
OF CYBERCON III

READ!'
The Exclusive
Work In Progress

PLAY!
This Exclusive
Preview Disk

From The Assembly Line And US Gold

NO 1 5  K?
SEE NEWSAGENT!

MAGAZINE OF THE YEAR!

DECEMBER 1990
ISSUE 27

CHRISTMAS
SPECIAL!

111

E2.50
OM 12.00

AMAZING!
We Swing
Along With
Spider-Man
And Meet
His Maker

GRIPPING!
Predator 2: The Hunt Continues •
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Armed with a cybernetic
exo-sult and equipped

with the latest firepower weaponry
including duo laser-cannons you

will be guaranteed to make
even the most hardened punk

quiver in terror but

Criminals are running amok in
Cyber City, law and order no

longer exists. Only ESWAT
(Enhanced Special Weapons

and Tactics), the elite division
of the Cyber Police are capable

of restoring peace. First,
you've got to prove yourself

by facing the dangers of
the streets as a regular

\  S W A T  cop. Survive your
missions — I mpre ss

your superiors- earn
your stripes and

then, It you are still
brave enough, you
just might enter the

ESWAT squad.

r i

'They'll be wafting for you -  armed
to the teeth and ready to do

battle to the e n d - -  -
(SWAT -  Ws your only

chance to even the score!

U.S. Gold Ltd, Units 2/3 Hoitord Way, Holtord, I



PARTMENT

/
iH
/
E,

1
/

 BIrmIngh9(n B6 7AX. Tel: 021 625 33/  6 6
Rom

•0
1
-r
-

Se A4L__.;
0
a

de\ i s  r n a r k  of Saga Enterprises Ltd.
C) 1 S o c a ' .  MI rights reserved. Sega
- a

TM

3

THE
ONE

DEC
1990



4 1
CONTENTS- - -

Edito
Gary Perui

Group Art Edits
Gareth Jane

i l
l
A
s
s
i
s
t
a
n
t  
E
d
i
t
o

Laurence Scottori
Start Write
Gary Whrtt

Advertisemen
Manage

Mark Scriver
Sentor Sale'

Executivi
Kathryn Bouche

Productiot
Assistan

Paul PreskEn
Contributor'

Heinz& Gorder
Houghton, G
liddon, Atari
bat. Philp

Photogr
an Wa
Pub&

Terence P
Marketing Ma

Dean Barr
. Marks

Execu
Sarah Eel

With
Thanks

Santa Claus And
His Little Hel

Margaret Goldridt.

Typesetting &
Artwork by Digital

Graphics, 20
Bowting Green

Lane, London EC1R
OBD

Colour Origination
by ProPnnt, 750•756

Barking Road,
London E13

Printed by Southern
Print at Upton

Factory. Upton,
Poole in Dowd

Distributed by Bac
ontline Lid

The One 1990

ABC Jan-Jun 19110
44,065

TELEPHONE
NUMBERS

Editorial &
Advertising

(071) 251 6222
Facsimile

(0711 490 1095
Subscription Orders

)0850t 410510
Subscription Queries

(0e58) 410510
AnswerphoneOrders

(0858) c oma
each Issue QuerieS

(0856) 410510
Newstrade Queries

(0733) 555161

ADDRESSES
Editorial &

Advertising
Priory Court. 30-32

Farringdon Lane.
London EC R 3AU

Subscriptions
The One

Subscriptions, POBox soo. Leicester
LEee OM

Back issues
Back Issues The

One. PO Box 500,
Leicester LE99 CIAA

S
c
o
M
P
I
.
,
„

 • • •
''?0: • •I ;

M AL ERE

•3‘,1 VegthVolv

4 UP FRONT
HERE'S WISHING you all, on behalf of
The One staff, a very Merry Christmas and
a Happy New Year. And that's all there is to
be said'

REGULARS
6 LETTERS
YET MORE readers lay it on the table for
another hour ot topical discussion and
debate. And no Peter Sissons in sight.

14 DISK
YOU GET to play The Assembly Line's
forthcoming epic  Cybercon I I I  before
anyone else, thanks t o this exclusive
olayable preview. Here's how to do it

16 NEWS
WHAT HAVE we got? The lot that wnat .
And this includes the Damocles Mission
Disk, sequels galore, and a first in-depth
ook at Auchogento s conversion of the cult
arcade machine Exterminator.

WORK IN PROGRESS
MORE NO-NONSENSE development
details on some of next year's finest,
including Maelstrom, Arc Developments,
Vivid Image, Ian Bird, Random Access and
more more more.

67 Deuteros (Ian Bird)
165 The First Samurai (Vivid Image
Developments)
53 Hunter (Paul Holmes)
168 Midwinter II (Maelstrom)
69 Predator 2 (Arc Developments)
73 SWIV (Random Access)

79 REVIEWS
MAXIS' INCREDIBLE Sim Earth deser-
vedly tops this month's line-up. Virgin's
near-perfect conversion of Golden Axe,
Core's C a r
-
V u p ,  
O c e a
n ' s  
R o
b o
C  
o
p  
2

and Anco's Death Trap are the best of the
rest

85 TIPS
MORE 'straight from the horse's mouth'
help for more games than you can shake a
stick at.

101 Cadaver (Image Works)
96 Corporat ion (Core Design)
85 Monty Python's Flying Circus (Virgin
Games)
95 Operation Stealth ( Delphine)
111 Rick Dangerous II (MicroStyle)
86 Shadow Of The Beast 2 (Psygnosis)

THE ONE

•011 AMIGA, MAO . 11 A M  P t GP M , .

174 DEMOS
PHIL SOUTH opens the doors once more
to the Public Domain and names his pock of
this month s crop.

THE ONE ON ONE
SPIDER-MAN creator and comic-book
legend Stan Lee comes out of hiding for an
exclusive chat with The One.

FEATURES
45 GAME FOR A BOY
THE START of a regular column devoted
to those complementary software Walk-
mans

47 STOCKING FILLERS
WE CAST our auspicious eyes over
Rombo's feature-packed video digitiser,
which could be used to make your own
demos. Plus, a brief round-up of loysticks
and associated odds and sods worth
checking out tor Christmas.

178 A WEB OF
INTRIGUE
AS EMPIRE'S official Spider-Man game
warms up for release, Phil South traces the
history o f  t he world's  mos t  famous
web-stinger
.

191 NAME RANX AND
NUMBER
COULD RanXerox be the world's most
violent cartoon character? Kati Hamza
finds out, with the help ol UbiSoft's game.

1

DECEMBER 1890
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DECEMBER 1990
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ADVERTISERS INDEX
WHO'S advertising what and where.

• •A Bit On The Sida 1 4 9
°lade 1 7 5

Addictive 1 6 7
Anco 9 0 , 9 1
Arc 2 3 , 3 1 , 4 4 . 5 1 , 5 8
BestByte 1 0 9
Blackmoon 1 7 6 , 1 7 7
Bondwell 1 6 3
Bruce Everiss 1 5 2
Commodore 2 6 . 2 7
CrazyJoe's 1 5 2
Datel 1 8 8 , 1 8 9
Digital Iniegration 1 0
Disney 0 4
Digital Magic Software 1 1 4
Domark 4 3 , 6 3
Core Design 4 1
Electric Dreams 1 4 0
Elite 7 , 3 3
Empire 1 7 , 2 5 . 7 2
ESP 1 4 9
Euromax 1 0 3
Gremlin 6 9 . 1 1 3
Hardware Distribution 1 5 7
ImageWorks 2 1 , 7 8
Instemec 1 5 2
iniercaptor 1 7 3
Inierlace 3 7
Medusa 1 4 9
MegaMix 1 5 1
MicroProse 5 6 , 5 7 , 9 8 . 9 9
Microsmart 1 5 8 , 1 5 9
MicroStyle 1 1 7 . 1 1 8 , 1 1 9 , 1 9 0
Microtec 1 8 4
Millennium 1 4 3
Mindscaoe 1 5 , 1 9 , 4 9 . 8 9
MPH 1 5 1
Novalogic 1 0 5
Ocean 5 5 , 5 6 ,  75.123,137,187. 195,00C
Official Secrets 1 4 4 . 1 4 5
Palace
Premier
Proton Software
PSS
Oualsoft
Rambird
Readysoft
Soltsellers
Soltware011y
Special Reserve
Spectrum HoloByte
State0iTheArt
Third Coast Technology
Touch Software
Turbosoll

133
110
160

2'9,164
109

138,139
97

182.183
93

144.145
34.35

39
172
152
46

70,77,83.121,171
USGold 2.3,8.9,52,64,65 129,130.101.193
Virgin 7 0 , 7 1 , 1 0 0 , 1 2 7
VirginRetail 1 0 6
Worldwide 9 4

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 o f  the genie.Provided with
each review are

opinions
highlighting any
good and bad
points, plus

prices, release
dates and ratings
where possible_
Basically there's
something for
everyone — at
best a highly

detailed review
and at worst a
highly detailed

preview. There's
nothing clever,

just
straightforward

facts and ratings.
Updates follow

where
appropriate.

GRAPHICS
Nol necessarily
bow colourful or
well drawn they
are, but how well

they a re  use d.
SOUND

Again, not areflection or
quantity or indeed
quality of sound,
but how well it 's

used
PLAYABILITY
How doe s the

game feel? Is it
addictive or lust

plain uniMeresting.
VALUE

Essentially a
reflection of lasting

interest -  how
much game  you

get for your
money.

OVERALL
A useful point of

referenos a
summary o f  the

preceding ratings.

161 9  LIVES
Arc

• I l t 4
. 1
1
1
4
r -

M a • -Tr-, •
g e t s g i b t a

147
AWESOME
Psygnosis

125 CAR-VUP
Core Design

120 CHIPS
CHALLENGE
US Gold

131 DEATH
TRAP
An co

79 GOLDEN
AXE
Virgin Games

136
MASTER-
BLAZER
Lucasfilm
Games And
Rainbow Arts

115 NARC
Ocean

140
ROBOCOP 2
Ocean

68111111111111114
84
11153 SUM
EARTH
Maxis And
Ocean

107 Z-OUT
Rainbow Ar t s



HEY YOU!
WRITE TO THE

EDITOR with your
views and queries
and you could win

E100 ol software
and an exclusive
The One T-Shirt.

If there's
something that's

bugging you,
about The One,

software or fife in
general, or there's
anything you want t
to know, whether

it's about a v
release, tips Or a a

technical problem,
or even it you just b
want to reminisce, nthen don't

hesitate to drop n
us a line. If you Y. ,
don't want your m

letter printed,
please state very
clearly NOT FOR

PUBLICATION.

Each month Gary
Penn picks out

the most
entertaining,

thought-provoking
Of Opinionated

letter. We receive
hundreds of

letters and read
everything we get,

but unlortunately
there's not space
to print them all.

This page
represents a

choice selection
of the latest.

SEND ALL YOUR
views and queries

to

Gary Penn
The One

Priory Court
30-32 Farringdon

Lane
LONDON

EC1R 3AU

OR FAX YOUR
views and queries

(071) 490 1095

AND DON'T
FORGET to

include your full
address, T-Shirt

size and machine
format!

• . . . .Ws . . .  —to •

A TWIST IN THE TECHNICAL woT N
QUERIESTALE E N C Y C L O P E D I A ?Dear The One._

Dear The One I  am a recent D e a r  The One
I've just seen Oliver Twist on the TV. It's c o n v e r t  to your I  purchased The One as normal_ As soon
an old film but it has touched my heart, ma g a z i n e  and a s  I got home I avidly searchect the pages,
After that, turning back to my ST. I thought fi n d  it excellent A n d  then I searched them again. No, it's
why software companies did not  take v a l u e  I  d e fi n i t e l y  not there I thought. So I searchedmovies, or tales, such as Oliver Twist, part icularly  enjoy
David Coppedield and the like, into the t h e  special
computer scene. Maybe they think that l e a t u r e s .  I am
such games wouldn't sell, and I'm afraid upgrading my ST
hey could be right. Children today read f o r  an Amiga and

comics, watch movies, al l  t he same: I  have a question.
iolence, violence and more violence. Is B e c a u s e  I am
oodness out of place at present" I'm not s u c h  a Dungeon
eying that shoot 'em ups and the like must Mas t e r  freak 1Mb
e banned, but isn't really there a place for i s  essential, but
on-violent games? Let'sthink that a great I ' v e  heard that the
umber of games players are less than 10 o d d  game will not
ears old w o r k  with 1Mb
guatin Malave, Madrid, Spain fi t t e d .  What (if

any) games work
t's t rue (esh) — s uc h 'nice games  w i t h  only half a
robably wouldn't sell. As for non-violent M b ?  Can the
antes_ there are quite a  few.  Try
-Motion, Klax,  Pipe-Mania, Tetr is,  e x pa ns i on be

Plotting, Puzznic, Rai lroad Tycoon,  e a s i l yinterchanged?
Loopz (see News)... the lost goes on. Most D a v i d  Pooley.
of them are puzzlers though, which may No r t h  Walsham,not be your cup of tea. More abstract
violence can be found in 'cute' games N o r f o l k
such as Heller Skeller and Rainbow I t ' s  true, there isIslands, though it's debatable whether
this has  t he s ame 'effect ' as  more t h e  odd gamethat won't work
obviously v iolent  sof tware s uc h a s  w i t h  a 1Mb
Operation Wolf. Opinions regarding the ex pans ion fitted.
effects o f  so-called v iolent  software B u t  it's not a
Should be sent to the usual address, c o mmo n  problem
Meanwhile, Agustin wins himself E100 nowaday s ,  with
worth of software and a free T-Shirt for his o n l y  the morethoughtful comments. elderly software

suffering from this
form of memory,
ern)... thing. InDear The One

fact, no-one here
I decided to get an Amiga 500, sal ordered c a n  remember
one out of a Mail Order catalogue for E499 t h e  last time we
I couldn't afford cash as I am a marned h a d  to remove
roan with two children. But believe me it o u r  expansion to
was worth it. I got some tree games with il, m a k e  softwareand we've managed to buy one game,

CONSOLED

Idevelop though remains to be seen, but a n  Troake,

here at The One we don't think anything A s h f o r d ,  or Middlesexradical will happen for the next year s o
(that's put our neck on the fonel). As for N o n e  of us here
cheap second-hand software_ you could h a s  a problem
try our Classified section. Alternatively, u s i n g  a TV at
there are many mail order companies home,  The visual
advertising wit hin t hese pages ,  a l l  q u a l i t y  does
offering decent discounts on 'first-hand' suf fer slightly, but
software, old and new, n o t  significantly.

THE ONE

for a reason or apology. And again, and
again... I'd nearly given up when, lo and
behold, in a tiny comer of the contents
page there it was!A reason. Intact, the only
reason f o r  t he non-inclusion o f  t he
Encyclopedia Of 16-bit Games. Oh no! I
thought, because I 've enthusiastically
been collecting it and filing it away each
month. Perhaps a  certain amount  of
organisation and tidiness comes with age
(well. I am 34) because it really appealed to
me Yes, even I he games I don 't have were
interesting.

Still. I thought, I 'll persevere and see
what the rest of this month 's edition is like.
Let's have a look at the disk, where's the
instructions? Page Six. Oh no they're not!
It's the Letters page. So where are the disk
instructions? Guess! Page 10,  which,
according to the Contents, is actually the
Letters page!

Oh well, can't get any worse now, let's
have a look at the rest of the mag.

And I was right, it got very much better. I
loved your Reviews, lots of pictures and
meaningful captions giving a real insight
into the games, and a good summary to
boot (computer poke) Now,  that's what
reviewing is about!

Being old (bah!) I really enjoy simula-
tions rather than 'shoot 'em/bash 'emtkick
'em to death ups' so I particularly liked the
4D Sports Boxing Review;Feature
• n i c eone Jim. Another thing I like about your
Reviews and Features are the bits of
potted history, a nice little touch, 40 Sports
Boxing and Wings are particularly good
examples of this.

I'm also impressed by the number of
competitions included in this issue. I love
entering competitions and you've included
one with every Review. Brilliant!

Whilst I'm praisin o u  like thi I.a n y o n e
P a c
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does know of any
part as the kids beat the pants off me. s o f t w a r e  that t h e  look back over two years of The One

Anyway. I  got  the Amiga because I  w o n ' t  work with ( a a h ,  nostalgia isn't what it was). It's good
thought il was the 'in' computer, but now I a n  expanded t o  look back at games you've reviewed
read in your mag (which is  the most o v e r  the years and compare memories ofArniga, don't
informative of the lot) that consoles are t h e m  with current games. Don't some ofhesitate to drop
taking over and the ST and Amiga are .  t h e m  age really badly whilst others surviveus a line.
dying. The reason I got theAmiga was that t h e  rigours of lime so well (Elite must be
I thought it would testa good few years and A t  the moment I t h e  best example of the latter)?
the kids would grow up with it and as well as a m  putting A l l  in all, what I initially thought was a
playing games would learn a bit about t o g e t h e r  the d i s a s t e r  has turned into a Inumphl Surely.
computers as they are the future. Any idiot m o n e y  for an i n  my humble opinion, your best issue to
can plug a cartridge in a console and blast Amiga  This  is an d a t e .  Keep up the good work'
away e x p e n s i v e  P h i l i p  York, Mobberley, Cheshire
J Noble, Whitby North, Yorkshire i n v e s t m e n t  so I
PS Is there any way you can get good wanted to ask you
second-hand software at a reasonable a  question. Are
price, as E20-30 is a bit too steep for me, t h e  quality of
but I wouldn't touch pirated software. g r a p h i c s  worse on
Don't lose any sleep, Mr  Noble t h e  a  normal TV? If
Amiga's going to be around for a few 5 0 '  does it spoil
years yet. How the console situation will t h e  game?

Shucks

RELEASE REQUESTS
Dear The One

When are Indianapolis SOO and
Attack Sub coming Out tor the Atari
Lee, Stockport

The bad news is that Electronic Arts is not
currently planning to release either of
these titles for the ST. Indianapolis 5001s a
bit more likely than 688 Attack Sub, but I
wouldn't hold your breath.

OECEMBER 1990

QUESTION TIME

688
ST?

Dear The One
In Issue 25 Paul Beevis wrote in with a very
good suggestion about a special page
where people can write in and suggest
ideas for new games. I thought this was an
excellent idea because I'm always coming
up with ideas for games. I write them down
but I don't know what to do with them,
which brings me onto my questions...
1) I have wanted lobe a programmer for a
few years now but don't know where to
start. I would be grateful if you could adviseme.
2)Are there any plans to convert any of the
following games. Wres t le War,  WWF
Superstars, The  Mai n Event,  Eur o
League, Super Monaco GP, WGP, Air
Inferno and Prisoners Of War?
3) Will you be doing a Work In Progress onGolden Axe?
4) Are the Ouickshot Universal Infrared,
Universal Arcade-Style, Deluxe Digital
and the Ouickjoy Jeffighter available for
use on the Atari ST?
Danny Murdock, Catford, London
/) Its a sad situation but there's less new

programming talent coming through now
than there was a few years ago, Some
programmers feel that the level of interest
in pmgrarnming is low because of the lack
of the hobbyist enthusiasm that was so
prominent i n  t he 'Ws .  Ca n  anyone
remember the joys of listings? Sure, most
of the time they didn't work. But that was
the appeal. You'd have to make the listing
work, otherwise you'd have nothing to
play. Unless,  o f  course, y ou  wrot e
something yourself. Anyway,  a s  f o r
becoming a  professional programmer,
Danny, that 's  mainly  down t o  you.
Obviously you need to learn how to
program first, before you can begin to dish
out demonstrations o f  your talent t o
software publishers. There's always our
ShowCase section, whic h should be
returning to these pages fairly soon. We
also have a rather useful regular feature on
design coming soon, so stay tuned and
keep the ideas coming.
2) The only one out of that list that we know
is being converted for sure is  Super
Monaco GP. USGrifrf has the licence and
Probe is doing the conversion work. See
this issue's News for further details.
3) Yes and no. Turn to page 73 for a full
Review and plenty more besides!
4) There shouldn't  be a  compatibility
problem with your ST and any of  the
joysticks you mention,

NOT MUSHROOM HERE...
I have lust found out that Super Mario III is
going to be released at Christmas and that
it was a big hit in Japan I am a real sucker
for these jumping around and eat ing
mushroom games, but I have one small
problem. I  do not have a Nintendo or
GameBoy, I have an Atari ST 520. Will
Nintendo ever do a conversion?
Barnaby Cleave. Bembridge. Isle Of
Wight

Nope. Nintendo's like that, you see. I t
doesn't like to encourage people to play
with machines Other than its own, so it's
likely that we will never ever see Super
Mario on 16-bit. Still, there's a slim chance
that someone, somewhere will produce a
variation on the ' jumping around and
eating mushroom' theme. Let's just hope
it's not too similar to Mano's adventures,
otherwise it  won't ever see the light of
day...

It
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You've broken through enemy lines, you've
captured the Rapier machine gun n o w  you
have got to get bock to base b u t  first you
will have to cross the Lin* of Fire.

Get your trigger finger ready tor unlimited
tire power, pilot high speed powerboats
Through white water molds, aircraft -
Through dense jungles, advancing, 4 t
,reversing, circling 360, dodging helicopter

squadrons out t o S y o u .
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A i l A M M I t n r , .
Ropier maeltino gun to Wool your

way through enemy lines ... mega

•  The other operations were Sunday picnics
devastation with a single button.

compared with this one.
Getting in was tough -  getting out alive will

•

be damned near impossible?,
Line of Fire -  'This lime they've gone

too damned fan'
•-• A i m  M o r i  51
. w e r s i c m

111 411U1111110

...••••• -  .milimmoseollor• S i lonyo•mn
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ADVANCED TACTICAL FIGHTER 11

A N C E D  TACTICAL FIGHTER It
— Strategic Frontline Action —

A unique blend of arcade action and mind-bending strategy.

a a y ' s  technology — fly into the futurevAth U . . . . TF ...., I l a
Atari &  all IBM formats. £ 2 4 . 9 9

1

inPegration Ltd., T r a d e  Centre, Wetchmoor R e y ,  Surrir40 GU15 3ALI Tel ; 0276 68 0 2 7 6  21541

Is
Digital Integration
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IN A ROOM  with a  b ig  purple  pilla r in  it,  a
green robot trundle s around,  oblivious to
your pre se nce . The se  robots a re  ca lle d
Reels, due  to the ir dist inctive  cotton re e l
shape.

INSIDE YOUR
HELMET you ca n
see the  we a pons
selector circle  to

the right,  a nd
above tha t a t the

top the  controls for
your sonic ke y. The
small me te rs down

at the  bottom o f
the viso r a re  your

power indica tors
for the  diffe rent

suit syste ms.

-

THE ONE

LOOKING U P at a
bridge se ction. The

little  re d blob
peeking ove r the
side of the  le dge

on the  right is the
top of the  control
post that e xte nds

the bridge .

UP ON  THE LED GE
you ca n se e  the
gap you lite ra lly

have to bridge . Bu t
can you opera te

the contro ls of  the
bridge itse trt  You

need more  than
brawn to  solve
some ot  these
tricky puzzle s

•117 .

A BL AST  FR OM
your on-board
weapons syste m
bursts a ga inst a
column. On  top of
the co lumn you
notice a  broa d
collector Of sorts,
something like  a
light se nsor. Wha t
could it  toe?
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Fresh from its success with Voxine, The
Assembly Line's set to unleash another
3D product, only this time with an
adventure bent. Phil South went to meet
the men behind the magic.

THE ASSEMBLY LINE has rightly earned
itself a nice little niche in the morket for
producing entertainment software that's a
little bit out of the ordinary. The team's work
ranges from all manner of conversions to
masterworks of modern design of its own,
such as E-Motion and more recently
Vaxine.

The success of  its original wares is
impressive, especially when you consider
that its so hard to gain acknowledgement
without a licence these days. And unless a
computer entertainment is easily classifi-
able, it's not acceptable.

"It's terrible." bemoans John Dale. "'You
labour f or  months a nd months o n
something only for people to say it's too
weird." Andy  Beveridge adds: ' For
example, I  was surprised to see Loons
criticised for NOT being like an adventure

Grievances aside, the design Of this new
project is being handled by newcomer to
the team, Ricardo M Pinto. "The reason it's
called Cybercon II I ," he  explains, i t
because calling itCybercon One sounded a
bit stupid. The idea is thot you're trying to
penetrote the defences of this computer
system that's gone haywire and is killing
everybody off. The makers built a sort of
failsafe into it, and
i!icit i s that they
trained specific
operatives to get
into the system on
disarm t he
defences, But now
the computer 's
gone completely
mod...
- John Dole adds
with n o  smal l
amount of  irony:
"So the fate of Iti•



world rests in your
hands. Either you
shut it down, or it
shuts the rest of the
world down.'

Although t h e
complex housing
the computer i s
impregnable, it hos
its flows that enable
you to enter... 'It's
got this huge force-
field around it, i t
allows one Opera-

tive, and he has to shut it down.'
• You see the world through the eyes ot
your power armour as you walk around the
enormous rooms of  the underground
complex. But unlike many other adventures
in the 3D mould, the spaces inside the
Cybercon complex Ore truly vast. Although
your power armour can protect you up to
point if you fall, there are some drops that

not e l  steel suds
.

s  i m p a c t - r e s i s t a n t
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Andy '  a  special 3 D
environment e  s cregted. ,Andy is nosktipiwitc41-.6., totkrilt !ILI* TM_ after
many years with Realtime, the team famous
for its 3D exploits on computers like the
Sinclair Spectrum. Although Andy's 3D
experience is great, Ricardo's isn't so lean
either, with his time at a firm coiled Torus
being the programmer behind the Z80
versions of Elite and another famous little
number called Gyron, as well as being one
of the original designers behind Carrier
Command. (As a point of interest, Ricardo
shores a houserivillelnother 3D expert,
Sandy White, e  8-bit classic Ant
Attack ondr
.
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16-bit 'advIsittyS p e c i a l )
TAI. adreirilti * d e e  n for the way

it dictate. ' .• 4 t E t t  o l d '  eep moving,
everueth 91he q s t d  rig.still."This is
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..1 .
-
iSi 
•  
•
o
t
h
e  
s  
J
o
h
l  
r
e

Date.7!
wher t he  : .3D is

eeft. p a s s  j u s t  loOrirunil and
find 0)41 -  h e r e  pelaqe talking
about a wail , t h e t O i r s  quite a bit
going on. 16 a F i t i ,  i(tleractive."

"It has gWtio
.intentions,

- A nThere was° it
and we didn't k

THE ScETlnRIO
ONCE UPON A  TIME Cybercon s
computer, controlling all our defences. But over the yea
the machine got so complex it took on a quasi-human
intelligence, and the power drove it mod. It bombed the
hell out of most of the humans on Earth, leaving a handful
of rebels. The remaining humans on the Earth after
Cybercon goes mad find themselves with the unenviable
task of entering the complex to stop the machine from
wiping us out completely. Ricardo's plot had to have a
loophole so that the rebels could destroy the computer, orat least have a chance.

"Cybercon actually has a blind spot," he says whet,
pressed on this subject. "So they knocked up this power
armour suit. They've been fighting this thing for decades
and there's very little left of them_ They're on the verge of
death, because Cybercon has decided to exterminate
them, and so they dig up this old suit of power armour with
extra weapons and extra power cells_ One of the great
features of this power armour is that it was built and
designed at the same time as the system, So they suspect
that they'll be able to take on energy and so on once inside.
All its interfaces are compatible with Cybercon. The
armour allows you to do various things, like power-aided
jumps, push very heavy objects, and so on."

The rebels, it appears, have correctly surmised that
Cybercon has° weak spot, but whatthey don't know is that
Cybercon knows about it, and is trying to do something
about it. The computer has created a force to thwart you
inside the computer centre, so as well as you and the
automatic robots in the complex, something else,
YOU.somethin more *inister, i a i n g  around looking for•
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INSIDE THE ENORMOUS entrance of the
centre, lit by eerie green tights. Behind
you is the force-held that has just allowed
you land only you) inside the complex.
Ahead lies the double-door entrance, ale
tall as a man, which gives you some idea
of the size of the room,

'Oce our original
e in a t  this point.
we had the system

at to do with it. We
t rp p 0 1 1 u it t  pm ., -R ja inrclie
p
sct ly i t ,  a n d

he said a t  168k1 mkt b o r i n g
conference centre!' I  was quite hur t
actually."

So, having to defend his stance, Ricardo
told them thot he could design a much more
impressive experience using this brilliant
new system. Andy ond Ricardo hod worked

on a huge 3D game which never catne out HERE 'S  ANOTHER BRIDGE, this lime a static one, extending
called EPT Isee the Realhme WIP in Issue over  a deep chasm. Over on the right-hand side, at the far end
20), so he believed it when Ricardo said he a t  the ledge, you can see a door. This is clearly the Only way to
had a decent design g e t  up io the next level, but watch your step.

T
H
E  
O
N
E

A COLLECTION 01
objects from the

Cybercon
program. The  T AL

object editor
allows the user to
load and view any

of the objects In
the system and

turn them around
tor inspection and

redrawing
purposes. Notice

the very round
objects like the

wheels of the Reel
and the wings of

the Guardian
Angel.

sauna COHSIDERATIOHS
THE USE OF SOUND in Cybercon Ill is also impressive.
There are noises for the doors as they swish open and
noises for robots moving and shooting. The little sonic key
you have with you has sounds to aid you when opening
doors and activating objects in the complex. That said,
there will be some more exotic sounds in the finished
product. In the version currantly running at TM., the sounds
were those of a touch-tone phone.

In most cases the sounds are sampled, as the STE and
Amiga can handle running the samples without slowing
down the action. But shoehorning samples into more
standard STs was(' bit of a trial according to John, 'There'll
have to be judicious use of sound in the ST versions, chip
sound probably. Ws hard to know sometimes what to and
what not to support in the games, really, but I suppose it'll
be a lot easier once there's a few more STEs out there.'

D E C E M B E R 1990r
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THE CYBERCON III TEAM._ From left to
right, Ricardo Pinto, John Dale, and Andy
Beveridge

A GUARDIAN
ANGEL stands
between you and
the solution to a
puzzle. The Angels
are the most
complex shapes
that TAL's 30
system has
produced.

TEMISOPORII
THE ASSEMIKY
LINE'S 3D system is
capable ol holdmg a
vast quantity ol
information on
objects, rooms cmd
animation, It WI
actually known how
many polygons there
ate in Cybercon ill,
as 4 vanes
depending on how
mony doors you
hove open, and
things like that The
average home rote
of the animations ore
between eight and
75 frames per
second., but once
again this dependsOn which room and
where

But, as an
example, here ore
two typical rooms,
the 'sample' room has
4.0 polygons,. l
points and runs at 15
FPS The most
complex room
example has I BO
polygons, 403 points
and runs at eight
FPS

One 01 the
syshmi's most
innovative asp*, h
the way it draws
circles, a specrist
innovalicm created
by Adnan Stephens
(who is. you may
remember, the
programmer of
irroogeWorks•
laterphase

Cyberccm Ill has
over 770,000 lines
of source code and
takes up over 2 .
5 M bof memory on
Andly's PC To give
you some idea of
how much text this is
its the equivalent of
five regular-sized
novels of about
70-80,000 worchl

THE ONE

1 THE FUTURE
AT PRESENT the team is working on the all-important PC
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I the team's a bit shy about the details on that one. And
I after all that? Well, the boys have worked hard during
I their first year together, and together they look forward
to a time when they can choose the projects they want to
carry their name. Judging from the qualify of their

j catalogue so far, they shouldn't hove to wait long for that.

LOOKING UP one of the enormous shafts inside the centre,
past a spinning disc. up Into the tower top. The tower top
comprises lour intersecting tunnels, You can get to them by
solving the puzzles In other rooms on the way up there. Don't
fall, or you end up as a bucket of sludge in your boots.
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iBEING A FLASH sort of fella, Ricardo did all the Initial designs--

for Cybercon III on his Apple Macintosh. From here he went onto
create the designs for the machines and rooms on graph paper.
so that data for the system could be created

WORK IN

It wasn't, All Ricardo hod in fact was a
smart idea which had been waiting around
for something like the TAL 3D system to
come along. Even so, the design was
honed very quickly into something which
even Andy found quite startling - and he'd
built the system.
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assured me that I wouldn't have to do any
more work at all. It was olready written."

"I was amazed a t  the way the
appearance changed,' he says. w a s
defining objeciscirici rooms, but my ideo of a
room was basically c _ b o x
-
S o m e  o f  
t h i n g s

we've claDerA
,
TC 
r o o m s  
o r e  
° r e t i
r i n g .
'

,Ricardo tried to influence the tearrota
e
t
t
l
i
n
V
b
i
g
g
e
r  
t
o
g
.
:
4
-
n
i
n
c
u
t
,
-
t
h
e
.
c
o
n
f
e
r
e
n
c
e
\

I WaQted to \
gigontic

v
-
e
s
i
n
t
r
e  
w
a
.
s  
q
u
i

make,eve
as oostitilt.: , '1

3
1

A ofy .
thint O y At i a t
worreinitrins oolof m

i S
pr
o
g
e
r
r r
s

oo m r i lthen?h i s  kayboo • Off.
" 2 1 0 , E fl
e s . W ç  
c o m p
o t i l C
i e M 0 i

b u h r ó
O 0 O O
k r t e
s  
f a
r  
d a
t a  
o
a
e

RitZiV•
c i s
g e
t * *
e r
y  
e
i .
4
0
0
4
?
a
a
t  
4
1
:

roomilitALdesiptecV7tOtiiii*e:oidd
rooms, •grealltifi iti*ettiltit
.
-5g, ' d e e p
chasms. And_yoli .
' : i : s t i ) O fi e
n t - o r e  
3 0
0

I different-
looking r Aa n t b o x e s
you can be in. (or exampre, ifiere s great
big towers yiNfirin Mi
t
a  
4 4 1 1 4 ; 4 1 9
0 4 9 p  
a n d

see a w a i d
,
/  
g o i n g  
Z i C r 6
s g . .
1 1 1 6 i
i 1 o t e
r  
i
n

the game you'll walk across that walkway
and look down on where you were. It's
nice to able to use height like that, bui it's
enormously complicated. There's one sec-
tion which is just a maze of passages and..."

Andy sighs before adding: 'Which is
very confusing to debug, I con tell you.
Mind you, my thinking in 2D has got us into
problems before now. Thinking of object
tactics and how things attack other things._
I was thinking in a flat plone around the
player. And when Ricardo explains whet
he wants some of the objects to do, I find
they've got to come at you from above,
below, sweep down from the ceiling... It's
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this space for flying objects."
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system, orlifw at it con do. "You con,push
things. S •e l s i s tCiu b u t  its very fiddly to'clo•.
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into anotheir OPAL. But m
.  h o t  
t o  b e
smolder tho _that.."Speedis c • •  •Iern,
you go throu . . . . . . . . . . . . .  I have
to know ' e r  .. ' Ca n tele' rpcigh
these doort.. you go sown a corpctor and
leave all the clobr"-epea.behlal you, and
tiled look back you can see from one room
into the ne4dp•Itie;e1100Allttirtsst... I
do actually draw oil those things and I hove
to work out if you con octually see them.
And the game does slow down, particu-
larly when there's a lot of towers with
rooms off them. I hove to consider every-
thing in all the rooms."
It's a moos life programming 3D adven-
tures... •



+ + + C Y B E R C O N I
READ IT?
NOW PLAY 111

• THE COVER-MOUNTED playable preview represents a fraction
of what will be found in the Real Thing. We have provided you with
a simplistic puzzle to get you started. And all without the hassle
of any adversaries to worry about,„ yet.

The Cybercon III preview effectively comes in two parts, To
get to the second part you have to complete the first.

Part One involves a simplistic puzzle of sorts. All you have to
do is explore the complex and find three pieces of 'key' to enterPart Two.

Part Two sees you sat inside the Master Control Room,
allowing you to call up camera views of the complex you have
just explored, If you do manage to get this far, use the number
keys from one to zero to access the cameras, then use the
joystick to control the camera view.

WHAT YOU GET
This Cybercon III preview has been designed basically to

compliment t he Work In Progress — to give you a feel for how the
environment works, what you can expect to see and so on,"
explains designer Ricardo Pinto.

As you'd expect with Cybercon III still in production, there's a
lot missing from this preview that will appear in the finished
article, There's no combat implemented as yet, the robots have
no artificial intelligence, and collectable objects are at a
minimum,

And, as Ricardo puts it: "there are also a lot of elements that
we've not included because we want them to be a surprise." The
idea is simply to explore and complete the mini-task thats beenset

Our Cybercon Ill preview features around 20 rooms - that's
about a 20th of the size of the Real Thing. Certain rooms have
been 'lifted' from The Assembly Line's work to date, but they
have been put together in such a way that you won't actually see
anything exactly like this in the finished product.

As for the second part of the preview, where you can play
around with the cameras_ this represents a feature of Cybercon
III where you can place cameras to monitor the movements of
robots around the complex, Since you can't manipulate objects,
the cameras here are already set and in place.

CONTROLS
Movement and the like is mainly via a joystick (to be inserted in the port
where the mouse doesn't go). although some keyboard input is required

PLUS!
A quick stab of the firebutton shoots your Plasma Cannon (but only if it's
turned on!). Hold down the firebutton while moving tocharge up the
Power Armour for a jump Release the firebution to execute the
jump. Ho ld  down and release .1 to perform °stationary pump. The
longer the key isclepressed, the higher the jump when thekey is released,
Please note that holdingdown the k ey  for too long results in ac rouc h.
not a Jump.

WITHOUT FIREBUTTON W I T H  FIREBUTTON
DEPRESSED D E P R E S S E D

WALK
FORWARD L O O K  UP
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BACK D O W N

TURN
LEFT

THE ONE

THE SONIC KEY
This handy little device is used to activate doors,
lifts and the like It works by 'loading' it with
syrntols before turning it on When it comes to
making it work, these are the key to please..

< Slide Key Symbols Left

> Slide Key Symbols Right

SPACE Load Sonic Key Wtth Highlighted
Symbol

RETURN Play Sonic Key

SYSTEPAS
The four cursor keys are used to select and
activate the Power Armour's five systems.
Please note that tor the purposes of this
preview, the systems are not fully functional. For
example, extra weaponry has yet to imp
lemented.

SYSTEM
ON•OFF
TOGGLE

MOVE ( ]  . C ) . -
E
)  M O V E

SYSTEM S Y S T E M
HIGHLIGHT H I G H L I G H T

LEFT ,
Q • •  
R I
G H
T

INITIATE AUTO•REPAIR ON SYSTEM
1AUTO•FIEPAIR MUST BE ACTIVATED WIM P)

THE OBJECT TESTER
This forms part of  The Assembly Line's
debugging tools for Cybercon III. It has been
implemented here to gve you a feel for the
shapes used t o  build up  the playlield.
Movement of the object is down to pretty much
the same joystick control as used during play
Here are a few extra keys to keep you happy..

SHIFT + UNDO Enter Tester (Atari ST)

SHIFT DE L  Enter Tester (Amiga]

N Next Object

P Previous Object

CURSOR KEYS Move Object

ESC Exit Editor

THE PALETTE
Another part of The Assembly Line's debugging
tools includes this palette check It's used by the
boys to double check which colours are being
used throughout Notice the used of stipples to
gain extra colours trom the existing ones Please
note that the palette is not visible on the Amiga

SHIFT + HELP View Palette

ESC Exit Palette

SOUND
A fiew s._;unOs have been incorpotated within this
preview. To al lowThe Assembly Line to check on

t h e samplesatanytimeduringplay,thishandy
little feature is included_

SHIFT 4- 2 Play Next Sound Sample

SOME ADVICE..
Make a  i r a p  N o t  u n .y w ill i t  a id  yOu
exploration, it will give you plenty of practice
for the 300 or so rooms to be found in the
Real Thing

DON'T shoot the security cameras'
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where we will provide you with a complete
solution.
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LOADIPIG
AMIGA AND
ATARI ST
Loading your
Cybercovi III preview
cc•ufdn't be easier.
Much. Simply insert
the dish into the
internal dnve and
turn on the power.
The Cybercon III
prevlevo will now
load and run
automatic ally

LOADING
PROBLEMS
Shoold you find that
your Cybelcon III
orewew won't load,
remove arty
extraneous exterrol
penpherals, such as
pnnters, and try
again l i t h e  dish st ill
refuses to load, it s
prnhaht.,i faulty

FAULTY
DISKS
Ft you W I  that your
Cybeccon III preview
disk refuses to load
simply pop it  into a
A y  bag or padded
envelope and send
it, along with your
name and address.
to: THE ONE
CYBERCON III
REPLACEMENTS,
Staniey Precision
Data Systems Ltd.
Unit F. Cavendish
Courtyard, Sallow
Road, Weldon North
industrial Estate,
Corby, Northarrt5
NN I 7 1.1x. Please
anow 28 clays lo t  a
new dish to arrive at
your door
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n the most amazing test track ever built in the fastest and best cars hip
created. This is the ultimate proving ground where you 1LM test these super

cars to destruction - literally! 4 '
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2 INVEST
Slarbyle

3 KL AX
Dornet.

aermin
yAMIGA

I T H E LEGEND OF
FAERGNAIL
%Line

4 SI N  CITY
inforawnes

5 WINGS
Cirwinawari,

6 EllalLYN HUGHES
SOCCER
Audlogentc

7 KI C K OFF 2
Anco

a SHADOW OF THE
BEAST 2
Paygoosis

9 SHADOW
WARRIORS
Ocean
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ARE THAN FIT FOR
1 PRINCE

REMEMBER the tales of the Arabian
Knights? Domark and its American
affiliate Broderbund have got  one to
beat them all for release next month.
Prince Of Persia which arrived unexpectedly
on Dornarh's doorstep just a few weeks ago, is a
sprawling arcade adventure set long ago in the
Far East.when turned-up pointy slippers were all
tne rage, and heroes rescued princesses from
Me hands of dastardly tyrants in the nick of time

Which, by a startling coincidence, is exactly
what happens here With the all-powerful Sultan
.way from home fighting, the evil Grand Vizier
altar has seized control of the land, enslaved

the people and taken up residence in the
Sultan's castle home. Worse still, he's taken a
liking to the Sultan's beautiful daughter and
plans to marry her -  but Only if she accepts
Jaffa, has given the young princess a simple
choice -  accept hisproposal within the hour, or
die So now It's up to you. a young peasant jailed
n Jattar'S castle dun-
eons, to escape and

•escue the Princess
!
-
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Prince Of  Persia
features 12 sprawling
levels -  each a part
of the mammoth casi
tie -  interspersed by
mini-movie s e •
cuences t hat  ad-
:ance the story as you
go along. The empha-
sis is  as much on
puzzleisolving as ar-
cade action, with al-
most every screen
laden wi t h  tricks,
traps and surprises.
To mak e matters
tougher, an army of
swordiwielding war-
riors, both alive and
Jnclead. stand be-
tween you and your
true love.

But what 's  a t -
Iracted most atten
!ion to Prince Of Persia since its recent release
Yaleside is the versatility of the main character
and the way in wnich his gymnastics are
presented Prince Of Persia's creator, Jordan
Vechner (who is best known for Broderbund's
ageing martial arts classic Karateka), spent
hours studying footage of '30s swashbuckling
movies, and even staged his own mock
sworcifights in Order to achieve as realistic
effect as possible The result is nothing short of
stunning as the hero runs, rumps, crawls climbs
- and dies -  with remarkable realism

Dornark hopes to have Amiga. ST and PC
incarnations packaged and on sale in time for
Christmas, at prices yet to be announced
However, ii you simply can't wait, American
copies are already available over hereon import
through Software Circus (071 436 2811), at a
price ot E2 4 99 There's a full review of Prince Of
Persia next month.
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SWORDFIGHTING
Is an assenilai Skill,

what with
steel-wielding

guards in
abundance wa iting

to turn you into
Shish Kebab,
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mini-movie
sequences the
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RICKETY
PLATFORMS
crumble between
your M e t  with  lit t le
warning. O n ly t h e
quick-footed w il l
survive . T h e re 's
also many a
poricuills to
activate -
provided yo u  ca n
activate  t h e
relevant swit ch .
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THE ULTIMATE SoidIt CHALLENGE
IS ABOUT TO ...KICK OFF!!

AVAILABLE ON: Commodore Amiga, IBM PC and Compatibles, Atari ST,
Commodore 64, Amstrad CPC+, Amstrad GX 4000 & Spectrum

EMPIRE SOFTWARE, 4 The Stannets, Laindon North Trade Centre, Basildon, Essex SS15 6DJ. Tel. 0268 541126
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France
ATARI ST

SHADOW Of  THE
BEAST
naygnne$15

2 GOLD OF THE
AZTECS
US Gold

3 NIONTBREED
Ocean

4 SL Y SPY SECRET
AGENT
Ocean

5 SHADOW
WARRIORS
Ocean

6 LEGEND OF
FAERGHAIL
Runtow Ads

7 SNOWSTRIKE
US Gold

a OPERATION
STEALTH
Deform.)

9 L E MONDE DES
MERVEILLES
Ocnan

10 MIDNIGHT
RESISTANCE
Ocean

Thanka To Micromania_
Fiance

TOP TEN
One Year AgoATM! ST

1 T V  SPORTS
FOOTBALL
Cnornaware And
Pohnorsott

2 XENON 2:
MEGABLAST
Image WorAs

3 STUNT CAR
RACER
McroStyle
STRIDER
US Gold

5 F-16  COMBAT
PILOT
Ogrial kniegration

ALTERED BEAST
ACII%050011

7 TH E GAMES.
SUMMER EDITION
Epym Ana us Goo

8 INDIANA 40NES
AND THE LAST
CRUSADE, THE
GRAPHIC
ADVENTURE
Locastilm Gana,
And US Gold

9 LASER SQUAD
Blado

10 CONTINENTAL
CIRCUS
Th. oaIes CUINEI And
Virgin Gaines

THE SUPER ON
iROOPE
R

ONE OF THE MOST POPULAR heroes
f rom 2000 AD has at  last made the
transition to home computer screens,
And he  may  yet  s tar on t he s ilver
screen too!

As we reported back In Issue 24, Krisalis is the
company responsible for bringing Rogue
Trooper to the Amiga and Atari ST The cost for
the blue boy's binary battles is £24.99.

Rogue Trooper began life in the pages of
2000 AD back in 1981 in Prog 228. And the
blue-skinned, genetically engineered soldier
has been out to avenge the betrayal of all his
fellow soldiers ever since. I n fact, he's
accompanied by the brain patterns of three of
his dead buddies — namely Gunnar, Helm. and
Bagman — in the form of 'Lilo-chips'.

'Rogue Trooper was created by myself and
Gerry Finley-Day, in conference with Steve
McManus," explains artist/writer Dave Gibbons_
This sounds like a

terrible Hollywood
thing: From a lunch
with Bill Brown '  We
got together and
thrashed the whole
concept o u t .  A
reader's survey has
shown that what the
readers at 2000 AD
wanted was a future
wars story. Initially
Gerry wrote it and I
drew it ,  but  very
recently the charac-
t e r h a s  b e e n
revamped I've writ.
ten it ,  and another
artist called Will Simp-
son has drawn it.

'The new Rogue is
a little different. The
artwork has changed
substantially because
2000 AD is now full
colour, so it has to be
painted rather than
line artwork. It gives it
a lot more depth.'

Rogue has  sur-
vived 42 stories since
his inception and is
about to begin a new
series written by Mike
Fleischer and drawn
by Ron Smith.

In the computer
story you play Rogue,
but you begin without
your bio-chips Level
One i s  plat form
orientateda n d  has
you rescuing your
three bia-chip bud-
dies before identify-
ing the general who
betrayed the Genetic

A I M  ,

0 1 1 1 1 1 / 4 : 1 1 1 1 1 1 \ L I A T  A SEN R o g u e
Trooper'. as
scripted by Ger

key-•  y  and
ii
Gubboi

Infantry. The second level concerns a flight over YOUR BIO-CHIP buddies are rescued end
enemy territory, a la Space Harrier, while in you /Mind a ship. But can you fly it?
Levels Three and Four you have to survive a Space Harrier skills come in handy for this
DreamGas attack and attempt to get through to Section.
Souther High Command.

DECEMBER 1 SBCI

ROGUE C OM ES
across some rather
unfortunate vict ims
ol N on
experimentation.
Let s hope he
doesn't end up the
same way

AND THIS IS NOW... Still blue, only written
by Dave Gibbons and drawn by Will
Simpson.

It has been nearly two years since Krisalis
acquired the license to Rogue Trooper, and
since then the programmers have been in close
contact with Dave Gibbons — although he
hasn't had any artistic input "They used a piece
of artwork that I had done for a collection of the
earlier Rogue Trooper stones." Dave adds 'That
was also used by Games Workshop on the Role
Playing game which they did.

'I think that Knsalis has made a good effort to
keep i t  all authentic, right down t o the
packaging with that really nifty little collectors'
item comic-book. The comic-book has the first
two stones, containing most of the artwork I
did.'

Rogue fans will also be pleased to know that a
Rogue Trooper movie is in pre-production: "I
believe the screen play has been written," Dave
tells us.

The film rights are owned by Harley Copeley,
who is currently talking to a certain large movie
company Will Dave be taking an active part in
the making at the movie? I d  like to get
involved." he says, 'but it's a bit like having to
watch y our  children being public ly
dismembered. And of course they're bound to
stick the love interest and the dog in there
somewhere! • •
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ACES OF THE GREAT WAR
Air Combat Simulation

T ake control of one of eight clas,sic T l  fighter
,

and find out how good you really are. Fly wilt.
the best—Richtholen• Fonck. Mannock. Rickert•
bacher—and learn their tricks 'and techniques.
• Action dogfight, solo, and team missions for one or two players

using a single computer with any combination of keyboard,
loystith, or mouse.

• Strategy Dogfight: For the skilled purist, Blue Matt ads like a
highly intelfigent strategic boo id game, allowing you and your
opponent to work Out detailed bottle sequences and play bock
the moves in •reallime• 3D.

• 8 airplanes to rhoose from, eoch with its own highly-detailed
flyirogc 'wieder niKs.

• Perform missions with, as, or against the Aces of the Great War.
• Dozens of historical missions around 4 different locations within

Frame.
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OAS BOOT

GERMAN U-BOAT SIMULATION
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tic. The deeper you dive, the greater the pres-
sure. Depth charges explode arc iund you. banging on
the hull of your U-boat like iron fists. Nerve and
cunning make You the terror of the Allied convoys.
• 30 submorine warfare: For the first time, a sub worf one gome lets

you deal with threats below and above the surface in a true three
dimensional environment.

• Real rommunitriliertt Use the German Enigma rodi no machine to
send and receive information.

• Many missions to choose from—into the North Atlantic and Arctic
inland along the (post of Norway, into the Bay of key, and
through the Strolls of Gihraher.

• 3 different ieels of difficulty from beginner to realistic.
• 3D graphics in 756 VGA colors, with multiple internal andedernal

camera views in a complete 3D world.
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Do you think well under pressure?
How about 300 pounds per square
inch of pressure Take a deep
breath, captain....
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How strong are youNte
2,000 feet, with an armed Fo -
e r  . -D11.1 on your tail? Forget glory,

hink survival,
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• VGA 256
3D COLOR GRAPHICS,
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Dynamix

8 FIRE HAWK
Siena On-Line
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microFrose
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1 JETIFIGHTER
Velocity

2 SI M  C r n
Maxis And
Intograrnes

3 SPAC E GUEST
S i e rra A n d  ACIn n %K.

4 TH E DUEL: TEST
DRIVE
Accolade

S STARDLIDER 2
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6 TH E CYCLES
Accolade

7 SIM  ATTACK SUB
ElectrOnIC Arts

8 CHESSMASTER
2100
Mindspe

9 M I  TANK
PLATOON
!Abut:Prose

I0 UFO
SubLogi,

PLAYABILITY t hr ough si mpl i ci ty
seems to be making a welcome return
of late. So its a pleasant surprise to see
Audiogenic re-releasing one of  The
Assembly Line's classics in that very
mould.

Helter Skelter requires a high degree of finger
dexterity as you try to negotiate platform
arrangements and squash monsters with a
bouncing ball. Hit the wrong monster and it
splits into two little monsters making your ioti
harder still. A bit of brain power is also requirec
to get past some of the trickier screens.

John Dale and Adrian Stephens actually
started writing Hetter Skelter in September
1988. and it was first released on the ST and
Amiga in December of the same year. However.
there were problems with duplication, so the
product hit the shelves too late — months after
the reviews, when everyone had forgotten
about rt.

Which is why it's back A new PC version has
been written, which runs in EGA, CGA, and
Hercules. and the Amiga and ST versions have
been rewritten slightly. -
W e ' v e  
c l e a n e d  
i t  
u p  
a n d

added a few things,' says John Dale. The title
page and high-score stuff all have new graphics.
We've also fixed a few bugs. In the original game,
in two player mode, it one person died in a
particular place the other player would get 99

es!'
The new versions also boast four-channel

sampled music and some new sampled effects.
When we created the original game,' John

recalls. 'I couldn't find a perfect 'bong' sound
for the bouncing ball. Months after the game
was released I  started using some sample
libraries from the States. And there it was, the
perfect 'bong'. So of course when we rewrote
the game, in it went.*

John has also tweaked a few of a levels that
were too hard Many of those that seem
impossible are actually very simple once you
discover the right technique. There are loads of
new monsters too, like a funky 'match-head'.
They have all been designed by Herman Serrano
lot Weird Dreams fame) — in fact. he designed
so many that The Assembly Line had to lose a
couple of them,

The idea for Hefter Sketter came out of a
group effort John had seen Bubble Bobble
and that was certainly one intluence The
bouficing ball came first.
- h e  s a y s ,  
' a r i d  
w e  
s p e n t

ages getting that right. The monsters lust sort of
evolved. We originally had a little cage to drop
them into or which they came from."

The Assembly Line is hoping for takers on the
console front The boys reckon it would make a
wonderful Game Boy conversion, especially with
a two-player link option. And who are we to
disagree...

Hefter Skelter has 80 levels and, fortunately,
seven passwords to aid access. The last bank of
10 screens however, has to be played in
two-player mode because the screen is actually
split into two halves. Alter those 80 screens
there are 28 blank screens foryour own designs,
which are easily entered via the built-in level
designer. John designed all the original screens.
"They were a sod to do. but quite rewarding"

Hefter Skelter is sliding into the shops now on
the Amiga, Atari ST. and PC fort 19.99. So what
are you waiting for?
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HELIER SKEITER bounces back in its new, improved form. complete with 'cooldude' malch-heads.

TIME'S RUNNING OUT b u t  you can get some breathing space by collecting the
little clock symbol.
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IF YOU  M AN AGE to pla y through a ll of  the e xisting le ve ls (some  hope),  the re 's a  le ve l
designer so you can put together your own.loom
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121211_1 T H E  LATEST OM of French lancy to
corn, from UbiSoft Is a future sport

-n-'• e n t i t l e d  Juoithr'S MaStOrdnve i t's set on the
moons of Jupiter and sees the players
tucked safely away from the action thanks
to remote consoles (which control the
different vehicles used to race over the
varying te rra ins of Jupde r's sa te llite s).
Jupite r's M a ste rdrive  will be  ra cing onto
the Amiga and Atari ST from the middle of
January at E19.99. This shot is from the
Atari ST version.
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ARE COMING TO YOUR COMPUTER SCREEN!
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NEWS

SIMULMONDO
COOL
IONE OF ITALY'S top software houses,
Simulmondo, is set to invade Britain
with the help of a magnificent seven
products.

Simulmondo has had much success in Italy
with six sporting simulations and a graphic
odventure And now it's hoping that British
games players will find them lust as appetising

Ft MANAGER

FORMULA 1 3 D

I PL AY: 3 0  SOC C ER

22 PTA

Fl Manager i s  a  strategy-orientated
simulation of the 1990 Formula One season.
Featuring data from all the Grand Pox of the
1990 Fl championships, Fl Manager allows
you to build a car ready to race with or against a
second player through a qualifying round or 16
Grand Prix circuits. Its available soon on all
three formats, at a price yet to be announced.

ln a less -
m a n a g
e r i a l '  
r a c
i n g  
v e
i n  
t h
e r
e '
s

Formula 1 30. Not only does it boast 'live
recordings of the sounds made by real Fl one-
seaters but also a 'true-to-life reproduction of
Monza's Grand Prix racetrack' with a filled 3D
polygon display. This one's also due about now,
again at a price to be announced.

500cc Motomanager is yet another racer

5 0 0 =  M OTOM AM AGER

THE ONE

THE BASKET  M AN AGER

BIG GAME FISHING
only this one brings all the thrills and spits of
motorcycle racing to the small screen. 500cc
Motomanager features all 16 World Cham-
pionship circuits' and all the bikes and drivers
found in the 1990 World Championships'. It
should be available by the time you read this.

No prizes for guessing what the oddly titled
Play: 30 Soccer simulates... although its not
the first to try in 31). That accolade must go to
MicroStyle's International Soccer Chal-
lenge However, I  Play: 3D Soccer's three
dimensional display is  full-screen. I t  also
supports headers, overhead kicks, a simul
taneous two-player option, along with the
facility to move the 'camera' anywhere on the
pitch. i Play: 30 Soccer looks divine, but how
plays remains to be seen. You can find out now
seeing as how its just been released.

The Basket Manager provides even more
three-dimensional sports thrills, this time on the
basketball court. The action's five on five and
viewed from above, with all the rules stnctl'r
adhered to throughout. The Basket Manage.
,should be available now

The most bizarre of all Simulmondo's sports
simulation has to be BigGameFishing Anyone
who enjoys sitting around in the rain during the
early hours of the morning in the hope that they
will net something wet, slimy, and wriggly wil
derive great loy from this one. Big Game
Fishing's boat-based angling action features
variable weather conditions (and emergency
equipment in case the weather gets too rough:.
and 'lots of sought-alter prey', including Black
and Blue Marlin. Tuna and Swordfish. Big Game
Fishing should be released on all three formats.,
before Christmas of this year, at prices yet to be
announced.

DECEMBER 1990

ITALIAN NIGHT 1999
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ture Italian Night 1999 is billed as 'the first
simulation of a movie, thought up. written, lived,
acted and set in Italy' It 's an adventure of
investigation and 'simulated justice' with
'beautiful pixel ladies, superb modern weapons
and cars, incredible digital indoor scenes and
indescribable violence in the Milano Duomo'.
Sounds like fun. Find out when it's released on all
three formats party next year.
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UNATTRIBUTED 'irlbutes' ol be s t
-
s e l l i ng
games a ro nothing ne w. However,  with
Zarathrusta Howson isn 't  a sha me d to
admit tha t it 's re leasing a  game  inspire d
by Je re my Smith 's 1996 cla ssic Thrust
(which in  turn wa s inspire d b y tha t ve ry
old coin-op Gra v
,
t a
,
) . 
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a ssisting in  a  minor offe nsive  a ga inst the
Empire  by colle cting e sse ntia l Klystron
pods. T h is e nta ils a  battle  a ga inst the
pla ne ts gra vity a nd hooking up  pods with
your Tra ctor Be a m. Writte n b y Pe te r
Ve rswyve le n a nd with gra phics b y Erla nd
Flobaye, Zara thrusta  will be  thrusting into
software store s e a rly ne st ye a r.



MEP

Features: I l i a
•  Original Rock Soundtrack

•  Learning Mode, graduate
from L-Plates on

your craftrNI"Itt. •  Devastating
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Contains
3 Games in One:
•  DEFENDER II — Dive into
the all-new Defender II,
one of the fastest games
yet to hit the ST and
AMIGA.
•  DEFENDER — Original coin-op written
by arcade shoot-'am-up King, Jeff Minter.
•  STARGATE — The original cult
coin-op.

REACH OUT FOR THE POWER OFARC
ATARI ST- CBM AMIGA• E19.99

ARC, P 0  Box 555, Slough S12 5BZ

They're back and mean as hell! Five years after you last rescued the Earth, the
battle begins again. The aliens are back to grab more humanoids and suck their brains dry.
This time they have improved technique, experience and above all better craft, fortunately

so do you. Hit your fractal Sma Masers, drop your Smart Bombs....
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WHAT'S netaliG DEVELOPING TALENT
THE OM TEAM

KATI HAMZA
9 Lives

GORDON
HOUGHTON
Masterblazer

Out

GARY PENN
Car-Vup

Golden Axe
Helter Skelter

Loopi
Marc

Prince Of Persia

LAURENCE
SCOTFORD

Herter Skelter
Prince Of Persia

SirnEarth

GARY WHITTA
9 Lives
Car Vup

Prince Of Persia

SHELF TALKERS
ESSENTIAL software

tor this Christmas,
as compiled by The

One team.

CAR•VLIP
Core Design

GOLDEN AXE
Virgin Games

HELTER SKELTER
Auchogenic

IVAN 1RONMAN'
STEWART'S SUPER
OFF•ROAD RACER

Virgin Games

KICK OFF 2
Anco

PANG
Ocean

PLOTTING
Ocean

POWERMONGER
Electronic Arts

RICK DANGEROUS
II

MicroStyle

SPEEDBALL II
Image Works

THE SOCIETY OF SOFTWARE AUTHORS is
holding its second Developers Conference in
Bournemouth on January 26th 1991. Taking
part will be represeotatives from The One
Commodore, Virgin, Mirrorsoft, and sister
publication ACE, as well as a whole host of
programmingtalent Further information can be
obtained from Nalin Sharma on (0811503 2521
or The Society of Software Authors, PO Box 598,
Bournemouth BHE 3YE3.

AUDIOGENIC IN EXILE
AUDIOGENIC has just announced that it
has acquired the publishing rights to the
16-bit conversions of Exile (which was to
be released on the Activision label
before the company 'wound down' its UK
operations). If you missed the News in
Issue 24, Exile is an involved arcade
adventure with a difference from Jeremy
'Thrust' Smith and Peter 'Starship
Command' Irving. In fact so deep is Exile
that apparently it takes even its authors
seven hours to complete it! Amiga and
Atari ST versions are due to appear at
the of January 1991, at prices yet to be
announced.

SCAVENGER

BEASTLIER
FANS OF

Psygnosis' two
Shadow Of The
Beasts will be

pleased to know
that Reflections,
the team behind

them, is currently
hard at work on
Shadow Of The

Beast 3. There are
no firm details

available as yet.
but SOTB3 should
be completed in
time for the CES
show next year.

AXED
WITH CULT classics Nebulus and Eliminator under his belt,
John Phillips' recent project for Hewson, namely Scavenger,
has had to be cancelled. Scavenger hadonginally been designed
as a  t ime travel game, bu t developed more into a
three-dimensional version of Ghouls 'n• Ghosts. The program
used a sophisticated shadowing effect, but Hewson ultimately
decided that it was not possible to produce a game using this
method that would justify a full price tag. John is currently
concentrating on "conversions", but may consider using the
method again in a future project.

PHILLIPS: Pu t t in g  Sca ve n g e r b e h in d  h im  a n d  m o vin g  o n  t o
b igger a n d  be t te r t h in g s...

JUST THE CRICKET!
ANYONE WAITING for Cinemaware to release a
IV Sports: Cricket or DS! to produce a 41) Sports
Cricket is out of luck.

However, there is good news for anyone interested in a
simulation of this great English tradition. One home
computer cricket is out and about even as we speak, with
another to follow next year.

Audiogenic is in fact working on a new Graham Gooch
product entitled Graham Gooch's World Class Cricket
It's along the same lines as the previous 8-bit incarnation
but with very much enhanced graphics, and one feature
added to take advantage of 16-bit — all players have
shadows, which shorten and lengthen as the sun moves.

More immediate though, is D&H Games' Cricket
Captain, now available for the Amiga and Atari ST, priced
at E24.99 apiece. For further details, write to NM Games,
114 Clifton Road, Shefford, Bedfordshire SG17 5AN.

REPLAY IT AGAIN SAM
MICRODEAL is understandably quite chuf-
fed to see that its new Replay 8 sound
sampler for the Atari ST is heavily featured
in a new video from top dance group King
Bee. Microdeal's Amiga sampler AMAS has
already received similar treatment from
Paula Abdul. If you want to get in on the act
Replay 8 can be had for £79.95. Further
details are available from John Symes on
(0726) 68020.

STILL RUNNY
BACK IN 1988 US Gold revealed that it was
to release OutRun Europa -  basically a
new, tweaked incarnation of Sega's classic
arcade racer OutRun. For one reason or
another it never actually appeared But it
will now, two years since it was originally
announced. Probes still putting it together,
and we should see something in the first
quarter of 1991. Incidentally, Probe is also
working on the Amiga and Atari ST
conversions of Sega's rip-roaring racer
Super Monaco Grand Prix. for completion
early next year and also for US Gold.
Whether Probe will also be handling the
conversions of Sega's visually stunning 3D
shoot 'em up Gloc  for US Gold remains to
be seen.

DIG THE LAST BREED
OCEAN'S THIRD and final incarnation of
Clive Barker's Nightbreed is, at last in the
final stages of production and should be
completed in time for release early next
year. In case you'd forgotten. this one is

more of a Role Playing affair than its
predecessors (see Reviews in Issue 25),
and is being put together by Imagitec.

IT'S HNALI
US GOLD'S CONVERSIONS of Capaurrs
cracking beat 'em up Final Fight to the ST
and Amiga are being produced by Creative
Materials, the team behind ROTOX.
Operation Harrier and the imminent
conversions of Sega s Line Of Fire. all for
US Gold. You can expect to see how it's
shaping up early next year within these very
pages.

WHER, WHEEL,
MIER

DUE TO APPEAR
from Ocean in the
later half of 1991
is Wild Wheel.
car game with a
huge difference"

Just how huge this
difference is
remains to be

seen, as Ocean
would not divulge

any further
information More

news when we
have i t

FAIR FOR ALL
THE NEXT All Formats Computer Fair is to
take place at the New Horticultural Hall,
Westminster, London on the 15th of
December. The  fai r  attracts many
exhibitors from bargain software sellers to
booksellers and computer clubs. Amiga,
Atari ST and PC software and hardware will
be very much in evidence, often at greatly
reduced prices. The first fair in the New
Year will also take place at the New
Horticultural Hall. but on the 2nd of
February 1991. Further details can be
obtained from John Riding on (0225)
447453.

BAD NEWS FROM EA
WELL, IT IS for Atari ST owners. We thought we
ought to mention that Electronic Arts is not
currently planning to convert to the ST the
rather splendid racing simulation Indianapolis
500 (see Review in Issue 16) or the super
submarine simulation 688 Attack Sub. A
conversion of Indy isn't ruled Out, but don't hold
your breath. Anyone desperate to play either
simulation should buy either an Amiga or PC...

PLANES AND TRAINS
MICROPROSE'S Amiga and Atari ST
conversions of its flight 'n fight
simulator r 15 ;I will appear in May
1991. Neither version should differ
greatly from the PC original (for further
details see Review in Issue 13). Less
violent and less imminent are the
conversions of Railroad Tycoon (see
Review in Issue 21). This unusual but by
no means dull strategy event can be
experienced by Amiga and Atari ST
owners in August 1991.
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You are on a quest t h e
kingdom of  an evil Demon and his
minions. rescue the princess and restore
honour to your ki,pg. Your quest
lead you through r a i t i m
L
s w a r nps ,  t e
r n  p i e s

and castles Winn real lq,  %cur ultimate
challenge t h e  Demon hi melt'.

Wrath of the c o m b i n
spectacular graphics, animation, sound
and playability, featuring

• Ov e r  600 Screens of Action
• Ov e r  1400 Frames of Animation
• 1 5  Level Parallax Scrolling

for Realistic 3D Effect
• Hi-directional Smooth Scrolling
• Sta te  of the Art Animation
• Breath taking Backgrounds
• Ov e r  100 Colours on Screen
• 6 0  Frames/sec
• O v e r  3 Megabytes of Graphics

MOM bark 100 Different Mon- *
I Psters

* Large Well-defined Characters

•
• 2 0  Different Movements
• Stero Hi-Fi Music •

* Large on-screen Map.* Save Game Option
• Arcade Game Quality

Superb gameplay and control of
characters makes this a stunning gra-
phic adventure in every sense.

Available for Amiga. Atari ST.
IBM PC and C64.

H E

Entertainment International (UK) Ltd • 4 I he Stanrwts • lAindon North Trade Centre
: •  • , •  - ,  •  _  •  :  _

1990 Keath,St.th I rp o ra t d . Vt'reth ol the Dym.th
tramiemerk tel KeadvStoh huorporatett.

•••
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This
Christmas,
there's a

little bit of
Commodore
win all of us.

Excitement, adventure, daring, call it  what you
will.The fact remains there's a little bit of it in all

of us.That's why you should give a Commodore
computer some serious thought this Christmas.

Take the new Amiga 1500, This powerful
home computer gives you the ultimate in family
entertainment, Screen images that will literally
blow your mind and an impressive collection of
leisure software B a t t l e  Chess, Populous,
Sim City and Their Finest Hour, the incredib ly
realistic Battle of Britain simulation.

Then, in  an  instant, i t  can  switch  t o  a
serious business machine with Platinum Works,
everything you need to  work from home_ Or to
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your own design/animation studio with Deluxe
Paint 111.1
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full Megabyte of RAM, keyboard, colour monitor
and two built-in  d isk drives for only E1149.99.

Of cou rse ,  t h e  A mig a  5 0 0 ,  recen t ly
awarded European Computer of the Year, is still
the most coveted computer for kids of all ages.
The Amiga 500  takes you into a fantastic world

of graphics, animation and sound. I t  has the
power to educate, entertain, inspire and stretch
the imagination like no other.

This year, look out fo r our 'Class o f  the
90's — First Steps' pack with  512Kb o f  RAM
Expansion and a  who le  range o f  educational
software; Deluxe Paint II, Pro Write 2.5, Infofile,
Music Mouse, Let's Spell at Home, Amiga Logo
with Talking Turtle and BBC Emulator. 'Class of

riasc,:;',
rif r t
,
P 1

C. Commodore
$
1
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W
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The Commodore
Amiga 500,
Screen Gems -
E399.99*
First Steps --
f 599.99*

The Commodore
Amiga 1500 - E1149.99
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the 90 's' includes 10 free diskettes, mouse mat
and introductory video. At just f  599.99 it 's a
small price to  help any child throughout the ir
academic life.

And when class is over, there's our new
Amiga 500  'Screen Gems' pack which includes
Deluxe Paint II and four new challenges, each
based o n  a  b lockbuster movie ;  Back t o  the
Future II, Nightbreed, Shadow of the Beast II and
the devasta t ing  Da ys  o f  Thunder f o r  o n ly
f  399,99.

On th e  sub ject o f  fun  and  games, we
present a tota lly new double pack for the C64,
undoubtedly the world 's favourite games com-
puter. I f  brain-stretching tasks are your forte,
choose 'Mindbenders' w i t h  Confuzion, S p lit
Personalities and Trivial Pursuits. Or if it 's pure
escapism you prefer, there's 'Night Moves' with

The Commodore 64.
Mindbenders and
Night Moves - £15999'

the compe lling  Mid n ig h t  Resistance, Nig h t -
breed, Secre t Agency S ly  S p y and  Sh a d o w
Warriors. The C64  computer comes with  data
cassette and two  joysticks and is outstanding
value at E169.99.

This Christmas,we are also proud to unveil
the C64 Games System, a system built for one
single purpose - having fun.

he Cb 4  Liarnes SystQrn is ins tant  enjoy -
ment f o r  a ll the  family and comes complete
with ann ih ila to r joyst ick a n d  f o u r  fun -fi lled
games. W h e n  y o u ' v e  m a s t e r e d  K l a x ,
International S o cce r,  R i m  bo's Q u e s t  a n d

Fiendish Freddy's Big Top, you can choose from
another hundred. All th is for under E100.

Every games cartridge for the C64 Games
System is compatible with  the C64 computer.
And all Commodore machines, together with a
complete range o f  peripherals, a re  available
from any major high street store.

So whichever one o f our computers you
do choose, it 's sure to  b ring  ou t  the  best in
your family.  A f te r a ll,  there 's a  l i t t le  b i t  o f
Commodore in all of us.

Call 071 873 9800  for details or send the

freepost coupon below.

The Commodore
64 Games

System - 199 99 '

Name

Address

Telephone

All prices are inclusive of VAT'Monitor not included.

nail IMO
How much Commodore is there in you?

To fi nd out, please complete your details and send them
to Commodore. Freepost 38, London OPE 6PA.

Postcode

111 0: commodor!

illiratorAmme swig .1111P1111.10
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TWO GOOD TO MISS
THE SEQUEL to one of 1990's best
blasters is set to appear  early next
year.

Turricw It The Final Fight continues the story
from where Rainbow Arts original left off.
Having been defeated many years before.
the evil Machine is back to lay claim to the

• 41 freedom-loving planet of Larodorin. Now
once again ifs up to Torment°  clean u p the
mess and save the people of Landorin from
the Machine's clutches,

I Lrrican's creator, Manfred Trent. is the
man behind the sequel. He's promising
some sexy improvements over his original,
which raked in a very respectable 90 per
Cent in our August issue,

For the technicians among you, there are
2Mb of graphics, 1.500 screens, 400K of
sound, 20 tunes, 50 sound effects, and 50
frames per  second smooth parallax
scrolling. In layinan's terms this means
superfast arcade-quality multi-way blas-
ting gust like the sort found in the original -
only better.

Turrican II is scheduled to arrive on ST
and Amiga next February at a price that's
still to be decided, If more information is
what you crave, there's a full Work In
Progress in the next issue.

THINGS GET windy in Turrican II.

LONDON ON
DISK!

TIME OUT
PUBLICATIONS
and Triangle
Interactive

Publications have
announced the
release of the

Time Out London
Guide 1991 on disk

for the IBM PC
and compatibles.
For lust 119.95,
information on
every aspect of

life in the capital
from

accommodation to
nightlife can be at

your fingertips.
This is the first in

a series of
disk-based guides

which are to cover
Amsterdam,

Frankfurt, New
York, Paris, and

eating and
drinking in
London_

DAMOCLES

•
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GREAT NEWS for Damocles fans -
Novagen is releasing a pair of mission
disks. The  d isks conta in 'sa ve s' for
loading into the  origina l program,  a nd te xt
displa ys providing mission brie fings a nd
solutions. Nova ge n promise s tha t pla ying
the new m issions will le a d the  pla ye r to
discove r ma ny things about Pa ul Woa ke 's
creation tha t the y ma y ha ve  pre viously
misse d. The  fi rst  mission d isk is out now.
with a  se cond to  fo llow at the  be ginning
ot Ja nua ry. Both a re  a va ila ble  on the
Amiga  a nd Ata ri ST  for £ 9 9 9 .

NOT BAD!
lrIGA buLACIJUS

dudes Bill and Ted are
back
, 
I t '
s  
b
e
e
n

confirmed that the
seque to Bill And
Ted's Excellent

Adventure is going
ado production Called
Bill And Ted Go To

Hell it  re-unites Keanu
Reeves and Alex

Winter as the two
time-traveliing dudes

from San Dimas, along
with George Carlin astheir mentor Rufus. The
writers of the original
-  Chns Matheson and
Ed Solomon -  nave
scripted the sequel,

but details are fuzzy as
to the storyline The

title suggests that
there will probably be

more than a  few
laughs down under
But don't hold you?
bream -  nuthing?

expected until at led
very late next year

Also, there are
whispers of a lb
-
b it

Bill arid Ted adventure
lit's already up and

running on Nintend:
console) More 'le,
when we has

le4

THERE'S M ORE to Turrocan II  than wha t 's
on the  surfa ce . N ow you ca n voya ge  to
the bottom o l the  se a  too.

ONE THING that ha sn't changed between
Turrica ns is the  Bosse s. The y a re  lust a sbig and bad as ever.

NINA WHOM A HALF-SHELL
THE HARDENED HERO of System 3's Last Nino action adventures is
back.
Ninja Remix is set on the beautiful island of Lin Fen, Ninja's latest adventure has him
tackling his brother's treacherous assassins who have taken control of the sacred Ninja
shrine.

There are six regions to explore: The Wastelands, The Wilderness, The Palace
Gardens, The Dungeons, The Palace, and The Inner Sanctum. Each region features
distinctive visuals, and all the animation and atmosphere that have characterised the
Ninja adventures to date.

Priced at f24•99 on Atari ST and Amiga, Ninja Remix will be available from early
December.

CAUSE a  ninta -cy
or two in Syste m
3's Ninja Ramis_
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Somewhere in the desolate and freezing wastes of the
North Atlantic, between Iceland and the Kola Peninsula,
a Soviet battle fleet is lurking, ready to pounce on its prey.

As NATO Task Force Commander you must deploy your
fleet of submarines, ships and aircraft to locate, engage

and defeat the Kremlin's finest.
- 4 9
,  -
1 1
1 3Produced by LARRY BOND the Naval
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look  like fi nger paint ins fand n j r
,
s e n  a l  o f

weaponry  that  cornea . ' o u r
armpits .  HARPOON'S non- t op  act ion,

relent les s i -  n d  chill ing
r .  w i l l  leave you

It 's more than a mere game — it 's
current  event ! ! ILAIRPOOPI

E'M

90 MIRRORSOFT LI M I TED
990 360.

Available now on PC.

-

PHOfa ikc4  928 1454 F AX: 01 583 3494
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AUDIOGENIC GOES LOOPY!
HAVING DRIVEN us all to distraction
with Hefter Skelter (see page 20),
Audiogenic is set to do the same with
another form of infuriatingly addictive
'puzzler'.

This one's called Loopz, and it's a delightfully
simple concept vaguely reminiscent of a blend
of Tetris and PipeMania. All you have to do is
make loops (hence the title) from the different
shapes the computer provides. As soon as a
shape appears, a timer ticks down. The shape
must be placed before the time runs out
otherwise a • life • los t .

And so it goes on. until all 'fives' are lost. The
loops can be any size or shape (the bigger the
better for bonus points), but the pieces can't
cross or be placed on top of each other It's
surprisingly compelling and rather relaxing too.

There are three slight variations on the basic
theme, and three different David Whittaker
compositions t o  accompany the 'looping
(although it must be said that two of the tunes
are little too 'racy' to suit the pace) If you feel the
need to provide your own aural support, you can
always resort to the simplistic sound effects —
or even have no noise at all.

Despite escaping our review net. Locioz
comes highly recommended Its available now
on Amiga and Atari ST for E19.99. along with the
PC version at E24.99

Loopz started life in February 1989. It was
developed by Ian Upton who, until recently, was
working for Audiogenic as a full-time designer
(Just for the record. Ian was responsible for
Superleague Manager and Emlyn Hughes'
Arcade Quiz). He's now pursuing a freelance
design career.

Loopz represents Ian's first completely
original design (the aforementioned pair were
'worked out' from exrsting concepts). He put
together a working rough' using Mandarin's
$TOS, before Nils 3D Pool' Pelting 'converted"
it to the Amiga and Atari ST. The PC incarnations
came courtesy of Brian Cotton (who, in his time,
has converted Impact and Hefter Skelter to
the PC).

But the Loopz story doesn't end there.
Anyone who frequents a public house or arcade
from this month could find a coin-operated
Loopz lurking within. Barcrest's Skill With
Prizes' version of Loopz has you playing to win
cash. It was converted by Graham Bfighe (he
wrote umpteen versions of Emlyn Hughes
Soccer for Audi ogenic), with music once again
provided by David Whittaker (apparently the
conversion didn't present too much of  a
problem as the sound chip inside the machine is
pretty much the &riffle as an ST's).

Loopz has also been converted to more
traditional coin-operated form, courtesy of
CapCorn. It's basically the same as the home
computer versions but with beefed up graphics
and sound. Arcade Loopz is released in Japan in
December. It should reach these shores early
next year.

• A Skill with Prizes coinoperated machine fa lls
neatly between the gap in the floorboards of the
law regarding gambling. You see, fruit machines
involVe Rambling to win money, which means a
licence is required to run one on the premises
SWP machines o n  the  othe r ha nd a re  skill.
orientated and so a licence is not required. thus
increasingtheir popularity among public houses.
Most SWP machines come in the form of trivia
quiz games, although more  recently there has
been a trend to produce more arcade-orientated
machines. such as le r  s Paput.

AS YOU  C AN  SEE,  the  loops a re  forming th ick and fa st.
Fortunately,  a  sma ll sha pe  ha s been give n ( I t s the  one
highlighted in  the  centre ) a n y t h in g  more  cumbe rsome  could
not ha ve  been pla ce d. Anothe r va ria tion on th is theme ha s you
making loops through a  se rie s of  'le ve ls comple te  with
pa sswords and bonus sta ge s (the  third va ria tion on the  theme).
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AND THI S I S THE bonus stage,  wh ich  is a lso a  pla ya ble  game
in its own might. A loop is displa ye d for a  se cond before  the
computer re move s a  fe w pie ce s. All you ha ve  to do is
remember which pie ce  we nt whe re  and put them a ll ba ck whe n
the compute r 're turns' them one  by one . I t looks lam e a sie r than
it re a lly is. Just  wa it t ill you se e  some  of the  more  comple x
shapes with doze ns of  pie ce s re move d.

RAM, DAM, THANK YOU MA'AM!

PsvGN OSI S• contribution to  the  ever-expand'ng ra ce  'n '
ram ge nre  I s Nitro, Se t  in  the  ne a r future,  i t s  a  top-down
moth-way scrolling a ffa ir in  the  Saper Cars and H iil Roil ve in,
Between one  a nd three  pla ye rs scre e ch a round 32 tra cks
With city,  fore st. de se rt a nd waste land se ttings. The re  are
plenty of powe r-ups to impre ss too,  a lthough the  la ck of
any we a ponry to  bump the  other pla ye rs off with se e ms an
odd omission. St ill,  it 's a ll a  b it  of a  la ugh. Yo u  ca n buy it
now on Amiga  o r Ata ri ST  for the  sum of £24.99.

THE GOAL-DEN SHOT!
The Kick Off 2 Golden Goal Of The Month
PRESENTED BY THE ONE AND ANC°

December
IT'S AMAZING what some people will do for money. There are bank
robbers, drug dealers, kidnappers, loan sharks, corrupt sportsmen and
politicians... And what does it all come down to, eh? Green, that's what.
Dosh, sponds, dosh, folding stuff. But whatever you call it, money is the
same the world over, and it never fails to get people's pulses racing
Which might just explain why, since last month's phenomenal prize
increase to a fantastic £200 in cash for the Goal Of The Month, the
number of entries has increased five-fold. But you know, money
shouldn't really be the incentive here. Of course it's all very well to have
notes falling out of your overstuffed wallet, and not being bothered to
bend over and pick them n up 'cos you are so rich But what the Golden
Goals competition is all about is skill, hope, dedication, effort and glory.
That's what the game that made this country great is built on, and that's
the tradition we hope to continue here. And doing an admirable lob of
keeping the Kick Off hag flying high is this month's winner Steven Howard
of Lowestoft in Suffolk. His brilliant leactup and goal-making play prove
that a goal isn't just about the kick that puts the ball in the net The play
that leads up to it is lust as important, if not more so. Steve's sterling
effort earns the boy £200 in used, non-sequentially numbered notes.
With goals of this quality starting to emerge, the competition is going to
be very close in the coming months,

S IE V E S  INITIAL RUN
Is fa ir ly  mundane i t

begins in the centre of
the pitch. from where

he takes the ball.
unchallenged, up the

pitch towards the
top- right corner to

prepare tor a  cross.
Elul one  blue defender
isn't going to give up

easily.

STEVE MAKES IT into
a perfect crossing
position. a nd he's

determined not to le l
that defender give him

any bother  H e
dumrmes one way,
then the  other, and
then turns  back on

turnsell leav ing the
defender in a  daz e.

Steve smacks a te lling
cross to the  other  side

Of the  goal R o t  is  it
too powerful?

NOT Oil YOUR
NE LL?! The keeper
rushes oul but as if

from nowhere. Sieve
appears and slams a
thunderbolt pest the
'keeper and into the

corner of the net
Inch-perfect precision,

spirt-second Miming
and incredible force

combine to produce a
truly awesome goal!

UNLESS, OF COURSE, you know different, Esther If you think you can do
better, show us! Come on, you could win some loot! Send your efforts
(which must comply with the rules stipulated below) to GOLDEN GOALS,
The One, 30-32 larringdon Lane. London EC1R 3ALl.

THE NOT-TO-BE-IGNORED RULES
FAILURE TO COMPLY with any of these regulations merits instant
disqualification
1) No more than THREE (3) goals per disk, arid no more than one
disk per entrant.
2) All goals MUST be score by the entrant and NOT by the
computer player (it's easy enough to tell, so don't waste our time)
3) The disk label MUST contain the following information • the
entry's format (Amiga or Atari ST). the entrant's name, address and
(if applicable( telephone number.



CAN YOU LEAD THE OUT-NUMBERED REBELS
TO VICTORY AND WIN THE GREATEST BATTLE IN

At% T H E  AMERICAN CIVIL WAR?

The third title in ARC's
acclaimed BattleScapes
series, Gettysburg is a
war game simulation
from the American Civil
War. The battle featured
was a massive
confrontation between
70,000 troops under the
charismatic General Lee
and 90,000 Union
soldiers under the dry
and calculating General
Meade. It was the
pivoted battle of the
American Civil War.

Ge1.174,WEis

Features:
•  Stunning BattleScapes
graphics.
•  Original Soundtrack.

Sc,.... shots me neky Wooded le be
dikeerefileo al the gime ploy end not

Ole mewl groptites eloch eero
came/ere* between d011erent

hooka% it, quality wed appeal-am.
o n e  O m I M bi e rt  PO 4 . .  t b a t e t t . r r i

GETTYSBURG

History tells us that
lost the battle, but
Gettysburg you can re-
write history. Can you

guide the rebels to
victory and change the

course of American
history? Would you be
able to defeat Lee and

ensure a Union victory?
The choice and the

challenge are yours.

•  Eighty page playguide.
•  Laminated Map.

•  Free write on, rub off
BattleScapes pen.

REACH OUT FOR THE POWER OFARC
ATARI ST. CBM AMIGA E29.99
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GOTTLIEB'S arcade machine, Exterminator,
has to be one of the more unusual to emerge
recently. The player controls a huge hand with
which all manner of creepy-crawfies must be
eliminated, either by firing at them with a ' laser-
finger or crushing them through squeezing or a
quick thump against the floor. Eliminate all
the pests in one room and your fingers do the
walking to another, similarly infested area of the
stricken house. There is one way to make
progress quickly
- i n  
t h e  
k i t c h
e n ,  
w a i
t  
f o
r  
t h
e

fridge door to open and then shoot into it to get
instantly transported to the next house.

This is actually the first arcade translation
that The Assembly Line has done as a team,
although Adrian Stephens did conversions of
Ping Pong and Donkey Kong on the Amstrad
CPC range some t ime ago. W e  tool.
Exterminator," says John Dale, 'because it was
so different'

So how did the team find its first piece of
arcade machine conversion work? 'We had
access to virtually everything: explains John.
'That is, graphics and sound files and the
games algorithms. We didn't have the source
code, that was written for the machines weird
graphics processor."

The graphics processor in question ma Texas
Instruments' chip that manages to generate up
to 32,000 colours. That's quite a problem when
you are trying to convert to a machine with only
16 colours available' The hands on the original
machine were digitised, as were some of the
more common creatures as well The unusual
creatures are like digitised cartoons.

The attract sequence, which shows a van
pulling up outside a house and then the hand
crawling into it. seems to have been created
using digitised model animation," John tells us.
We are hoping to be able to keep it all in."

The graphics on the conversions actually
possess a  clarity not seen on Gottlieb's
machine. "My theory," explains John,"is that
digitised pictures often look slightly muddy We

had a 1 !little bit of
scope to crisp things
up.

'Originally Audio -
genic was going to do
the graphics but was
pushed for time. We
got in  some guys
called Blue Turtle and
they set  t o  work
colouring everything
using the 16-bit pa-
lettes I  was amazed
to see how some of
the backgrounds
turned out.

t'There are also a
few additions we've
made to the original
graphics, like a bottle
of bleach. a clock, and
some posters with
arcade characters!'

All of the original
graphics have been
retained. The only
difference is in the
implementation o f
the hand. For some
actions there are 40
or 5 0  frames o f
animation, so a few of
these had t o  b e
omitted, b u t  t h is
doesn't really notice

The original sprite
data filled 24 Degas

•s,4-•-••• —
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AS YOU CAN SEE from this shot of theAtari s T version, Blue Turtle has done
stremendous job with the graphics, andihanks to The Assembly Lloe'sprogramming
skills i t  p la ys we ll t o o .

TERIVilidA I
Laurence Scotford discovers a handy way of dealing
with insect infestation in The Assembly Line's coin-op
conversion for Audiogenic.

A CRUSHING blow is dealt to one of the
nasty creepy•crawites attacking your
hand. Time things badly however, and
your ca re e r w ill co m e  t o  a  st ing ing  e nd .

HERE THE tank sprites demonstrate how
the 16-colour ST takes to 32,000-colour

sprites, and how they look when Blue
Turtle has finished with them.

Elite screens and
there are 12 back-
grounds. There are
about 170K of sprites
in the final product. In
the original there was
no need to compress
anything — memory
is, within reason, no
object with arcade
machines The As-
sembly Line has had
to compress every-
thing to the max. To
speed things up, the
only sprites that are
decompressed dur-
ing play are those that
are actually needed
for a particular level.
All that's stored on
the disk is the largest
size of each sprite.
The scaling program
generates the eight
other s i z es  a s
needed

Another aspect of
Exterminator that the
team found it  could
.mprove On was the
collision detection.
Each frame for each
sprite has a rectangu-
lar collision zone. A
My, for example, goes
through eight frames
of animation, but  the collision rectangle
changes size drastically for each frame and
there doesn't appear to be any reason for this, It
does mean that  collision detection i s
idiosyncratic on the coin-op. Also, some of tile
things in the distance are almost impossible to
hit. The Assembly Line has smoothed out the
whole collision process. It has also vaitten a new
Droximity detection routine for the laser shots.

Much attention has been lavished on the
sound too. The team has a great sampled sound
routine which has been used for everything.
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ST. Even so, there is no appreciable decrease in
the speed of play.

To date the Assembly Line has put around a
month's work into the coding, with about a
month's preparation before that. The ST and
Amiga versions are very nearly ready There is
just a front-end and a few details to add. The PC
version may be ready a month or so afterwards.
*We are reasonably confident that this is going
to be a good one,' enthuses John

So, will The Assembly Line be taking on more
coin-op conversions? "There's a massive gap
between a lot of arcade machines and the ST,"
states John. 'We wouldn't have taken on this
conversion if we didn't think we could come
c'ose t o the original machine. We would
consider doing more conversions providing we
could do iustice to the original game."

Apart from Cybercon ill (the subiect of a
Work In Progress and featured On this months
cover clislq which will be finished after
Christmas, The Assembly Line will be working on
another secret project for Audiogenic, which it
reckons will be huge.

Beyond that the team's keen to get involved
with Game Boy or console work. "Lucasfilm took
care of ail the PipeMania conversions for us, so
there was nothing to do on that one.' says John.
We think the Gameboy is a tabu lous thing and
we'd like to do something for it Heiler Skelter
perhaps . "  •

1
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In 1972, the USAF launched Operation Linebacker. US forces and their South Vietnamese allies are
locked in a life and death struggle with the fanatical North Vietnamese Army. You must stem the tide
of the North Vietnamese offensive by cutting its vital lifeline to its front line troops.

From the US Carriers in the Gulf of Tonkin on "Yankee Station", you must attack a variety of
Installations defended by surface to air missiles and the NI iG lighters of the skillful and determined
North Vietnamese Air Force.

Flight Of The intruder takes you into the deadliest air combat environment the world has ever known
- the skies above North Vietnam.

Only team work will get you back alive.The "IRON HAND" flights must destroy or suppress the
surface to air missiles whilst Comba r  Patrol aircraft circle high above the strike force looking out
for enemy air •  ally, the s e  aircraft must find and attack the target braving a hail of small
arms a I  i r e  at low level. Individual survival is not the only measure of success,
It 1 a s  a whole that counts -  there is no place for seekers of individual glor
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MICH and the more advanced supersonic MiG2I, calm

Flig r i d  of operational flying and missi
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•FEATURES

Choose between two of the best aircraft that ever Ilew The f 4
Phantom is fast, powerful and equipped with highly advanced
avionics. It is so flexible that it can perform any type of mission.
The A-6 Intruder has the first ail weather computer operated
weapons guidance system (DIANE) and on outstanding weapons
load, both hove stood the test of time and ore still in service.

t+  Up to 8 friendly and 4 enemy aircraft on screen simultaneously.

• 2  different aircraft accurately simulated. 3 different roles: MIGCAP
IRON HAND, or STRIKE.

ik! Realistic mission environment with enemy artificial intelligence.

Switch between friendly aircraft in flight.

Carrier lake off and landing with "MEATBALL' landing aid.

In-flight radio messages with radio message queueing system.

44 View from oil aspects and 14 in cockpit views,

Large numbers of mobile targets including trucks, trains and
borges•

41. Realistic terrain taken from contemporary operations mops
including Hanoi, Haiphong and Than Him.

Instant 'Ouickstart" option.

• •  •
•

• • • • • • • • : . ?

. . . . • • • • • • •

* .
• • • •

•-••
USE 118 SOUTHWARK STREET LONDON SE10SW TELEPHONE 01 928 1454 FAX 01 583 3494

01990 Mirrorsoft Limited

••••
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BAT TO THE FUTURE

ENTERING the  spa ce port ba r you ha ve
your first  e ncounte r with a  na tive  a
rough-looking skunk. H ow do you dea l
with th is st inke r'
)

IN THE SPAC EPOR T. Th is loca tion sh o ws
lust how much a ttention ha s been pa id to
the visu a l sid e  o f  BAT .

FOUR FROM
OCEAN

ALSO WARMING
up in the Ocean
stable are DID's

space
extravaganza Epic
(which is at last
scheduled for

release in the first
quarter of '91)

and the
adaptations of
Sam Raimi's

movie Darkinan.
There's less
information

available on the
Company's latest

acquisition.
RoboCoo 3, and an
odd little number
called Demonsgate,
which insiders are
promising to be

the ultimate
role-playing

game."

'
A
L

CYBER ASSAULT
NO. N OT the  one  propose d b y Bullfrog in
our April Fool e a rlie r th is ye a r. Th is Cyber
Assault is from Arc a nd is bille d a s "the
first accura te  simula tion of a  huma noid
figure tra ve lling in a n unre stricte d 3 0
world
-
. 
C y
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exo-skeleta l huma noid built from 3 D
polygons. Compe ting a ga inst the  clock,
Trait fa ce s some  of the  toughest
obstacles e ve r crea ted. C ybe r Assa ult
a lso fea tures re moie  camera  vie ws so
thai you ca n se e  the  a ction from a ny
angle_ Am iga  a nd Ata ri ST  owne rs ca n
take pa rt in !h is event e a rly ne xt year,  a t aprice  of £24.99_

"HELLO AGENT KALHEAN. I hope you
enjoyed your trip._
- T h i s  
i s  
n o t  
t h e  
s o r t

of thing you expect a strange man to
say to you in a public lavatory. But
that's exactly how your adventure
begins in UbiSoft's new Bureau of Astral
Troubleshooters.

BAT is a cosmetically impressive icomdriven
adventure with future combat cum flight
simulation elements. You play an intergalactic
special agent who has been assigned to track
down a missing scientist in possession of
dangerous secrets. This mrssion involves
exploring of many exotic locations as you find
and question strange characters.

From time to time your flying and combat
skills ate put to the test. Mastery of these talents
is essential if you are to succeed in rescuing the
scientist anti his secrets.

BAT on the Atari ST comes complete with a
•dortgle' that plugs into the cartridge port. As
well as functioning as a useful anti-piracy device
it also Connects up to headphones or a hi•fi,
giving ST owners top quality stereo sound. The
device is also to be supported by future thiSoft
products.

BAT is available now on the Amiga and PC for
£79.99. and Atari ST for E.34.99 with dongle).

HARDER DRUM'
HERE'S A FIRST SH OT of D oma rk's
forthcoming Hard ( )win  ii,  curre nt ly be ing
written by Jue rge n Frie drich. As we
revealed a couple of Issues back, this
one s not conve rte d I rom an Ata ri coin-op,
instead it 's a n attempt to a dd e xtra
elements to the  origina l. The re  are  lour
tracks to  race,  a long with a  tra ck e ditor
facility which a llows you to de sign your
own course s. Yo u  ca n e ve n link up
machines lo r two-player fun! Ha rd D rivin '
i s  looking a  b it  nippy m u c h  faste r than

the origina l in  ta ct. Tune  in ne xt month for
bill de ta ils...

THE ONE

CHASE HQ II
OCEAN'S CREDI BLE conve rsion of Talto•is Chase H O wa s one  of the  ma jor pla ye rs in
last ye a r's Christma s cha rt. Pre tty soon we  will find Out I f the  se que l will do  the
same in  1 9 9 0 5  fe stive  h it  parade. Specia i Criminal investga lion C l'a se  H O ii for SCI
for short) comprise s the  sa me  old  "chase  and bump the  villa ins' a ction,  but with an
armoury of colle ctible  weapons,  changeable  weather conditions a nd e ve n na stie r
crimina ls. Curre ntly ha ving the  finishing touche s put to it  b y deve loper ICE (who did
Turbo OutRun for U S Gold),  SCI  should be  on a  loca l softwa re  she lf ne a r you round
about now. The  price : E24•99 on Amiga  or Ata ri ST .

DECEMBER 1990

TERRAPOLIS 49 a n e xotic city swa rming with  e qua lly e xotic ra ce s. Wha t a  sha me  you
have no time to stop and admire all the sights,

OCEAN GETS
TERMINATOR N

OCEAN HAS
snapped up the
licence to what
promises to be
one of 1991's

biggest cinematic
hits Te rmina t o r

Judgment Day.Mr
Schwarzenegger
returns as the

less-thamsoc 'able
cyborg. and

Original
writer•director

James Cameron is
back at the helm,
When the film will
appear is anyone's

guess but next
Summe r is like ly
No doubt Ocean
will be counting

on it as one of its
big cards for next

Christmas.
Incidentally, you

may be interested
to know that while
the original The

Terminator cost six
million dollars to
make, the sequel
is rumoured to be
costing 60 million

plus!
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Gravity £19.99
Kick 0112
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Kiang Game Show
Comorabon
BallieMeMer
Lccen
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Monty Python
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Teenage Mutant HeroTurbos .  C24.99
Back totheFolure2 £ 1 9 . 9 9

12439
12499
£19.99

Betrayal
Powermonger
it came from that:Mort
Kings Questa
Shadow W WUXI E 1 8 . 9 9
Reg Danderous2 . . . . . .  C19.611
Pipe Mani   £ 1 9 . 9 9
K itos   £ 1 6 . 9 9
Lattice C Ver .  1119.CC

Police Cunt 2  £ 1 9 . 9 9
MI Tank Piatoon £ 3 4 9 9
Operation Shull 1 2 4 9 9
Ai 0 Tank Killer   1 1 4 4 . 9 9
Back to the Future2  £ 1 9 . 9 9
Battled' Bniam £ 2 9 . 9 9
Battle Command £ 1 9 . 9 9
Bah* Master  t i t r e ;
Betrayal £ 3 . 9 9
Cadayer . . . . . . . .  •  C19.99
Casale Master  1 E 1 9 2 9Centunon-DetendsrotRoms £24.99
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Die 1-iard ......... . . . . . . . . . . .  E19•99
Elite   E 1 1 . 9 9
F-19 Stealth Fighter £ 3 4 . 9 9
FISStokerEag1e2 . . . . . .    C29.99
Right of Me Intruder £ 3 1 . 9 9
Gramme 2 E 1 9 _ 9 9
intestabon E I S  99
oserposse  C 2 4  99
Pi came from the Dead C 2 4  99
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MEGAPACK 1
10 Blank Disks, Disk Box
Mouse Mat, Dust Cover

5 Mystery Games
WORTH OVER el  20!
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Pad. W O N  so n  SC1221 I  210•00
Came 1240 VII  RINI CAW M a n  Sellita woo T 1 4 0  00
AA D e l  Camino:WI 1950 Huilitcan 1a64.00

• C a m  Sadi taittCorastrta 0 1 0 1 1  Oirwirren a 2 2  Honour £49900
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To Order:
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MUSIC MAKER
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AMIGA
Damocles •  .  •  • • £19.99
Flood   •
Fun School .  t i e m
Dread   E 1 6 , 9 9
Corporation  £ 1 9 . 9 9
Back lo Futor e2___ .... t19 . 99
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Shadow. ortheBeest2 £ 2 9 . 9 9
BAT.  £ 2 4 . 9 9
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DEVELOPER
PROBE sure is a
bit busy at the
moment Apart
from all the

aforementioned
conversions in
progress, the
teams also

converting yet
another coin-op
for US Gold

namely CapCom's
Magic Sword. It's
described as 'a
bit like Gauntlet

meets Golden Axe",
and promises to
be every bit as
entertaining as

both those
classics. Further
details, including
the release date,
have yet to be

confirmed.

SMASHING!
PROBE ALSO
recently began
work on the Amiga
and Atari ST
conversions of
Williams current
arcade sensation
Smash TV. Ocean
intends to release
them in the
second quarter of
next year.

SHADOW
DANCING

WITH A PAIR of
corking

conversions of
Chip's Challenge

under its belt (see
Review on page

120). development
team Images has

moved on to
convert Sega's
beat 'em up

Shadow Dancer for
US Gold. A release
date has yet to be
set but we should
be able to show
you something

towards the end of
the first quarter of

next year
Incidentally, US

Gold is remaining
tightlipped as to

whether it has
acquired the

rights to convert
any further Lynx
titles to the 16-bit

machines.

CUTTING '
G E N
I C  
G
E
N

CONVERSIONS
THE NORMALLY QUIET Audiogenic stable
has no less than 18 projects in development
for the new year.

First up is SuperLeague Manager, another addition to the
overflowing soccer management genre. This will be
closely followed by Wreckers, an isometric 3D arcade
adventure set on a space station. Wreckers is the first of a new
batch of projects to come from prolific developer Denton
Designs. There are at least three others in the pipeline for 1991.

More prominently though, is  the Summer debut o f
Audiogenic's Sports Action range. The company's promising a
release based on every major sport -  and the first release is
NOT going to be a soccer simulation. Apparently the intention is
tc he the UK equivalent of Cinernaware's TV Sports range.

SWITCHBLADE TWO
WE ALL RAVED about Simon Rick Dangerous Phipps'
excellent a rcade adventure Switchblade b a ck  i n
December 1989, when it collected 88 per cent Now
Sheffield-based publisher Gremlin is planning to release a
sequel, entitled Switchblade IL Details are scarce a t
present, though it's expected that the original's style will
be retained. Core Design's Simon Phipps isn't producing
the sequel Gremlin 's handling this one itself. Expect to
see something towards the middle of 1991

KILLER COMPILATIONS
A QUALITY compilation exclusive to PC
owners is a rare but beautiful thing. And it
just so happens that US Gold is releasing
one.
The Power Crash collection features some of US Golds finest
PC arcade conversions to date. Heading the line-up is that
classic racer Outrun, which puts you behind the wheel of a shiny
red Ferrari Testarossa in a competition that teststhe nervesand
driving skills of even the coolest road hogs.

In a  more 'uplifting' vein there's the shoot 'em up
Thunderblade, reviewed in Issue Four. Thunderblade's 3D
action hasyou pilotingan attack chopperthrough an assortment
of hazard-filled landscapes occupied by wave after wave of
aggressive airborne enemies.

The package is rounded off with the athletic antics of Strider
fsee Review in Issue Twelve), the far out shoot 'em up Forgotten
Worlds (see Review in Issue Nine) and the race 'n' blaster Last
Duel (see Review in Issue Eight).

Power Crash will be available in December at a price yet to be
announced.

Amiga and Atari ST owners need not feel left out in the cold
though. US Gold has yet another compilation especially for you.
The Platinum collection comprises some of US Gold's finest
CapCom conversions. Black Tiger, Forgotten Worlds, Strider.
and Ghouls 'n' Ghosts have all been squeezed into one box,
available now for just 1.24.99.

HOT SHOT
THE

CONVERSIONS of
CapCom's arcade

shoot 'em up
Mercs for US Gold
are in the capable
hands of Tiedex.
Having recently

completed Strider
ii (also for US
Gold). the boys
have only just
begun work on

this one A release
date has yet to be

set Meanwhile.
CapCom's

superlative beat
'em up Final Fief
is in the capable
hands of Creative
Materials, along

with Seas  Line Of
F ire.

A SPECIAL
VAXINE

LOOK OUT for a
special edition of
US Gold and The
Assembly Line's

Vaxiny on a
software shelf
near you soon.

They shouldn't be
difficult to miss —

they come in a
round metal t int

As a special
bonus, random
copies of the

special edition
contain an 'extra

prizewinning
opportunity' that
promises over
E5000 in free
software to the
lucky winner!

WOOLY
WOOHERS

FIVE TITLES
guaranteed to keep
our wooly friends
warm with glee
through the cold
winter months

NEW YORK SHEEP
WORRIERS

Virgin Games

OPERATION WOOL
Ocean

BAXBAA•BARBARIAN
Palace Software

FLOCK WAVE
Digital Magic

Software

SHADOW OF THE
FLEECE
Psygnosis
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WHAT THE STARS ARE PLAYING
ARC DEVELOPMENTS
SO WHAT'S proving popular with the Predator 2
'converters'? Well, Datastorm is the current hit of the
month, with all of the Walsall wonders being totally
engrossed in VDT's classy Defender clone. Apart from that
it's pretty much all quiet on the Midland front. Graftgold's
conversions of Rainbow Islands are still very much in
vogue, particularly with graphic artist John Harrison, The
rest of the leisure time has been taken up playtesting the
boys' own games, including Dragon Breed and two
mystery protects for two mystery companies.

CORE DESIGN
IT'S ALL ACTION up at Cores Derby HQ -  so much so
that it's a wonder the lads ever get time to release any
software. Bob Cough's big hit of the month is the shoot'
em up Final Blaster on the PC Engine, which he says has
been 'doing my head in', and Overdrive in the arcade
down the road -  t o p s , "  he says. Chris Long's also
been battling with the PC Engine and the shoot 'em up
W-Ring, while Simon Phipps has been Strufting his stuff
with Strider on the Sega MegaDnve ' I t ' s  the business'.
Meanwhile, Rob Toone has been happily playing Car-Vup
-
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has also been tinkering with Car-Vup, while Jeremy Smith
has finally completed Super MarioUnd on the GameBoy
-  only to be rewarded with a "crap end sequence'.

SPECIAL FX
HAVING just finished oft RoboCop 2, those lovable
Liverpool lads have been doing more than their fair share
of stick waggling this month, Charles and Ivan Davis (no
relation) have been battling away with Anco's Kick Off 2,
while Infogrames' civil war simulator North And South has
been doing the business for Colin Rushby. It's been a bit of
a golden oldies month actually, with top dog Paul Finnegan
playing Leaderboard, new acquisition Samantha Lyons
enjoying Super Hang-On and lust about everyone getting
the benefits of their new Mr Do arcade machine in a
suitcase (the team is currently converting Mr Do to the
GameBoy, you see). And on top of all that, they have been
playlesting RoboCop 2 as well.

THE BITMAP BROTHERS
WITH SPEEDBALL II nearing completion, much of the
team's time has been spent playtesting that, so they can
iron out any bugs in the system -  and there have been a
few. However, Mike Montgomery has squeezed some spare
time to play The One's single-ship preview of Paradroid
90 And he's been impressed: "It's brilliant. I wish I'd played
the original at the time." The Bitmap's new member Shaun
Montgomery (no relation) has been exploring Mindscape's
Captive Also causing merriment for the boys, and Mike in
particular, is the sliding-block extravaganza Puzznic on the
Nintendo Entertainment System. But apart from that,
there's been little time for leisure.

VIVID IMAGE DEVELOPMENTS
MICROSTYLE S Rick Dangerous II has kept VID big
cheeses Mev Dine and John twid d y happy for
past month or so. " It 's very good," they say.
Neither of them has managed to complete it, but
only because the reason they are playing Rick II is
to put it on a Commodore 64 cartridge, Raffaele
Cecco on the other hand has been so busy
programming First Samurai that it 's the only
thing he's had the time to play.
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POSTAGE
Amiga Packs

Amiga A500
Every Amiga sold includes

Workbench 1.3, Extra Disk. Tutorial
Disk all with manuals.

Full One Year Warranty and Mouse.
Free 111 Modulator with Cables

• Free Game
E349  inc.

CLAIM FREE GAME
WHEN YOU BUY AN
AMIGA/STE PACK

SCREEN GEMS
Back to the Future 2

Days of Thunder
Shadow ol the Beast 2

Night Breed, Deluxe Paint 2
E369 inc.

Atari Packs
DISCOVERY PACK

520 STFM Built-in Power Supply. 1 Meg
Drive, Mouse, Firs! Basic, STOS, Bomb
Jack, Outrun. Carrier Command and

Space Harrier
E276 inc.

STE TURBO PACK
520 STE Built-in Power Supply

1 Meg Drive. Mouse, First Basic.
Music Maker 2, Joystick, Impossible

Mission 2, Dragon Breath. Blood
Money & MANY MORE.

E359 inc.
C U M A N A  CAX354

2nd Drives
Enable.' Disable Switch

Through Port
(Amiga) 175 inc.
(Atari) E84 Inc.

POWER COMPUTING
2nd Drives

EnableiDisable Switch
Through Port

(Amiga) E69 inc.
(Atari) E77 inc.

M.E.S.
RAM Upgrade

.5MB Expansion
Enable:Disable Switch

plus E5 for clock
(Amiga) E39 inc.

PHILIPS CM 8833
Colour Monitor, Scart socket, Stereo

sound. 2 inputs and FREE One Year On
site Maintenance.

E249 inc.

STATE OF THE ART
2ND DRIVES

AMFGA E59 inc.
ATARI E65 inc.

ALL PRICES INCLUDE POSTAGE AND PACKING

STATE OF THE ART
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STATE OF THE ART
39 HEREFORD ST
SHEFFIELD Si cIPP

JOYSTICKS & OTHER BITS

STATE OF THE ART HAS SOMEONE
TO ANSWER YOUR CALL FROM
9AM TO 10PM, RING NOW FOR

THE BEST SERVICE AROUND
FREE GAME OR MOUSE

MAT WI TH EVERY
S O FTWARE  ORDER

OVER £40
LINRELEASED TITLES WILL BE SENT
WITHIN 24fIRS OR RELEASE DATE.

ACCESS OR VISA ACCEPTED.
TO ORDER SEND POSTAL ORDER OR

CHEQUE TO:
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GET ACTIVE!
WELL LOOKY HERE! Not only do we offer you the
opportunity to  while away the hours with a
software-related quiz — you also stand to win some
software and T-Shirts! In all three sections, the first
correct entry drawn after the closing date of
December 28th 1990 wins its sender the prizes.
Send all your answers to GET ACTIVE!, The One.
Priory Court, 30-32 Farringdon Lane, London EC1R
3AU
M I M S

We all know and love them — those catchy 'teasers' that
software advertising uses to draw you in. But how well do you pay
attention to them? Here are five 'Ioglines' fromadverts that have
appeared in The One over the last six months. For 150 worth of
software and an exclusive The One T-Shirt, all you have to do is
name the games these lines promoted_
1) "We're fit, we're alive, but we're not back home,"

2) Th is is our idea of a sport. Don't blink."

3) "Fly in the face of danger."

4) "Radar can't detect it — but it's coming..."

5) 'Curiouser and Curiouser"
WORDSIARCH
There are 10 Ocean games to be found in this 15 x 15 grid. And
there's/100 worth of Ocean software up for grabs! We won't tell
you what the titles are — that's for you to find out, but we will tell
you that not all are necessarily new games. Perhaps a browse
through some back issues of The One would be helpful...

O B D E L O R  T  A  P I S O L
S T O P V O Y A G E R T E H
I  E T K  L F I  O T E B A V S
H G S A G R N A L S N D L N
E O N E H I  C O R T O F K  A
L B E A C H V O L L E Y F M
O R K N A C E D I  K  F I N H T
E R A S I V T V Z J O C E A
E U E R I Q A W N D R E D B
A H A C A B E D I  I F  R O D
Q R 0 O B J  H Z T Z C U M H

S Y N A O D E A M B G D E
O U X E C N E S N E R A N T

P B A A  D I  A R  Y N G A Y L L
O F  A N P L  A T O O N G L  A L
CRYPTIC QUIZ
How much do you really know about games and the people who
produce them? Your knowledge could be worth /50 worth of
software and a The One T-Shirt If you use it to answer these 5
not•so-simple questions_

I) With which French software house is Richard
Clayderman often associated?

2) Before Bullfrog turned to games development it
produced a music package. What was it called?

31 What was the name of Special FX's first ever 16-bit
protect — which was never released?

4) In Cinemaware's It Came From The Desert, which town
is under threat from a plague of mutant ants?

5) Quartz programmer Paul Shirley has a degree in_ what?

THE ONE

SERGEANT
SOFTWARE!

YES FOLKS! The most generous man in the
known universe teams up with your super
soaraway One! Sergeant Software hails
from the planet lug, and his mission in life is
to bring fun and enjoyment through free
software to all those who are struggling to
obtain it The Sergeants not here to dish out
luxuries, but softwar e to those in need, So, if
you think you are a deserving cause. why
not drop the Serge a  line? Write t o
SERGEANT SOFTWARE, The One, Priory
Court, 30.32 Farringdon Lane, LONDON
EC1R 3AU, And don't forget to include your
full name and address and telephone
number. The Sergeant has already been
inundated with hundreds of pleas for help
from needy The One readers. Here's a
selection f rom the sacks o f  mai l  he
receives...

Dear Sergeant Software,
I am a 13 year old boy, and my favourite thing is
my Amiga. Unfortunately I only earn 17.50 a
week from my paper round, and so I can only
afford to buy a new game every month or so. I
know this doesn't sound very needy, but the
other week I rushed out to buy a new game
IDynasty Wars), and when I got home I left it on
the kitchen chair while I got changed. But when I
came back downstairs, I found that my dog
Rufus has eaten the box and ruined the disk! I
As  so sad I nearly cried, and now I have to save
up for another six weeks again Can you help?
Darren Rushby, Middlesex
SARGE SAYS: Don't worry — I checked with your
mother and she said this was true, so a new copy
at Dynasty Wars is on its way to you free of
charge. But be more careful this time'

Dear Sergeant Software.
I recently bought a copy of F
-
1 9  S t e a  
I t h  
r i g h t e r

tor the PC from MicroProse. Unfortunately I ye
lost the manual, and when I asked my local
software sk.p they refused to replace it  This
means of course that I can't get past the copy
Protection, so I would be very grateful if you
could send a copy to me so that I can play it
Mark Trout. Clydebank. Scotland
SARGE SAYS Lost your manual! Lost your
marbles more like! You can't fool me — I know a
software pirate when I see one! I  shall be
forwarding your name and address to the
Federation Against Software Theft immediately'

Dear Sergeant Software.
I recently sold my age•old Commodore 64 and
put the proceeds towards buying a new
Commodore Amiga 500. I've now got the new
machine ana I'm very pleased with it The only
problem is I can't afford to buy any software!
When I had a 64, all the games were about a
termer each I can't afford to spend 25 quid each
on a game — not at the moment anyway, with
my funds drained after buying the Amiga. My
Amiga is currently sitting in the comer waiting
for a game to play Please help me!
Sid Markham, Billingsgate, London
SARGE SAYS. Fear not, Sid. I know how hard it
can be getting together some software after
buying a new machine And because everyone
deserves a lair start, I'm sending you E250 worth
of choice Amiga software Happy playing'

Santa Claus probably conjures up warm memories
of yuletides past with smiling children opening toy
laden presents. And as well he might, for the so
called 'Saint' Nicholas has been a firm bastion of
family life for hundreds of years. But there's a
sinister side to the rosy-cheeked Father Christmas,
beloved by so many children and adults alike. This
month, only in The One, we reveal the true story
behind Santa Claus. pulling back the curtains on the
sordid twilight world of sleaze he inhabits.

'SANTA'S A RIGHT
BASTARD'
A The One Lxclusnre b y Gary leddon

WIIH SOME PLASTIC pointed ears and a red hat with a bell on
top I managed to infiltrate Santa's lair after answering an advert
for helpers at his famous Lapland Grotto.

I was interviewed by Santa himself at a nearby pub. Dressed in
red tracksuit bottoms and a club 18-30 T-Shirt he didn't
resemble the jovial, roly-poly figure loved by so many small
children around the world,

As he ordered two drinks he told me: *All that rubbish? Well,
the kiddies like it, don't they. I can't stand that crap meself. Or
kids really. Me and Mrs Claus never really bothered with kids. To
tell you the truth I never really bothered with Mrs Claus."

At this point he leaned across to me. squeezed my knee and
winked. I hastily explained that I was married and my wife was
expecting a child.

He went on: "Oh well.whatever takes your
fancy. Live and let live, that's what I say. You
could go a long way as an elf — you've got a
nice set of ears.'

Quickly changing the subject I went on to
discuss what my duties as little eft helper would be.

Santa revealed: "Well, obviously you'd be down on the shop
floor, We've got a good range of teddies that needing work on —
we need some workers to sharpen up the pins that hold the eyes.
They've got to come out easily to make them as dangerous as
possible for small children. What happens is we knock the stuff
out at Christmas and then not long after some silly little sod will
get himself cut up on them. Then you get a big stink on Watchdog
so all the teddies get recalled and we have to pay out to all the
people who bought 'em. The clever bit is that we've got credit
insurance and we claim all the lost money. Then we offload all the
dicky teddies to third world countries where no-one gives a
tinker's cuss about small children eating razor sharp filings.'

I asked how long this had been going on and why no one had
made a stink about it. Santa replied: it 's been going on for
years... The teddies whose heads come off and leave a razor
sharp shard of metal pointing out, that was me. This year we're
designing a similar model stuffed with highly poisonous foam,
the sort they use to kill rats with. You see, it's good for everyone.
We make on it, the shops make on it, and Lyne Faulds Wood has
got something to go on about."

Santa ordered another two drinksand the
conversation turned back to my duties.

"Yeah, you should do very well," he said,
"The pay's not bad — about 40 quid a week,
and you get all the yule logs you can eat."

I said that I'd be in touch and left the pub.
Later that day I went to Santa's home and
revealed myself to be a reporter from The
One. He became abusive and claimed: 'It was all a bit of a laugh'.

I was then driven off his property by an angry gnome holding
two vicious reindeer on a leash.

We spoke to a Chief Inspector Spoon who was very interested
in the file we had compiled on Father Christmas. He said; "That's
interesting. You can be sure we'll be in touch with you very soon*.

He hates
"the little
bleeders".

tel Copyright  The One 1990

And Remember Our Lawyers Are Watching
,

"It's all
one big
insurance
scam,
see," he
boasts.
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For n isi 11.95 P C Leisure gives you playable
previews of PGA Tour Golf and Where In Europe
Is Carmen Sandiego — exclusives from Electronic
Arts and Broderbund.

Get into the festive spirit as PC Leisure shows you
how to turn your PC into a home entertainment
system and takes the wraps off the most cracking
Christmas games.

ICLeisure
as complete guide to PC entortsimoost

On Sale November 15th — only E1.95.
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From the creators of the classic Super Sprint comes Badlands -
a fabulous conversion of the popular coin-op.
It's been SO years since the nuclear disaster and a new sport has
evolved in the arid wastelands known as the Badlands. Sprint Racing
with a killing touch is the sport a  destructive battle between
armoured cars. It's all out war on the track as players blast the drone
cars and each other to finish first

Aggressive and dangerous, in the Badlands only the ruthless
five to teU the tale. Customise your racer with extra

missiles, speed, tyres, turbo boosts and shields. Avoid
oil spills and a host of hazards to race the eight

unique tracks which become more
dangerous as the level of-o•
difficulty increases.

Badlands: For one or two players
-its ruthless, destructive slut great fun!
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Panic! The Governor's daughters aro
missingi "Search the Badlands" goes out
the cry, "send for Pete Coyote with his
quick fire guns and steely glare.'

"Gold for every daughter you return'
promises the Governor 'ond a bounty for
every outlaw you kill!"
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REACH OUT FOR THE POWER OFARC
ATARI ST. CBM AMIGA

A .  A R C ,  P.O. Box 555, Slough 512 581

ue Strip-A-Motion combines.
oth horizontal scrolling with 3D
• hic*for greater depth, added
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In the first
of a new
regular
news
feature we
look at all
that's
brightest
and best in
fun-related
hardware.
So, if you
need a few
extra bits to
stick on
your
Christmas
list for this
year, then
look no
further than
the tasty
line-up
below.
Simply
highlight the
sexiest bits
with a
fluorescent
marker and
give it to
your granny
to read.

This month we took no less
than nine different joysticks
and put them through the
ultimate tes t :  d ays  o f
rigorous Kick Off 2. Here's
how they stood up to the
strain...
QUICKJOY JETFIG HIER Spectravideo
£13.95 The strange shape of this joystick
makes it very uncomfortable to hold in the palm
at the hand, so it's fortunate that there are four
suction cups to fix it firmly to the table top. It
does have a comfortable pistol grip with buttons
for the trigger finger and the thumb, The hand
grip also houses buttons to switch on the
auto-lire and control its speed. Jetlighter has a
fairly sturdy feel to it and a positive action.

QUICKJOY V SUPERBOARD Spectravideo
LI 7.95 This is the joystick equivalent of Jimmy
Saville's chair, with enough gadgets to keep
everyone happy There are no less than six fire
buttons, though unfortunately you must select
whether you use the top or bottom buttons via a
switch. so you can't just change over when one
hand gets tired. The autofire option is easily
accessed with the thumb, and there are three
possible speeds The most unusual addition to
this stick is the stopwatch which runs from a
small 1.5 volt dry cell — handy for learning
sequences that involve timing The stick has a
nice heavy action, and should stand up to many
hours of play.

FIASHRIRE Euromax £9.95 Not at all bad this
one, but a little work is required to get the best
out of it. The shape makes it awkward and
uncomfortable to hold in the palm of the hand,
and there's only a left-hand firebutton on the
base It's responsive enough though, and should
last the distance.

THE ONE

IT'S AR
A

JOYSTICK JURY
THE ARCADE Euromax LI7.95 Thisstickhasa
lovely shape, making it very comfortable to hold.
A central firebutton accommodates left arid
right handed players You can't really fault this
stick. It has an excellent all-round feel, and it's
solid as a rock, Definitely one for the collection.

COMPETMON PRO 5000 (With Autofire)
Kernoston 116.49 (Plus f1.20 Postage) One
of the best sticks around has been given a new
lease of life and a lick of paint. This latest version
comes in camouflage colours (perfect for
playing Operation Wolf). It's well 'and and
should look good plugged into any sett-
respecting machine. Dynamic is  currently
planning a second stick in this range, possibly
called Desert Rat. wh ic h will have sand-coloured
camouflage.

VENI VIDI VIM!

FROM LEFT TO
RIGHT...
(Top Row):
OuickIoy Jet/Witter,
Guickloy V
S u p e r
-
b o a r d
,

Flashfi re.
(Middle Row): The
Arcade, Prof 9000
Deluxe, Bep Bop.
(Bottom Row): Prof
Competition 9000,
Competition Pro
5000, Shureabot
Standard DIY.

WHERE TO
CET MI

SPECTRAVIDED
Unit 21. Northfield

Industrial Estate, Beres-
lord Avenue, Wembley.

Middlesex HAO 1NU
Tel (081) 900 0024

EUROMAX
Bessingby I ndustral
Estate, Bridlington.

North Humbersde. Tel
(0262) 601006

SONMAX
Unit 21, ParlLsrde

Industrial Estate, Edge
Lane Street, Royton, Nr

Oldham, Lams 012
60S. Tel (061) 628

2013.

DYNAMIC
MARKETING LTD

Coin House, New Coin
Street, Royton, Nr Old-

hem, Lancs 0L2 611.
Tel. (0611 626 7222.

VIRGIN GAMES
16 Portland Road, Lon

don Wil 4LA, Tel
(071) 727 9070

BEP BOP Euromax £6.95 This wide and short
stick feels very Nappy, although Ws comfortable
enough to hold. Once again there's only a
left-hand firebutton on the base. It's not the
most responsive of sticks, and its lasting ability is
questionable. Still, it does represent good value
for money

PROF COMPETITION 9000 Euromax ,L15.95
Its shape isn't suitable for 0%11 hands to hold,
but it feels supreme. There are left and nght
firebuttons to cater for all players. The stick is
quick to respond and feels very solid. It has
evidently been built to last. All in all, atop quality
stick.

PROF 9 0 0 0  DELUXE (Wi th Adjustable
Rapid-Fire) Euromax L32,95This is very much
like its less posh brother, only with a special
autofire function, The left-hand firebutton is
depressed and rotated to determine the rate of
autofire. It's not a cheap stick, but it is one of the
best money can buy.

SURESHOT STANDARD (DIY) Sonmax £7.95
(Including Postage & Packing) If you want a
cheap joystick that will stand up to a bit of a
bashing then the Shureshot standard is as good
a bet as any. This version comes in a kit form at a
couple of quid cheaper than the ready-built
version. The stick is easily put together in about
15 minutes, providing you follow the clear
instruction sheet. The resulting stick does feel a
bit loose, but it's responsive and durable enough
for the once. A fun way to acquire an inexpensive
stick.

SEGA AUTOFIRE UNIT Virgin Games £5.99
Here's a handy little peripheral for anyone who
has a problem pressing joystick firebuttons at
speed but doesn't have a joystick with an
autofire function. The Sega Aut are unit is made
for the Sega console. However, it also works
with the Amiga and Atari ST, You plug you
joystick into the unit, and then the unit into the
required joystick port A  pair of  switches
activate the &dare. It's compatible with most
software (you should see the screen when it's
used with Xenon 2; Megablasty

HOW MANY TIMES have yot. seen demos witn
digitised pictures of your favourite stars and
wished you could produce something similar?
Well here's a nifty little number to make that
dream a reality
. a  
c o m p a
c t  
h a r d
w a r e  
a
n
d

software combination from Rombo called Vidi
Amiga

The hardware slots neatly between a video
recorder and the Amiga's parallel slot, with a
lead stuck into joystick Port Two drawing power
for the unit, Now all you have to do is boot up the
software, activate the video from which you
wish to grab a trame, and away you go... A press
of the mouse button pulls off the last 16 frames
from the video, though there is a split-second
gap between grabs.

Now all you have to do is choose your
favourite digitised still from a screen full of
miniatures and save it out for future use. You
could even load your digitised work into an art
package and touch it up.

Even though Vidi Amiga only produces monochrome images, it's inexpensive for this sort of thing and represents great
value al 11 14.95. It's not too difficult to use, though it must be said the manual isn't sympathetic enough tot beginners. A
colour upgrade is available from Rombo for only 119.95. You can contact Rornbo on (0506) 414631 The address is
-Rombo Ltd, 6 Fairbairn Road, Kirkton North, Livingston, Scotland EI-I54 61S.
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YOU HAVE TO HAND IT TO THEM
Now that the GameBoy is at last officially
available in the UK, Gary Whitta tells you all
you need to know. And a few thing you don't
ITS ALL VERY W ELL having a six-foot talltower of buttons, knobs
and musical power at home, but what happens when you go out
on the streets and fancy some tunes, eh? You get your Walkman

tout, that's what.
The same theory now applies to the world of computer

gaming, with Nintendo's GameBoy providing the ideal
accessory for your Amiga, Atari ST, or PC. For just E69.99, you
can now get addicted to such classics as Tans. Nemesis and
Paperboy — on the bus, under your bed, in the street_ almost
anywhere.

We say 'almost', because Nintendo's promise of 'There's
nowhere you can't play it
- i s n ' t  
s t r i c t l y  
t r u e .  
P e r h a
p s  
t h
e  
l i n
e

should read "There's nowhere you can't play it — unless it's
dark'

That said, in Japan you can already buy a clip-on lamp and
magnifying glass that allows you to play in subdued light.
Hopefully it will make an appearance over here before too long.

Anyway, we decided to reserve judgment on the GameBoy
ourselves, preferring to let the professionals, in the form of
developers and publishers, air their views instead. There's also a
quick round-up of what you can play on the mini-marvel. So here
we go...

THE GAMES
AT PRESENT there are only six GameBoy
titles available in the UK from Nintendo —
but that's only the official number. By
shopping around you can get your hands
on dozens of cartridges imported from the
USA and Japan, but you do have to pay well
over the RRP of £19.99 apiece for the
privilege.
TETRIS
THE GameBoy classic. It you bought an
official UK GameBoy, or have an American
import, you won't need to be told why Tetris
oozes excellence because it comes free with

the system If you happen to be a naughty
Japanese system owner however, you may
not know because it doesn't come as part
of the basic package. Don't worry -  you
can still buy it as a separate title, and you'd
be well advised to do so This is
undoubtedly the best version of Alexey
Pazhitnov's near 'ultimate test of dexterity,
with improved control, more play options
and better music than you get on any other
format. It's also an ideal portable piece of
entertainment, as the gameplay is perfectly
suited to impulsive five minute sessions. It's
an effective relaxation tool too. With a
brilliant head-to-head two player option.
Tents is a strong candidate for the most
addictive game ever. There's no excuse for
not having this.

TENNIS
Arguably the best
simulation of Tennis
there is — and this
is about as simple
as it gets too.
Pseudo
two-dimensional
players battle it out
on a 'more' two dimensional court, but it's
not the technical achievements that count
here. Tennis is a right laugh, and it's not just
hitting it back and forth until somebody gets
bored and misses — there's plenty of room
for tactics and play with a variety of devious
shots available. As with most link-up games,
this one's twice as much fun against a
second human player.

GOLF
A simplistic sports simulation. It's not exactly
PGA Tour Golf. but it manages to entertain
ail the same. There's a fair bit of the old skill
involved when it comes to timing swings and
selecting the correct club, but when airs
said and don it's a bit limited.

THE ONE

QIX
Converted from Taito's ancient arcade
classic. Qix has spawned many a clone
across just about every format tram the
humble Spectrum to the PC Engine. Those
who believe that the original is still the best
will love this conversion though, as it's
faithful to the original. The idea's simple
draw boxes around the screen to fill in more
than 15 per cent while avoiding the
marauding and the evil Dix along the way A
trifle slow-paced for the liking of some, but
ertioyable all the same.

P A U S E

SUPERMARIOLAND
Basically a cut-down and 'heavily tweaked
version of the Nintendo classic Super
Mario Brothers. It's scrolling platform
frolics all the way as Mario fights his way
through the Mushroom Kingdom to rescue
the fair princess. Like its precursor, Super
MarioLand is packed with secret warps,
hidden rooms and bonuses. And there are a
few original features in there too, including a
horizontally scrolling aerial dogfight! Second
only to Tetns in the 'must get' stakes.

SOLAR STRIKER
The seemingly obligatory vertically-scrolling
shoot 'em up with lots of aliens to shoot

and not a lot else. It's all very predictable,
but tough to play and, for the
button pushing freaks among you at least,
worth a second look

AND THE REST...
A SELECTION of presently 'unofficial' titles
that are now available in this country —
provided you are willing to shop around.
BATMAN
The game of the film. It's all very similar to
Mario Land in the sense that a diminutive
hero leaps about from platform to platform
— only this one's in pursuit of the Joker,
There's also a shoot 'em up orientated
Batwing section, and it's all rounded off with
what is probably the best GameBoy music
yet heard. Batman's not exactly spectacular,
but it comes recommended all the same.

BOULDER DASH
Another conversion  o f  a  we ll-worn arcade
classic. The idea is simple — dig your way
around a maze and collect all the diamonds.
avoiding the boulders and bad creatures as
you go. Of course, it's not as easy as it
sounds — there's a fair bit of aforethought
and arcade dexterity required. A must•have
for all fans of the original.
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FEATURE

DOUBLE DRAGON
One of the world's most popular beat 'em
ups carries to the very small screen. And
quite successfully too, with buckets of
fabulous fightin"n fumpin' to be had. Its a
competent conversion of the arcade original
— a damn sight better than the halfhearted
16-bit versions at least — and definitely the
pick of the GameBoy bitting bunch.

NEMESIS
What a doozy this one is. Everyone reckons
it's the best home computer conversion of
Konami's ace arcade blaster there is. And
it's true. NES owners will know it as
Gradius• but Nemesis will be the only word
on their lips when they get to see this
Game Boy version.

TEENAGE MUTANT NINA TURTLES
Is there no escape? Now you can even play
with them on the tube! This incarnation of
the green geeks is straightforward
hanzontallyscrolling martial arts action.
Controlling the turtle of your choice, you
smack your way through five levels full of
ninias in a bid to rescue April from the
clutches of Shredder. Impressive graphics
and a selection of catchy tunes combine
with adequate gameplay to make this one
worth getting — if you can stand losing your
street-cred by being seen playing it.

COMING SOON...
CHASE HQ
Taita's bump 'n' blaster gets a new lease of
Me And it's lookirkg good

KLAX
Atari Games' perky 'puzzler' goes
monochrome. How it plays without the
colour remains to be seen.

MR DO
One of the original a n d  the best. Should
convert very well to the GameBoy.

ROBOCOP
The Kevlar-coated copper is back, in yet
another guise. It's all pretty much the same
as the home computer versions, only
(surprisingly) more playable.

WHAT THE DEVELOPERS
SAY
BULLFROG
One of Bullfrog's biggest cheeses and a man
who spends so much time in Japan that his
eyes are shutting up shop, Peter Molyneux
reckons the GameBoy isn't all it's cracked
up to be He says. 'The idea of having a
games system you can carry around in your
pocket is brilliant, but I don't think the
Game Boy fully realises the concept's
potential.'

It's the screen that's the probiem, Fete
goes on to explain: 'You have to really
contort your head in order to see the
screen, the monochrome doesn't really work
and the LCD display isn't fast enot,gh. On
the plus side, certain types of games, like
puzzle games, work really well on the
GameBoy, But I think that's only because
puzzle games don't require as much
technical muscle as arcade games, and
that's reflected in the fact that there are
many more puzzle games than arcade
ones.'

Oh dear. Pete doesn't see that much of a
future for Nintendo's baby, 'I'll give it a year,
maybe two,' he reckons. "It doesn't matter
that loads of people are developing for the
machine There so many titles out there, but
people can only buy so many, and when
companies realise they're not selling that
many games, they'll pull out I  think that's
already started to happen in Japan where
the GarneBoy is on the wane, even though
the cartridges cost the equivalent of six
Pounds each!" Food for thought indeed...

•

THE BITMAP BROTHERS
Bros head honcho Eric Matthews takes a
more optimistic view of the machine He
says: "I think Its great The games produced
for the machine are very playable — I saw
Spider•Man the other day and that's
excellent -  and with Nintendo behird it
,  Ican't see how it can really fail, The Lynx is
certainly no competition."

The Only downside that Enc can see is
the machine's relative lack at technical
power restricting developers But does Bros
itself have any plans along those lines? 'I
don't know. I was thinking about the idea of
Speedball on the GameBoy the other day,
and I reckon that as long as you could keep
the speed up and retain the playabili1y,
be really good. It's not something we're
seriously thinking about at the moment
though. We shall Fiee.."

SENSIBLE SOFTWARE
The boys behind Wizball and International
30 Tennis must have just got Out of bec
when we rang. it 's just like a ZX81 with
buttons on,' they said And do they see any
future for the machine
7 ' N C  
F a i r  
e n o u g h .
. .
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GRAFTGOLD
Paradroid 90 programmer Andrew
Braybrook's only had a quick look at the
GameBoy, but he was impressed by what he
saw. He says. 1 was very impressed by
Batman, and the speed that it shifts at I'm
not very familiar with the technical workings
of the machine. but I'm suronsed it's been
so successful. People always seem to want
more colour and more power, and then this
little mono machine comes along arid
everyone wants one I  think that's because
it's such an oddball machine, and there's
never been anything like it before.'

As for its future, Andrew beeves that as
long as the software support keeps going,
there's no reason why it shouldn't be
successful — although the promise of
smaller, more powerful machines is an
ever-present danger. "My portable CD player,
which I bought four years ago, needed 10
batteries to operate, and they only lasted for
20 minutes. Now there's one out that runs
for hours off one battery!'

Does Andrew have any plans to develop
for the GameBoy? 'Not really. I'm really into
colour and power, you see. I've got nothing
against other people converting my games
to the machine. In fact I think there might
be something happening with Paradroid as
we speak.;

SPECIAL FX
We all like it here,' says SFX supremo Paul

Finnegan. And it's a good lob too,
considering the team behind Midnight
Resistance and RoboCop 2 has a
GameBoy title, Mr Do, under development
for Ocean right now. And there are plans for
more

'I think it's going to be successful,' says
Paul. -
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it, and with Nintendo's muscle behind it it
might be too late for anyone else to come
up with a rival portable'

What about the machine's technical
constraints though? 'Well, it's difficult to
know at the moment. I think, as with any
new machine, we need to push it further
before we can see what it will really do."

Paul reckons that the state of the

suttware avainroie no i s n  I all that hot,
although he believes that the potential is
there for some really mind-blowing titles.
it's going to do well,' Paul concludes,
'especially over Christmas. where a lot of
kids are starting to hear about it through
word-of-mouth. Even my kid wants one
now..'
OCEAN
Software Development boss Gary Bracey
has high hopes for the GameBoy — and so
does his employer, considering that it has
no less than four titles, including ReboCop,
hitting the market in the immediate future

'It's a wonderful machine,' he says. "I
take mine all over the place,' That said,
Bracey describes the current software as a
bit hit and miss, 'but then the games are
not designed to be sophisticated GarneBoy
games are supposed to be played on the
bus, or the train, so there's no time to get
involved with a game like SimEarth or
Populous.'

As for the threat from the future's more
powerful machines, Bracey isn't worried, and
is quick to point out the need for extra
batteries and bigger, heavier casings. "I think
the GameBoy will evolve. It's created a
niche market, and it's not going to just go
away •
GARY LIODON
Freelance programmer LeJdon, responsible
tor such classics as Firebird's Ricochet and
the Nintendo version of The Last Ninie II,
thinks the GameBoy is 'a little cracker".

Roly-poly technopornographer Gazza
reckons that Nintendo's miniature marvel is
capable of some •nght smashing games.
Probably.' But he doesn't think the full
potential of the GameBoy has been fully
realised as yet, 'I don't think the full
potential of the GameBoy has been fully
realised as yet.' says the curvy 23-year-old
former NES wizard.
As for the existing software, our Gaz reckons
that some of it's good, but some of it isn't, So will
the machine take off? "Probably. Then again,
probably not. You never know these days. It's a
topsy-turvy old world, and there's nowt as queer
as folk'

GAMEBOY 2000?
WE ASKED some of the ieading names in
science today to predict what the GameBoy
would be like in the year 2000.

'It will be called GarneBoy 2000. be very
small and run on solar energy.' says Doctor
Quentin Bender of Cambridge University. 'It will
have no screen — instead it will prolect the
googolplex
,
c olour 
S D  
g r a p
h i c s  
a n
d  
m i l
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channel sound directly into the user's brain
using some kind of laser ray or beam or
something.'

Electrodes attached to the brain via the ears
will allow the player to control the action using
thought waves, and the quality of the digitised
sound will be at least 12 times better than the
real thing. And it will probably have some three
gigabytes, give or take a bit or two, of CD-I in it as
well, so you can really live that movie'

Scientists a t  NASA believe that  soon
GameBoy computer technology will be more
advanced than the multi-billion dollar super-
computers they currently use to identify dead
pulsars in space, so you can look forward to
some really Advanced Computer Entertain-
ment.

DECEMBER 1990

But what kind of games will you be playing?
Educahonal Psychologist BA Tongue predicts
that the Game Boy games of the future will be so
advanced that people of low intellect and
respiratory difficulties could suffer strokes and
even death brought on by 'excessive thrill
power*.

Doctors also predict that the games will be so
realistic that GameBoy 2000 players may have
trouble differentiating between GameBoy 2000
games and real life As such, all prospective
GameBoy 2000 owners must pass a rigorous
medical examination before they can earn
themselves a GameBoy 2000 licence.

Popular characters Mario and Luigi are to be
phased out to make way for futuristic robotic
characters called MAR-I-OX V and 1.00-E-G IV,
who will have two heads, 12 arms, rocket boots,
and different attachments to help them out of
any garneplay eventuality.

So, you can look forward to fully-3D, sampled
sound, virtual reality, CD
,
I ,
garneplaying experience in the year 2000
1 T h eonly problem is the price: 5,000 pounds —
space money!



Open up the throttle for 'The U !mate Ride
Tame your dream machine in the Ultimate bike racing challenge-The Ultimate Ride
wheeled action hurtling into your living room at its raw, nerve tingling best.

Take six of the best superbikes and race them on a world tow of the famous grand prix
circuits. If the open road is more to your liking the you can take ft "country style" on
six fiendishly designed road courses set in different locations.

The Ultimate Ride even lets you design your own course using the unique
Artificial Intelligence track editor. ChM
friend on the simultaneous two player
option or create custom disks of your t
favourite track and bike.

The Ultimate Ride combines ultra
fast rood racing graphics with
unequalled presentation and
animation- This is a real
interactive racing movie.

Can you take the power

M I N D S C A P E

P I .  SIC

iVkbi- t i  s u m :m y n a s  ,
t o c a u . 8 8080180 D o l m a

I S P L ACE P I E NT :  LOCEice  R I S P I N I L  : S U M
HAKT PL IM  S P E E D :  1 7 0  M N  M K S  ,  FRP

M IL F: 10.68 SEC A T 130.00 mPii

tor your local dea/er, contact: &landscape International Limited, the Coach House, Hookkmds Estate, kaynes Hill, WestSussex RH!? 7NC, Eel. 044 486 761
for further information on Mindscape pnoducts and new releases please call: 0898 234214
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COMPETITION THEONE DECEMBER 1990

IF YOU READ magazines in a funny way you will
already have seen just how good Virgin Games'
conversions of Golden Axe are. Everyone else
should turn to page 79 and absorb the four far out
fact-filled pages about this prize hack 'n slash 'am
up. And speaking of prize, there's a Jim Dandy one
up for grabs here. So chuffed with Golden Axe is
Virgin Games that it's keen to celebrate by way of
this competition. As you can see, said prize is a
rather impressive electric guitar (though not the
actual o n e  s hown here) , bet ter  k nown i n
guitar-playing circles as  an 'axe'. Virgin's also
chucking in a tin of gold spray paint, so you really
could have a wicked Golden Axe on your hands.
But don't fret if you can't hack it with an axe, man:
there's a book for beginners thrown in for good
measure. All you have to do is answer the three
questions on this page, then scribble the answers
on the back of a postcard or sealed envelope and
send it to AXE THE WAY TO DO IT. The One, Priory
Court, 30-32 Farringdon Lane, London EC1 R 3AU,
to arrive no later than the 28th of December 1990.
The first completely correct entry drawn after the
closing date wins its sender the axe and decorative
enhancer. The next 10 correct entries drawn earn
their senders a vibrant Virgin Games T-Shirt each.

THE RULES
The Editor's decision is final and no
correspondence will be entered into.
Employees and associated parties of
EMAP Images and Virgin Games are
not eligible for entry.

PLEASE NOTE THAT THE GUITAR ON
OFFER IN THIS COMPETITION IS NOT
SHOWN HERE
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THE THREE QUESTIONS
1) Who sang Careful With That Axe
Eugene?
A) Pink Floyd
B) Keith Floyd
C) Floyd Patterson

2) What's the name of the corky 16-bit
console for which a conversion of
Golden Axe is available? Here's a clue:
it's called the Genesis in the States,
and Virgin markets it in this country
under a different name.

A) The Sega MegaDrive
B) The Sega MasterDrive
C) The Sega MegaSystem

3) What colour is the magical axe in
Golden Axe?
A) Gold
B) Silver
C) Bronze
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REACH OUT FOR THE POWER OFARC
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MAGICA114 QC EST
•WHERE GOOD...

In the far off land of Omega, the peaceful existence
of its people is thrown Into panic as the iealous
forces of evil abductthe children one by one. Hate
and unhappiness spreads throughout the land
until a fateful mistake is made o n e  of the

magical twins — Alvin and Irma — is taken
captive.

A N
o

11
s
s
l
O
t
s  
,
r
0
„
,
„

...CLAS1-12S WITHH
EV11'4 a..?
As the remaining seventh twin of a seventh child,

your desperate quest brings you in conflict with
the footsoldiers and Champion Warriors of the Evil

Demon. Aided by the kindness of the Good Witch
nd your own mystical powers, battle your

ay to the Demon Castle for the final encounter
nd ultimate freedom

our twin and
friends.
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nter
Laurence Scotford experiences trans-
ports of delight with Activision's novel
new action adventure.
HOW OFTEN DOES a  new piece of
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totolly new and convincing environment?
And how often we are disappointed... But
here is one that goes quite some way
towards fulfilling that promise. Hunter is a
sabologe and combat 'adventure set in a
huge 3D world. We have seen plenty of
landscapes generated with polygons
before now, but this one is a little different:
it's created using Fractal Geometry.

Hunter is all about one-man operations
to penetrate enemy territory and destroy
targets or assassinate military personnel.
Starting out from your own side's HQ, you
are given your mission orders and away
you go...

There are three types of game available.
Newcomers ore should start with a single,
involved mission, building up to shorter
missions to destroy individual targets, and
eventually lengthy missions in which oil
targets must be destroyed.

To begin with you are armed with little
more than a rifle, but there ore other
supplies to be found along the way. There
are also a number of ways of getting from A

TECHINIP01111
Total Number 01 Objects: 182
Most Complex Object : The General
(52 Polygons)
Least Complex Object: Missile
(Six Polygons)
MOKiMilli Frame Rate: 25 Frames
Per Second
Minimum Frame Rate: Six Frames
Per Second
Average Frame Rate; 12 Frames Per
Second
Size Of Object Data: 60K
lOccupying 65K Block)
Size Of Program Code: 64K
Size Of Landscape: 128 ti 128
Grid Points (Three Maps)
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get you around slowly, you will find all sorts
of vehicles from push-bikes to power boats,
vans, tanks, and even helicopters. All of
these can be requisitioned — provided you
hove enough fuel with you.

A different map is generated each time
you ploy and then transformed by the
program into a  series of connected
polygons. The buildings, vehicles, objects,
and people ore then mapped onto this with
a further series of polygons.

Paul Holmes is certainly no strangerto 3D
programming. He had been working on a
3D game for CRL before the company
experienced problems and the project hod
to be shelved. He then went on to work with
Digital Magic Software, before turning hisattention to Hunter.

The 3D routines that Paul wrote for CR L
had to be quite substantially rewritten for
Hunter. He hod originally made use of the
Amigo's Blitter• chip for drawing the
polygons. Since Hunter was destined to
appear on the ST as well (the standard ST
does not hove a Blitter chip), additional Is.

THERE ARE
PLENTY of

buildings dotted
about in Hunter.

Moat Of them can
be entered and

many contain
objects that will be

of use to you.

THE ONE

THE CONTROL PANEL at the bottom of the screen extends to
show a ll the  obie cts you a re  ca rrying. Here ,  a t the  sta rt o f  a
game, our hero has very little with him but supplies will soon
accumulate . A little  experimenta tion soon ide ntifie s the  function
of each object.

BOATS ARE ESSENTIAL for skipping
one Island to another (it's a long way
•wim). If you have the map It can be
overlaid on the display to aid navigation
between land masses.

LAND TRANSPORT
ranges from

bicycles to tanks,
with cars and

medical supply
trucks in between.

All of them need
fuel and if you

don't have any with
you, or happen to
run out, then its

foot power for you,
buddy.

from
to

ONE OF THE
MORE useful

objects you come
across is the Aerial

Observation Unit.
When fired into the
air this reports the
location of enemy

units, buildings,
and vehicles.

THE MOST USEFUL mode of transport Is
the helicopter. It takes a little getting used
to. but once you have learned to fly it you
can easily pop from island to island.
Watch out 104 those enemy missiles
though...

PROJECT
Hunter

PUBLISHER
Activision

AUTHOR
Paul Holmes
(Design &
Programming)
Jason Kingsley
(Bitmopped
Graphics)
Martin Walker
(Sound Effects)
INITIATED
February 1990

RELEASE

AMIGA
February 1991

ATARI ST
February 1991

IBM PC AND
COMPATIBLES
N/A
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software hod to be
created to  mimic
the function thot the
Blitter chip normally
performs. Ironically
these ro u t i n e s
ended up doing the
job faster than the
Amigo's specialised

hardware. "The trouble with using the
hardware," says Paul, "is that it imposes
certain limitations that then have to be
overcome with clever software routines."

The 3 0  effects that Paul's routines
produce ore very impressive indeed. The
screens are drown very quickly considering
their complexity, without any nasty glitches
during updates. There ore some very nice
touches, like th e way the viewpoint zooms in
and out depending on your mode o f
transport. According to Paul this sort of
effect is quite easy to achieve once the basic
routines ore up and running.

The Object Editor used to design all the
3D objects in Hunter took °bout a week to
write. Then came the torturous process of
entering all the data. Unexpectedly, Paul
found the hardest thing to write was not the
3D routines but the actual game logic. Each
of the enemy sol-
diers and installa-
tions hos to know
how to react to you
in certain condi-
tions. Their res-
ponse to you when
you are occupying
a lank will be differ-
ent t o  their res-
ponse if you ore on
foot.

The 3D routines
used in Hunter ore
easily adaptable to
other games. Paul
wants to stick with
3 D t o r  h i s  n e x t
project, but hopes
to d o  something
very different t o
Hunter. One idea
he hos is to  do
something that in-
volves flying that is
not a simulator.

As for as improv-
ing 3D in general is
concerned, P a u l
believes that the
major imp ro ve -
ment left to make is
in gomeplay — the
octuol mechanics
can only really be
tweaked now. That
seems to be an issue
thot Paul has ad-
dressed in Hunter,
and gomeploy will
no doubt be on
im portan t  f a ct o r  in
his next creation,
whatever that may
be.
• Blit le r . a  de vice ,
des•gned to shift large
cheeks o f  d a ta  ve ry
quickly tram arse area al
the mochone's memory
to a nothe r I n  th is
Amiga's case the Slitter
is primarily tiled for fast
transfers of doer, into the
screen RAM.

HERE'S A NICE
TOUCH, A white

line ma rks the
edge of the  world

on the  ma p. Ge t to
the e dge  in  a  boa t
and sure  enough,

there it  I s!

THE ONE

TAN KS AR E TH E
MOST de structive
vehicles a va ila ble
and a re  ve ry use ful
for doing a wa y
with ta rge ts. I n th is
instance a  powe r
plant is about to
get a  she lling...

GOING, GOI N G...

GONE!

DECEMBER 1990

-r r k a u e
You home boarded a  ro cke t  boa t

WHOOPS! L OOKS LI KE you got out the  wrong side  of  the  boat.
I ts quite  fortunate  tha t th is pa rticula r agent is a  ve ry strong
swimme r. Hut he  s got to  be  some  kind of grea t swimme r 111
he 's to a void the  sha rks a ll b y nimse e .

FRACTAL FACTS
FRACTALS were discovered by  the eminent French
mathematician Benoit Mandelbrot. He identified the
universal tendency in all forms of inanimate matter for
patterns to be replicated on an infinite number of scales.
The pattern on a snowflake for instance, is made up of lots
of smaller identical patterns, which in turn are made up of
even smaller copies, and so on. This phenomenon also
manifests itself in mountains, trees, and coastlines. "Big
fleas have little fleas upon their backs to bite 'em, and little
fleas have smaller fleas and so, ad infinitum.'

One thing computers are very good atisthe horrendous
number crunching required to produce Fractal Patterns, so
it is no surprise that Fr-octal Generating programs have
emerged for every machine with the graphical capability
to reproduce them. And Hunter is certainly not the first

, game to make use of Fractal Geometry. Lucasfilm Games
made an early, if uninspired attemptto implement Fractals
with their action game Rescue On Froctalus, and more
recently Maelstrom has put Ma nd elbroes theories to good
use in the well-received Midwinter and its sequel (see
page 167). But there is still a long way to go before Fractal
Geometry can really be exploited to the full, and we will
probably have to wait for  the next generation of
hardware before that happens.
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Available for IBM PC Compatibles and coming soon for
Atari ST and Commodore Amiga
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Four M1 Abrcans Tanks. Four soldiers in each. That's Four Tanks,
Sixteen Men. And you control the whole shooting match.
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• Leadership. Each al the 16 men
in you r tank platoon has his own
b a t t le fi e ld  sk i l ls  a n d  a b i l i t ie s .
I mp ro v in g  w i t h  e x p e r i e n c e .
promotion and  decorations, yo u r
chances o f success increase  as
yo u r p l a t o o n  b e c o m e  b a t t l e
hardened

5CREEt; SHOM 5HOWN ACTUAL
MAY VARY

• s t r a t e g i c  a n d  t a c t i c a l
co mma n d .  P la n  y o u r  w i n n i n g
strategies, g iv in g  orders to yo u r
p la to o n  o f  t a n k s ,  c a l l i n g  i n
carstrikes a n d  a rt i l le ry ,  A t  a n y
mo me n t  yo u  ca n  ' lump '  in to  the
th ick o f  the  act ion ,  t a k in g  o ve r
d ire c t  co n t ro l,  a s  co mma n d e r,
gunner or cinver of any tank

• Realistic  Battlefi eld terrain.
Make use of natural cover, such as
hills, ridges and  build ings to h ide
your tanks, across the huge 16,000
acre 3-D battle zone, just .like a real
tank commander.

• H i g h - t e c h  w a r .  L a s e r
rangefinders, dep le ted  u ra n iu m
penetrators, wire -gu ided  missiles,
reactive armour. a ir support crnd
a rt i l le ry ma ke  M I  Ta n k Platoon
the mo st  comprehensive ,  up -to -
date simulation of a rmoured  land
warfa re  ava ilab le  for your home
computer.

MI  Tank Platoon was released tor IBM
PC compatible machines in October

1989;

"MicroProse has surely excelled On this
one: I ts all there, from superb ploryabillty
through great attention to detail to one
of the best manuals I've seen in a long

time. The competition should watch out,
as this one's going to take some

beating:" P C  Leisure Spring '90

"I  can't really lault MI  Tank Platoon as
Its definitely MicroProse's most

comprehensive simulation yet " 87%
C&VG Nov '89
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sim we've seen " 926 Ace Dec 89

• Endless va rie ty.  Figh t  du ring
the day.  a t  n ight, in  snow, mud .
ra in  o r  c l e a r  we a t h e r .  W i t h
thousands o f  b a t t le fi e ld s  a n d
millions of situations and  you get
end less e n j o y m e n t .  D e c i d e
between single battles or co  entire
compaagn.
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Bob Lot hos a girl in every town, but there is one who is special to his heart; Claudette Cat. Claudette has the
biggest eyes you've ever seen and Bob aims to make her his Queen. Off Bob goes to sing his night song, but

\  a r r i v e s  lust in time to see his beloved being whisked away in a net by two of the Mod Scientist's men.
)) Wha t horrendous experiments will the scientists carry out on old cutie paws? Can Bob sove her in time?



YO U  C A N  S A Y  w h a t  y o u  l i k e  a b o u t
Walsall, but the place is never short of
programming octivity. The credit goes to
Arc Developments for that, as e  team's got
so much on its plate at the moment that
there's little room for dessert. Apart from
three unnamed 'biggies" for next Christ-
mas, one for Ocean, one for US Gold and
one for Activision, the tearn's working on o
few smaller projects "for other people
-
.

And, of course, there's Predator 2...
'We were doing another project for

Mirrorsoft: says Paul Walker, but that was
put on the bock-burner for a while. So we
asked them if there was anything else and
we ended up with Predator 2.
- The design and building of the project has
been mainly down to Paul Walker and Art
newcomer Julian Scott, who's responsible
for the programming. However, with so
many other projects on the boil Paul's time is

THE
TRANSPARENT

figure o f  Ha rrig a n
as h e  a p p e a rs in

the a rcade  a ct io n , ..
a lthough t h is i s

sub ject  t o  ch a n g e
If Da n n y Glo ve r.

who p la ys Ha rrig a n
in t h e  m o vie ,

doesn 't  l ike  it

a s  d  i
The Predator is back! Only this time he's picked the wrong man to
hunt... Fortunately, it looks as though ImageWorks has picked the
right team to produce the game of the forthcoming film. Phil South
took a trip to Arc Developments.

THE PREDATOR 2 tine screen came trom
t h is o rig in a l fi lm  st i l l . Ar c  s im p ly
d ig it ised  th e  t ra n sp a re n cy a n d
reformatted I t  in  m o n o ch ro m e  t o rm  be fo re
dropp ing  t h e  Pre d a to r 2  lo g o  o n  t o p .

spread thin, which meant that some help
was needed. Enter Jon Harrison,

"We needed another graphics artist,"
Paul explains. 'We'd been advertising
anyway, and there hadn't  been many
people that had applied. Then Jon phoned
up one day ond said 'Gis a job'. We'd seen
his stuff before. He's an old boy of  the
graphics world.., he's worked for Elite ond
Gremlin Graphics... J on c ame along,
showed us some new stuff, and that was it.
He come on the Wednesday and storted on
the Thursdoy. So, we're basically splitting
the graphics between myself and Jon, and
now we've got about o month left to do. It's
due to be finished on the first of December,"

That's_ three, four._ five months. Thot
seems like a short contract...

'In Arc terms it's o shortish one,' Paul
confirms. 'We've done conversions in three
months. It depends how much of the actual
game you've got to build from scratch. I
mean, Dragon Breed took nearly eight
months. Now we're lust finishing off the
Amiga version. This one, if it's on time, will be
0 short contract."

Paul's original design featured f our
'normor-sized levels, but now he's made
Level One twice as  long as  t he O.
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IN

others I m a g e
Works asked f o r
five levels to ensure
value for money, so
Paul compromised
ond mode the first
level double t he
size].

"The first three levels are basically all the
some," he reveals. "In these first few levels
the Predator takes a background role, as he
does in the film. He stalks Harrigon. And
Harrigan is fighting the Jairioicans ond

• Colombians  in this big drug wor, Thors what
the first three levels are, working your way
through the three main battles of the film,
killing as many drug dealers as you can, with
the Predator in the background in his
hidden mode. I f  you shoot him, he gets
annoyed, ond he throws some weapons at
you. You won't know what and you won't
know when. Rut he's gota disc he can spin at
you, a spear, a big spiky net that pins you to
the wall, and, of course, his laser.

"There are a lot of nice added features in
the first three levels as well. In the film there's
people in the background — citizens. So
what we've tried to do, on the correspon-
ding level, is to put those people in. Like
there's a reporter that keeps coming round
trying to interview Harrigan. And he keeps
turning up in the most unlikely of places.

i n  the fi lm there's this FlPil agent ond
Harrigan in this pitch black office, all the
lights turned off, and it's all dead top secret
Then all of a sudden the lights switch on, and
it's this guy doing the interview: 'Hello, Mr
Harrigan, can you tell me...' and all that. So
he appears in front of Harrigan in the game,
trying to do interviews. And you can't shoot
through him.

"There's also a Japanese camera crew
that's trying to interview the Colombians
and Jamaicans. So you'll be sat there
shooting at the drug barons, and these
people'll p o p  up  wit h sound booms,
cameras and stuff. If you shoot them your
badge goes down, because you're not
supposed to shoot citizens. That can never
be replenished at oll. 'fit gets down to zero,
you're kicked off the force, and thars one
way of the game ending.

"And if your energy gets down to zero,
you're dead. Well, you're not DEAD... If
your Harrigan character gets killed, all you
see is an ambulance. So he's not actually
dead, but he's not very well.

'One thing 20th Century Fox won't ol low
us to do is have killing in there, which is o bit
impossible. The film's all blood everywhere,
but they say 'It's o kiddies game, we don't
want killing in there'. So we've tried to think
of a way round it... and we haven't been
able to find a way  round it! We were
basically given the style of  the game,
Operation Wolf  style, and that's what
we've done What we've come u
p w i t h  s ofor is  they f all ov er backwards and
disappear."

"20th Century Fox hos to approve all
graphics. And the actors' ogents have to
approve all graphics, at least the likenesses
of those people. We got° fax through, and
there's a list of people who don't care, and a
list of people who DO care. The ones that
DO care are going to hove a look at the
game. Like Danny Glover who plays
Harrigan, he wants a look. The version here
hos been sent to America for approval, and
we'd better hope that they like it. If they
don't_ we'll just try again.' •

as
PALILWALKERtnaally produces his graphics on an Amiga
A500. This lime however, the Amiga is gone, to be
replaced by a Compaq 386 Despro PC with VGA card,
two Mb of memory, running the MS DOS version of
DPaint II Enhanced. Why the change, Paul?

"It's more flexible. Apart from everything else about it, it
a lot faster at doing things. Everybody else is working on
PCs here, and rather than hove to keep DO200Sing
each lot of pictures, Icon just save itdown to disk and give it
to 'em straight off. Plus tbere's o lot m o re feotu res on DPoint
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u con convert files from one format to another without
too much trouble. Then the code from the disks that Paul
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via serial links to the target machines.

' "The other bea Lity of this system is Icon have a number of
Paints running at  a  time, under this multi-tasking

Windows 3 system. If I'm doing four different projects at
the same time, and the Spectrum programmer for
Predator comes over and says 'Oh, can you quickly just do
THIS for me', I can just click on an icon ond it opens the
S o e ccy a ra o h ics." v i l l i  i l l i l l a b i l l i l i t i t •
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THE FOUR WEAPONS Harrigan has at his
disposal, His Magnum, which he always
has to fell back on. is seen at the bottom,

,
A COLLECTION of

the thugs and
citizens you can

expect to meet in
Arc's inte rpre ta tion

ot the  movie . The
full figures wander
around the  scre e n,

while  the  la rge r
ones a tta ck at

close range and so
appear close up.
Notice the truck

and all the pieces
that Paul used to

build it up. The
Predator's web

weapon is next to
the gre e n guns.



AAH, H O W SWEET... The  Pre da tor (pla ye d
by t h e  g ia n t  Ke vin  Pe te r H a ll. wh o se
height se cure d h im  the  orig ina l ro le )  a nd
the sin iste r F BI  a ge nt Ke ye s (pla ye d b y
Gary Bu se yi sha re  a  te nde r mome nt
between ta ke s.

WORK IN

611
PPOGRESS

AT THE BEGINNING o f  the  first  le ve l Ha rriga n ha s to re scue  the
motorcycle  cops. M ind  you•il lo o ks a s though the ir ch ips ha ve
well a n d  t ru lly be e n h a d ...

IT AL L  C OM ES D OWN  to  th is. I n  the  fina l sce ne s o f  the  m ovie
Harrigan co m e s la ce  t o  fa ce  w it h  th e  Pre da tor in  I t s
slaughterhouse hide out.

IN TH E F I R ST LEVEL,  a  va n  p u lls u p  in  f ront  o f  Ha rriga n. I t ,
door slid e s ope n  t o  re ve a l a  b u n ch  o f  gun-toting hood lum s.
Although H a rriga n's go t  a  f e w rocke ts t o  hand_ h e  ha sn't  go t
the la unche r. T h is co u ld  me a n de a th... a rm,  we ll,  a  b it  o f  pa in
anyway.

SHOOT T H E BAD
G u ys I n  t h e
foreground, b u t
watch Out  lo r  t h e
fat la d y be h ind . I f
you ki l l  he r,  yo u r
badge d im in ishe s.
and the re 's n o  wa y
to g e t  i t  b a ck.



IN PROGRESS

GAMEPLAY
THE FOUR SECTIONS in Arc's 'conversion' cover the
following areas...

Level One is a big battle in the streets with Harrigan versus
the Colombians. Two bike cops get pinned down by
gunfire after pulling over a van full of gunmen, and
Harrigan comes in to the rescue.

Level Two is set in a penthouse apartment. Paul had some
problems with this scene as the script and the slides from
the film set didn't look much like the some building. In the
end he settled for the look in the slides.

Level Three is set in the Subway and plays pretty much the
same as the first two levels, only the citizens are different.
The lost level is a complete departure. In the first three
levels you have four weapons. If the ammunition forany of
these weapons runs out, you throw the weapon down and
use your Magnum ,which has an endless supply of bullets.
This gives you 'breathing space' to pick up extra
ammunition to support the weapon you just threw away.
"Each weapon has its own fire rate," Paul explainS."One of
them's a rocket launcher, and there's only a set number of
rockets you can collect, and you use them right in the
middle 'cause there's a whole load of guys that come on. If
you haven't got your rockets, and you haven't got your
rocket launcher.., you're stuffed, basically.

'The slaughterhouse is basically a one-on-one with you
and the Predator. Since Dutch went missing in the first
movie, this FBI agent has set up a little team that's been
studying the Predator's moves. They've found out that all
these killings that've been happening are down to the
Predator. They set up a trap for him when theyfind out he's

using the slaughterhouse as his base.
Because he's hidden and they can't see
him, they work outthat he can seethem
through heat. So they wear specially
insulated suits, they don't give off any
heat. Then they light up the whole
warehouse w ith  ultraviolet, a n d
sprinkle it with radioactive particles

which will adhereto the Predator. They've got UV lights on
them, so they can now see the Predator. So the Predator
goes in there and there's° small team of FBI agents looking
for him with liquid nitrogen guns_ Now then, the Predator
starts hearing things with his high-pitched hearing,
and he looks over the ledge and he can't see anything! So
he changes the viewer on his helmet, clicking through
various wavelengths until he gets to ultraviolet. Now he
can see them. So he jumps down and starts killing all these
guys. At that point Harrigan bursts in. So Level Four is just
you and the Predator. You've gots° many hits, and he'sgot
so many hits.'

There's also the hazard of the remaining FBI agents
running around, which means they effectively act as the
'citizens' from the first three levels. Also, the Predator is
going to be in his invisible mode, so he's going to hard (but,
os we all know,. not impossible) to see. But there are some
ways you can even the score.

"If you shootthefi re alarrnson the wall, itstarts the sprinkler
system and water storts raining down. The Predator
crackles and comes out of hidden mode, and you can see
him. Once the red box goes off the side of the screen, he
flickers back and he's invisible again. And lust as a little
special effect, if you happen to shoot one of these nitrogen
guns when it's sprinkling, it'll snow insteadl"

AN UNFORTUNATE vict im  a t the  Pre da tor
Is found ha nging upside  down,  without h is
skin. The  Pre da tor ke e ps the  skin  of  h is
victims and,  in  ce rta in ca se s,  the  bra in
and spina l cord a s trophie s H e 's not a
very n ice  guy.

IF YOU  EVER  wonde re d how the
Predator's light-bending camouflage
effect is a chie ve d. he re 's the  a nswe r. I n
the sce ne s whe re  the  Pre da tor is hidde n
the a ctor is kitte d out in a  bright-re d suit
When the  spe cia l e ffe cts guys get the
film, the  re d 15 replaced b y the
shimmering light in  a  simila r wa y to  the
blue-screen te chnique  that a llowsSuperman to fly.

NOW HERE'S an interesting sight... In the
Predator's trophy 'ca bine t' we  ca tch a
quick glimpse  of th is a lie n sku ll. Could
this be  a  re ference to the  much rumoure d
Predator Vs Alien movie ?

1 DECEMBER1990

PREDATOR 2: THE WHIT COMnib
NOVEMBER 1997: It's been 10 years since Major Dutch
Schaeffer and his team's 'close encounter' with the

r: Predator in the South American jungle.
Now, due to the effects of global warming, Los Angeles

is in the midst of its hottest ever heatwave. Downtown
temperatures ore soaring to 109 degrees — but it's notthe
only heat in this city.

A drug war is raging, with the two biggest gongs — I
Colombians (known as El Scorpios) and Jamaicans —
fighting for control of the illicit trade, and battling against .

. the police who wont both gangs out of the picture.
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attracted the attention of a new, even tougher Predator, 1
Lurking in the shadows, he now wants a piece of the
action...

Danny Glover (Lethal Weapon) plays tough LA cop
Detective Lieutenant Mike Harrigan, the man with the task

THE PR ED ATOR  •
isn't the sort of guy
you'd like  to  meet .
down a  da rk a lle y.
So here  he  is -
down a  da rk a lle y.
You wouldn't
guess it  from th is
shot, but o r  Pre d 's
armed with  a
te le scopic spear,  a
set a t na sty,
near-weightless
darts, a
shoulder-mounted
laser cannon,
retractable
wrist-knive s a nd a
deadly frisbe e -style
Smart We a pon tha t
cuts through
anything.

of cleaning up the drug wars. But when people from both
Colombian and Jamaican factions are found skinned and
hanging by their feet, the case takes an unexpected turn.

No explanation can be found for the bizarre murders.
The situation is aggravated further by the arrival of shady
FBI agentPeter Keyes (Gary Busey) who promptly throws
Harrigon off the case and takes over. None too pleased,
Harrigon sends his young partner Danny Archuleta to
investigate. Late that night, Danny sneaks into the latest
murderscene to look forevidence that the Feds might have
missed. But when he gets there he finds more than he
bargained for_ and is promptly relieved of his brain and
spinal cord.

Outraged by the death of his partner, Harrigan gets
personal about the case and decides to go it alone —
despite Keyes' threats. Events come to a head when the
Predator massacres the occupants of a subway train and
Harrigan finally closes in on his target. As you'd expect, the
climax is an apocalyptic one-on-one battle between
Harrigan and the Predator...

Co-writers Jim and John Thomas, who created Predator
and scripted the first movie, also penned this sequel. As far
as the rest of the crew is concerned however, it's all
change. There's no sign of Schwarzenegger, although

piGlover reputedly unJerwent a strenuous physical training
routine to build up his biceps for a mare Arnie-like
performance. But perhaps even more important is the

,bsence of Predator director John McTieman (Die Hard,
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It's a very rare occurrence that the original director •
"returns to make the sequel, so Predator 2 is directed by the
little-known Stephen Hopkins, whose only notable
previous credit is A Nightmare On Elm Street Port 5: The
Dream Child. We have to wait until Spring of next yearto
find out how well he's fared_
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An interactive
Detective Story

Features:
•  interact with more than 27
digitised characters and
respond to questions. bnbes

I
a
n
d  
t
h
r
e
a
t
s
.

•  Use the innovative point '6
• c l i c k  system which enables you

to search without typing
•  Fly your 'Lotus speeder' to
locations all along the West Coast1•  Rummage through offices.
warehouses and lactones
looking or clues.
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AB rigifts re se rve d. C opyright submsts on this p r g r a  m.
Unauthorised copying,  fending or nerpode b y a ny means
strictly prohibite d. Manufactured a nd distra mte d unde r

lirm in g h a n  Scenes by U.S. Gold Ltd B6 7AX. Tel , 021 6 2 5  3346.
Units 213 Holford Wa y,  lio llo rd ,
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Crime Wave-
A Powerful
Detective Dr ama

•  Tremendous depth and
plavabilify
•  Breathtaking 256 colour
'VG/VMCGA graphics.

Features:
•  Incredible digitised 'Motion
Graphics"'N(featuring real actors
and models).

•  Real Sound'
.  
d i g i t i s e d  
s o u n
d

- no hardware required
•  Unique three dimensional
scrolling play ing fi elds
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EVEN IN THE FUTURE OF LAW
ENFORCEMENT, THERE'S ALWAYS ROOM

FOR IMPROVEMENT.
e future is a rough place, Detroit is a bankrupt city...

torn apart by the decadent forces of the Old Man and his
corrupt corporation. If you want to die - then walk the
streets, if you want to live - then pray for the return of

Robocop!
Robocop 2 has justice in mind.., a kind of justice only he
can deliver! Take on Detroit's evil mastermind and his
mega-corporation in some of the most action-packed

scenes ever devised for maximum entertainment value.
Detroit is failing apart - ifs time to put it all

bock together!
SPECTRUM AMSTRAD COMMODORE

ATARI ST CBM AMIGA

mkt C O W .  ALL S E . V E D

Ocean Software Limited 6  Central Street Manchester - M2 5NS Telephone. 061 832 6633 Telex: 669977 OCEANS G Fax 061 834 0650
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THIS SPACESHIP'S
about to blast off
'into' the screen,
boldly going where
no man has gone
before, in a slice of
Deuterosi
elaborate, and
impressive,
opening sequence.
It's a shame you
can't hear the
excelkoni dramatic
music that
accompanies it.

IN THE YEAR 2200,  a  huge asteroid
crashes into the planet Earth, wiping QUI the
population and rendering the globe an
uninhabitoble lump of volcanic rock. Only a
small loam of research scientists based on
the moon survive. The task they set
themselves of recolonising Earth is mode no
easier by the intervention bye warmonger-
ing race of Martians, who see their chance
to conquer the humans once and for all_

That was the story behind Millennium
2,2, one of the surprise strategy successes of
1989. Its creator, prolific strategy software
author Ion Bird, reveals that the idea for
Millennium stemmed more from his interest
in astronomy and the conquest of space
than his desire to write a strategy game
where no historical research was required.
The moral of the story is that, if a disaster

ever happened that wiped out the Earth's
population, i i  would b e  t he end o f
everything as we hove oil our eggs in one

RE A PIE E  of equipment can be built here at the
Production Centre . you  ha ve  to know how to  build I t. Tha t's the
job of the  Research Pe ople  who,  ha ving de signe d a n obje ct,
transmit the  blue prints to  the  orbiting fa ctory,  where  the y e nd
up in this book.

basket, so to speok. But by having colonies
on the moon or elsewhere, there could still
be a chance for survival.'

Now Ian's continuing the story where he
left of f  at  the end of  Millenn,um with
Deuteros. So why a sequel?

TWO SCREENS
FULL of Jai

Redman's graphic
building blocks_

Sections of a huge
computerised brain

are waiting to be
assembled at a
later date (right),

along with a
prototype ship

cockpit,  comple te
with a n unfinishe d

Methanoid (le ft).

'Emu. basically because I had so many
ideos left after Millennium 2.2 which I
couldn't put in for one reason or another,"
Ion explains. "Millennium didn't really turn
Out the way I wanted it. It's also because
Millennium was very popular, and every-

!PROJECT
Deuteros

PUBLISHER
Electric Dreams

AUTHOR
Ian Bird (Concept,
Design, Program,
Sound)
Jai Redman
[Graphics)
Matt Bates (Music)

INITIATED
July 1989

RELEASE

AMIGA
March 1991

ATARI ST
March 1991

IBM PC AND
COMPATIBLES
I BA

A. SPACESHIP lies dormant in one of your Shuttle Bays and
ready to fly. Traffic control is an important factor in Deuteros,
With so many of your ships zipping about, you have to organise
your facilities so that there's always a bay for them to land in
when they arrive at their destination,

body kept asking 'When ore you going to
do a sequel?"

At the outset of  Deuteros, everything
looks bright and rosy. You successfully
recolonised Earth and  fought o f f  the
meddling Modions who had their bug•eyes

on the planet b u t
as the story unfolds
it becomes appa-
rent that your pro-
blems ore far from
over. 'Deut eros '
story i s  s et  o n e
thousand y e a r s
after Millennium,"
says km. 'Earth hos
been recolonised,
but the Methanoids
-  one of the mutont
races that you were
responsible for P i
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creating in Millenium -  have gone o nd
token over virtually everything else in the
meantime."

In Deuteros, the objective isn't quite as
clear•cut as it may at firstseem. 'Althe start it
seems that the idea of the game is to lake out
the Methanoids and stop them from getting
their hands on planet Earth But loter On, os
your empire expands out into the stars, you
find out that this i5n't the real objective.
There's a third party to be found, ond they
real the actual, more profound objective."

Ian's intention for the sequel to Millen-
nium was to create an 'adventure' similar in
style, b u t  incorporat ing muc h more
involved gorneplay. ' I  mostly wanted to
improve the strategy. There were a lot of
holes in Millennium, and if you wanted to
find fault with it, it wasn't difficult to do. And I
wonted to try to keep away from factual
information. Deuteros throws most of the
laws of physics out of the window!"

And as Ian points out, size does matter!
Most of the feedback we got back from

players of Millennium wos very positive.
Everyone enjoyed playing it," he says. -
B u tone thing that stood out was that people
were saying that, while it was a lot of fun
while it lasted, it didn'i lost long enough. It
wos all over too quickly!' That's a problem
Ion is convinced he's eradicated this time
around. Deuteros is some 1 0 times bigger
than Millennium in terms of playing area.
Whereas in Millennium you were limited by
the bounds of the Solar System, in Deuteros
the invention of Interstellar ships mean you
con spread your empire throughout the
entire Golaxyl The upshot of  that is a
strategy-based odventure o f  sorts that
promises to take a  very long lime t o
complete. Ion estimates that, even with the
complete solution, completion could take
over 30 hours of continuous play,

The central structure of Deuteros remains
fundamentally unchanged however. Your
empire is spread across the stars through
the use o f  spaceships and  portable
spacestations b u t  such equipment doesn't
come for free. The process of progress is
convoluted, with raw materials to be mined,
research to be done and equipment to be
produced -  all at the cost of time, energy
and monpower. The art of survival itself is°
continual balancing act.

However, technology has progressed
somewhat over the last millennium, and the
production process is now a  lot  more
refined. While research ond mining still take
place on the planet surface, the production
is carried out in orbiting factories. And it's no
longer necessary t o  hove everything

souno
ONCE AGAIN,
IAN IS handling
all t h e  sonic
effects, w hile
musician M a t t
Bates provides
the tunes. "You
have t o  h ear
them. They're
brilliant," says
Ian. "Dave Whit-
taker's original
music was a bit
naff, b u t  f o r
Deuteros we've
got a music score
consisting of four
tunes, and they're
all excellent. The
music itself takes
up s o  mu ch
memory t h a t
Deuteros now
comes on  two
disks!"

WHAT THIS shot of
Deuteros
- t i t l escreen ca n't
convey is the  ma ny
neat animated
touches T h e  whole
logo lie s dormant,
until a  le tte r bursts
into life  a nd
'performs',
B e c a us e  i t' s  a t
random, you could
sit a nd wa tch th is
displa y for hours
without se e ing a
particular pie ce  a t
animation.

THE ONE

controlled manually. Build a smart enough
computer, and it con be used for anything
from running a production facility to the
autopilot a cargo ship to its destination. The
production process itself has also been
refined, providing greater freedom with the
equipment y ou  creole.  N o w  custom
spaceships can be built by choosing a
chassis and slapping parts down around it.

But while technology hot progressed, so
has the enemy. The Methanoids are much
wilier than their Martian counterparts were
o thousand yeors ago, In fact, at the outset,
they are nol even an 'official' enemy, They
ore out there somewhere, twiddling their
green thumbs, and until things gettoohotit's
even possible to trade with them. They
won't attack until you do something to
provoke them -  which might be inevitable
-  and when they do it doesn't take long to
escalate into all-out war.

But, unlike before, where battles were
fought manually in a  series of  arcade
sections, the womng in Deuteros is on
altogether more strategic off oir. 'There are
no arcode sequences this time round -  we
decided that the arcade sequences in
Millennium were superfluous. Now you
hove fleets of warships, which you control
from a central flogship. The actual battles
ore fought  wit h computerised fi ghter
drones.' In such a way, territory is won and

BIRD 111111011116
C O VEN T R Y
-
B A SED  
I a n  
B i r d '
s  
c a r e
e r  
a
s  
a
n  
e n t e
r t a i
n m e
n t

software designer and programmer began many years
ago when, as a college student studying engineering, he
come into contact with a Commodore PET. "It grabbed me
and things snowbolled when Sinclair brought out the
ZX80 and Z.X81."

The 31 -year-old's first commercial effort was Sea Wolf,
a strategic submarine simulation for the D(81 This was
followed b y Warp  Factor Six, a  spoce-bound
strategy-based simulation for Spectrum. After joining PSS
in the mid-80s, Ian went on to write The Battle Of Britain
and Tobruk, and worked on the classic Theatre Europe
for the 8-bit formats. Then both he and PSS associate Mon
Steel left for Activision t h e  results were the WW1I bottle
simulation Guadalcanal and the more contemporary
High Frontier, which attracted a lot of attention due to its
controversial SDI storyline

Shortly after came Ian's first 1 6-bit project, Millennium
2.2, which was originally written for the PC. Now we have
Deuteros, but what does the future hold? 'I don't know yet
We'll hove to wait and see. I've got plenty of ideas, but
frankly at the moment all I wont to do is take a holiday

DEUTEROS
BATTLE

COMPUTER, whe re
fights a re  won a nd

lost T h e  green
dots a re  g o o d '.

Red dots a re  ba d',

DECEMBER 1990

lost. As for as the bottling is concerned, your
prime objective is to defend Earth at all
costs. Lose that, and you lose everything.

Hoving started work on Deuteros last
July, it's only now that the end is in sight, with
the majority o f  the programming ond
design work  finished. "I 'm still molt ing
improvements and enhancements to the
gameplay. The truth is, that if  Activision
asked for a finished version tomorrow, they
could have one, but I think it would be a sin
to let the game go out before ii's completely
finished." Ploytesting too is more than just a
routine exercise With so many different
ways to play Deuteros, every avenue must
be thoroughly explored to ensure there are
no creepy, nosty pieces of code lurking
somewhere in  deep space wait ing t o
pounce on an unsuspecting player and
bring the proceedings to a crashing halt

By the way, Deuteros is Greek. It means
Second. •

GRAPHICS
THE DISTINCTIVE VISUALS are being handled by young
artist Jai Redman, who also did the some for Millennium
2.2. 'The thing that we didn't want was° plain metallic feel
for the grophics," Ion reveals. "We've tried to make them a
combination of biological and metallic. The original
intention was actually to have less graphics to make room
for more gameploy, but that didn't work out and so now
we've got much more of both!"

THE VI EW THROUGH the  cockpit  of I OS Le xington. In
Deuteros, how you  use  a  sh ip  depends on how you kit  it  out.
They ca n ha ul ca rgo,  mine  amerolds,  te rry pe rsonne l a round,
and e ve n tight,  An d  with a  compute r autopilot,  you don't e ve n
need to I ty the  thing.
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YOU'LL SOON FIND YOUR
se S E L F  WELL AND TRULY

ADDICTED!" C + VG 87%

Take the role of Manoels favourite
character -  Spider Man -  in a Flighty
addictive race against time to save Mary
Jane from the hands of Mysteno

*  Crawl through poisonous, rat-
infested sewers, wonder at the ever
changing gravity of outer space.

*  Defend yourself from mechani-
cal mummies in andent tombs.

*  Fight Godzilla as you climb Man-
hattan skyscrapers.

*  Explore Wild West gold mines riddled
with high explosives.

*Swing on webs over shark-infested
casde moats and pits of fire

*  Moving platforms, Illusionary wait,
electrified floors and intelligent
robots.

265 SMIT S OF ANIMATION
FOR SPIDEY • COMPLETE
CONTROL OF PETER PARKER'S
SECRET WEB FORMULA • FIRE
IN 8 DIRECTIONS • STUN
ROBOTS, HIT SWITCHES AND
CLIMB WEBS TO SAFETY •
SWING FROM WEB TO WEB
OVER TRAPS AND HAZZARDS
SET BY MYSTERIO.

I M M O  MOM ME MOM The AMKIA VEMSKIN
Spider-Man, Mvsteno and all Marvel
characters and the distmcuve likenesses
thereof are Trademadis of the Marvel
Entertainment Group. Inc and are used
with permission

THE AMAZING SPIDER-MAN is produced under
license from the Marvel Entertainment Group Inc

Entrete Sothroure. 4 The Sitaguetts, Letridon North Trade Centre, Barak:Ion, Essex SSIS 6E6
1el: 12268 541126 E a r ;  0268 541125
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ITS THE END of the line to the
land-bound Jeep Fortunately there's an
armed and armoured speed boat stanch
by ready to take over.. What a nice touc
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E nThree te

WHAT COULD SIVA/  stand f or  one
wonders? 'Shoot 'em up With Intense
Violence' perhaps? Whatever it means
it certainly doesn't begin to describe
one of  the most  playable blasters to
appear since the likes of Silkworm and
Xenon 2: Megablast.

Silkworm, which was also a Random
Access project, has obviously been a
major infl uence o n  t his  one.  Once
again, t h e  fi rs t  play er occupies a
helicopter while the second controls a
jeep. B u t  wh i l e  S i lk worm wa s  a
horizontal affair, this one is a top-down
vertically scrolling number.

While SWIV obviously borrows from
its predecessors (how many shoot 'em
ups don' t?),  i t  i s  un ique i n  o n e
important respect. The action is non-
stop through several terrains without
breaks for loading data. This makes for
30 solid minutes of continuous scroll-
ing action.

One contemporary favourite feature
you won't find in SWIV is power•ups in
the form of add-ons. Instead there's a
novel nif ty  method of  boosting your
fi repower,- t he  Goose (once again
'borrowed' f rom Silkworm). It's one of
the most formidable enemies, appear-
ing i n  pieces and assembling i n  a
different format ion every time. When
shot, the Goose releases tokens. These
are then shot  t o  cycle through t he
improved firepower options. There are
also some special tokens thrown in for
good measure.

The reason for avoiding an array of
superfluous add  ons i s  s imple,  a s
Ronald explains: "I f  you have different
types o f  bol t  ons ,  a re  t hey  really

ONE

P P r  r r  i M I R
ono ARV' O F M I F  swim a r m  M V O  W W I
VOWS! THINGS CAN get a little hectic at times The program
continua lly monitors the  number a t a dve rsa rie s on scre e n.
Shoot them too qu ickly and you on ly ha ve  to face  another
barrage_

different o r  a re  t hey  jus t  dif ferent
sprites? Saint Dragon is a good example
of a game with varied add-oat that actually
do different things. In SWIV we did not
change the player missile sprite because
that looks silly and we ore trying to keep it
fairly realistic."

And anyway, if things hot up a little too
much there's always the smart bomb-corn-
shield, This bubble-like contraption works in
a similar way to the some functionary in
Silkworm, It floats lazily down the screen.
minding its own business until you eithei
collide with it  or shoot it, giving you a
temporary shield or obliterating everything
in sight respectively.

Smort Bombs ore few ond far between
however, so a  bit  of  concentrated fi re
power is often necessary. The helicopter
can only fire up the screen in the direction it
is facing, but the jeep con maintain its fire in
any direction while moving where it will
That's very handy for picking off enemies to
the side and coming in from the rear

WORK IN

BECAUSE SWI V ne ve r stops lu  loa d data
the tra nsit ion between some  of the  zone s
is cle ve rly ma ske d by stone s. The  stone s
are cre a te d by ove rla ying sprite  data  onto
the ba ckground da ta .

4.1,811 ,
SWIV UNASHAMEDLY plays tribute to
other great ga me s o f  this genre . The
Silkworm influe nce  is obvious. Out in th is
section Ata ri Ga me s
. 1 9 8 1  
a r c a d e  
h i t

Xevious ge ts a  simila r trea tment.

'PROGRESS'

PROJECT
SWIV

PUBLISHER
Storm

AUTHOR
Random Access
Ronald Pieket
Weeserik
(Amiga & Atari SI
Programming,
Sound)
Ned Longman
(Graphics)

INITIATED
February I 990

RELEASE
AM I GA
January 1991

ATARI ST
January 1
9 9 1
IBM PC AN D
COMPATIBLES
N/A
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THE BIG-SHOT
SWIV BEGAN LIFE when The Sales Curve's MD, Jane
Cavanagh, asked Random Access what more could be
done with Silkworm. Ronald hod plenty of ideas that he
wanted to implement in a new shoot 'em up (he's been in
love with thegenre ever since Xevious appeared). So they
decided to create a Silkworm-inspired blaster, perhaps
not realising just how far beyond Silkworm the finished
product was destined to go.

The main difference between the two is magnitude. In
SWIN, there's more variety and more action, although the

• basic concept stays the same. "The onlything you can hope
for in a new shoot 'em up," says Ronald, "is to make the
product more playable than the previous one.'

As in Silkworm you con play with two completely
different vehicles simultaneously or use either one solo,
which provides three completely different playing styles.
The major challenges come at different points during play,
depending on which of these modes you choose.

EVERY N OW AN D  THEN you run  into a  mapor insta lla tion. Th is
big son a t a  gun is one  e xa mple . The  sma ll turre ts a re  e a sy
enough to ta ke  oul,  but those  b ig  boys are  impenetrable  until
their shie lds Hip ba ck,  a nd the y Only do tha t when the y a re
about to  pepper you with  la se r fire .

t lf  4uf 1 4  tut,
i v i o u
,  
s i
p  
i fi
o r
t i

11 i t g  1

I 4 S  S r i C i

-

HERE S A N EAT TRICK T h e  cra te rs ca use d by e xploding
vehicles a re  store d a s sprite s which a re  then writte n into the
background data . N ow the  sprite  handle r ca n forge t about
them while  the  hardware  scro lling ta ke s ca re  of  the  re st.

THE ONE

What about those ubiquitous end-of-level beasts?
According to Ronald the general trend, as in Battle
Squadron, is to have a large spaceship moving in lissajous
patterns." Random Access tried to avoid this by having
fixed buildings instead. The boys discovered that it was
possible to get more variation into bases than flying
objects, so different ports of each installation do different
things.

Ronald's favourite shoot 'em ups are Hybris ( It's a bit
old now but it was the first real arcade-quality home
computer shoot 'em up"), and its successor Bottle
Squadron ( Although it was a bit short, the gameplay and
graphics were great"). On the whole he enjoys very basic
computer games, such as PacMan, 0
-
B e r t ,  P a i n t e r ,  
O i x ,

and Tetris.

•• Lissomus ponerns are coniirwally varsable curves created by plotting spe a k
mathematic el lunch... They ore metal to programmers and designers leer ouse
they allow a sprite to be set in motion along a varia ble path by using only a fewlines ol rod..

41,•

IRE Fuming DRUMM!
RONALD PIEKET WE ESERIK, the programmer behind
SW1V, is one of the talented programming progeny of
Europe. He comes from a small village just outside
Utrecht in The Netherlands. His programming career
began in 1985 when he started work on a series of
seven MSX titles for Dutch company Eaglesoft

It wos then that he mode a name for himself by
converting Silkworm on the Amigo followed by The
Ninia Warriors on the Amiga, before starting work on
SWIV with graphic artist Ned Longman.

The Dynamic Loader System which is a major feature
of both The Ninja Warriors and SW1V actually made a
minor appearance in Silkworm — the backgrounds
change dramatically in the lost level. Ronald had to find
some way of loading in the last background screen
during play. In order to make use of all the original The
Ninia Warriors' graphics Ronald simply extended the
Silkworm loader idea.

For SWIV the system became even more
sophisticated -  it  now loads in sprites as well as
backgrounds during play. The sprites and backgrounds
that ore no longer any use are simply removed from the
machine's memory. However, the sprites are different
sizes, so the blocks of free memory for storage of sprites
being loaded will never be of a guaranteed size. This is
where a new system called PMM (Proper Memory
Management) compliments DLS. This clever piece of
code allocates areas of memory to the sprites and
backgrounds being loaded, ensuring that as little
memory as possible is wasted and that the program
never hangs up if a sprite won't fit.

Work on SWIV began in February this year. Ronald
began by writing a utility that accepts IF P screens and
allows sprites to be cut out of them. It olso builds up the
mopping data, but unlike most mopping programs it is
not based on squares. The mapper also takes account
of the vertical scale and holds collision data.

Now that SWIV is almost out of the way Ronald is
going to start wort( on the conversion of the cute arcade
favourite Rod-Land. But DLS and PMm certainly
hoven't been laid to rest. They will both be making a
return oppeorance in the near future. If further projects
are as impressive as SWIV then Ronald will be one
Dutchman who's flying high.

• liFF stands tor lotemational Far Formeee. this is the standard*0101 iterate
Amiga screen data. Any program on any meshing thea loads iFf +ilk. should
be capable of importing Areilye graphics liato,
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THE SEA SECTION demonstra tes ve ry
nice ly the  tremendous visua l na ture  a t
SWIV. Moving the shadows repeatedly
away from a nd towa rds the ir re spe ctive
sprites gives the Impression that the alien
craft a re  bouncing ove r the  water.

ricieT 1 1
-
1 0  T
-
c  t
2

A 4  f5k )  b t_  o F
r- 61

— -  f ( 4
-
M I  
1 1 1 1
1 0 1 4
4 -

Dv 1
1
- 1 J
5  
r
t  
4  
/
C
I
L
'

- '

rs“1 /  W C :
col it 16•JTCS O f / f  VC/
s t
i
fl
—
f
m
t t  
"
4
-
t
c
k
1

tt_, !s i t
-  t  
•

GtoopV l o t t E T
F

hot-tteJ_
Fcc cs okfr
*-vp _suiocT3
Htssi cs

TorPte; C a ;
3 rtte15 c—facts.
r
e
.
)
,
T
i  
r
i
t
o
w 
u
f

TA
-
It 
1  
5
(
7

S
i
r  
t
k
i  
A
u
,  
r
i

TECHI1OPOIM
Length 04 Hayfield
27,136 Pixels
(Approximately 1 0 6
Bcreern With N o
Repeats)
Frame Ratio
Cantinuovily
Variable
Fastest: 25 homes
Per Second
Slowest 12.5"Promes
Per Second
Number Of Spriess
Over 800 (Including
Sprites Built 'Into'
Background)
So2* Of Object
Code
Apptov.motely
90- I OOK
Graphics Dom
1.5Mb Before

Compression



NO TIME FOR
BALLOONINa AROUND!.

NO TIME TO SHOOT THE BREEZE!.
In fact you've hardly set your feet down in the mighty

S.S.R. and it's all action. You sight up your latest and most
formidable bubble poppin' piece... but now that bounce

bomb has just multiplied!!! Tour the world in the mos
addictive arcade game of the year from Mitchell Corp
A quick eye and super fast reflexes will give you just

half-chance of a win.., the other half will come 1
the bounce goes your way
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[taunted Castle,
Scotland : Help
little Tommy
rescue his mother in this
thrilling. chilling arcade

adventure game !
Only a  you dare,.
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and become
the supreme
ruler o f

roland !

Saddlers House - 100 Reading Road - Yateley, Camberley - SURREY GUI? ' RX - Tel. (0252) 86() 299
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AN YOUR

, Face the ultimate challenge of
the universe that pushes you
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A new k ind
of adventure...
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The crazy reflex
game that will drive
you loony...! GOODNESS,

GRACIOUS, GREAT
BALLS OF FIRE!
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INAVINC r t  APC4 V

Leave the world of mortals
far behind and enter a
world where logic, a
good memory, and
white and black magic
are your tools
to attain
the coveted
position o f
BRAIN
MASTER.
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SPEED IALL
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t's tw o years si nce thea
last ball  w as  thr ow n on a

Bpeedbal l  pi tch.  Ther e are

new  teams,  ne w  stadia and

new  rules. The  ar ena is

bigger ,  the player s arc

tougher  and the  acti on is

faster  than ever  befor e.

The  chal l enge is this.

Take contr ol  of Brutal

Deluxe,  the w or st team  in

Speedbal l  history, a nd turn
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tIND ilwituat ad IS lm tan&letwert you and the champ:dish,
Take no mantra
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THE MAIN CHA C T E R
- HERE THEYARE In ell their glory. asseen in the attract

DEATH-ADDER
Scu m  o f  t h e  w o rst
sort_ On e  d a y ra in
will co m e  d o wn
and wa sh  h im  o f f
the st ree ts-

AX-BATTL ER
One o f  t h e  ha rdest
Barba rians yo u  a re
ever l ike ly t o  m e e t
His sp e cia l m o ve  is
ca lled  th e  C o n a n ,
just  l ike  h is
lavou rit e  fi lm . Ax
sw in g s h is  sw o rd
around a b o ve  h is
head a n d  g ro w ls a
bit  a s h e  p e rf o rm s
a 180 deg ree  tu rn -

TYRIS-FLARE
Th is Am a zo n 's n o t
Just a  p re t t y f a ce .
oh n o . Sh e 's a s
tough a s t h e y
come. H e r sp e cia l
move is  p re t t y
much t h e  sa m e  a s
Ax-Ba t t le r's,  o n ly
far m o re  g ra ce fu l.

THUNDERHEAD A ILike all dwarves
he's short. But
Giliu s p a cks a  b ig

•  p u n c h  w it h  h islarge axe . H is  m a in
sp e cia lit y m o ve  is
a ro ll.

_ • • • • - •
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Gary Penn carves a name for himself
with a conversion which really cuts the
mustard.
THE TIME IS many, many, many years ago. The place is
Yuria a n d  with a name like that ifs no wonder that people
take the pee. The man currently giving this land the most
stick is the evil Death-Adder.

It was bad enough that he conquered Yuria and killed
loads of people, but now he's gone too far_ He's kidnapped
the King and the Princess and is holding them in his castle.
Worse still, Death-Adder's in possession ot the Golden Axe,
the magical emblem of Yuria. Now he reckons he's going to
kill the royally and smash the axe unless everyone bows
down and says he's best. With the King's armies dispersed,
who will save the day?

You will,  of course. There are
three dif f erent  characters t o
choose from, all with a score to
settle with Death-Adder. First up
is Gilius-Thunderhead, a Dwarf
who los t  his  t win brother t o
Death-Adder's boys. So close to
his bro' was Gilius that he wants
to k i l l  Death-Adder and t hen
himself! Ne x t  w e  hav e A x -
Battler, a batt le-hardened Bar-
barian, who returned from a fight
to witness his mother's execu-
tion a t  t he hand's  o f  Death-
Adder's soldiers. Finally, there's
Tyris-Flare, an Amazon Warrior
Queen and the last of  her tribe
who were all mercilessly slaugh-
tered by Death-Adder.

,.•
sw„0-ksf-NL,3 r

111

GOLDEN AXE
Dement ia And
Virgin Games

AMIG,A
PRICE f 2 4  99
OUT N o w
GRAPHICS 9 0 %
SOUND 8 5 9 4 ,
P L A Y
A B I
L I T Y  
9 2
%

VALUE 8  4 G.-'u
OVERALL
90%
ATARI ST
PRICE f 2 4 . 9 9
OUT N o w

IBM PC AND
COMPATIBLES
IBA
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Not only do all three have a score to
settle, they are all remarkably adept in
the way of combat  They can run and
jump like a wi ld horse, and swing a
sword or axe with the best of them. But
that's not  all,  There are many  more
available moves  besides, a l l  eas ily
accessed from a single joystick. Some
of them are down to proximity -  the

distance between you and a bad person determines the
move you perform, be it an overhead slash or a kick. You can
even pick up 'em up and chuck 'em! Better still, why not
gimp up in the air and drop with your weapon point ing
down t o  infl ic t
max imum p a i n
on anyone below,

But before you
get t h e  oppo r -
tunity to put these
supreme fi ght ing
skills to the test, a
f a mi l i a r  f a c e
stumbles onto the
screen. I t 's  Alex,
bodyguard to the King and Princess. He's managed to
escape f rom the castle, and he tells you of  his master's
plight.., before dropping dead right before your eyes. It's
payback time.

Golden Axe comprises five different 'scenarios', split into
six 'levels' Oust for the record, the arcade original has five
levels, but in these conversionsthe fifth is effective split into
two levels due to memory  restrictions).

But wherever you are in Yuria, progress is made in the
same way_ It's all quite neat_ During combat the screen
stops scrolling. When the fighting's over, a 'GO!' prompt is
given, c omplet e
with aural warn-
ing. N o w  y o u
'push' the scroll-
ing until more bad
guy s  a r e
e n c o u n t e r e d .
And so it goes on,

You start in the
Woods ou t s i de
Turt le v i l l a g e .
Reach t h e  e n d
and y o u  a r e
shown a map of
Yuria, just so you
know where you
are going.  Pass-
ing through Tur-
tle Village,  y o u
cross Turtle Island (which is on the back of giant turtle) to
reach Eagle Island (which is on the back of giant eagle and
features gaping chasms to negotiate). Now all that stands
between you and a confrontation with Death-Adder is the
Ca st le  Ap p r o a c h  a n d  t h e  C a st le  i t se l f . •

1
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THERE AR E 95 f ra m e s o f  an im a t ion  f o r
each o f  the  th ree g o o d  ch a ra cte rs. Th is
se lect ion  o f  t h e  Ba rb a ria n 's m o ve m e n ts
g ive yo u  a n  idea . No t e  the  n o ve l u se  o f
•movement lin e s' (w h ich  a re  m o re  o f ten
associa ted  w it h  ca r t o o n si a s a  weapon
cu ts th e  a ir .

OCCASIONALLY,  lit t le  k id s ru n  p a st . Yo u
can 't  k i l l  them, b u t  t h e re 's n o  re a so n  yo u
shou ld  a s t h e se  a re  g o o d  ch ild re n ,
runn ing  sca re d  f ro m  th e  Dra g o n  R id e rs
who a re  ch a sin g  them o u t  o f  Tu rt le
village.

THE HIGH-SCORE TABLE is gone nest.
There 's n o  sco re  a s su ch ,  ju st  a  ra t in g  o f
Strength B u t  wh a t  d o e s it  mean'? Eve n
programmer R ich a rd  Co st e llo •s n o t
en t ire ly su re : " I  w a s ju st  g ive n  a n
equat ion. I t 's so m e t h in g  t o  d o  w it h  t h e
fact tha t  f o r  e ve ry m o n st e r yo u  kil l,  yo u
score  so  m a n y p o in t s -  o n e  p o in t  f o r a
'no rma l' m o n st e r a n d  t w o  f o r t h e  b ig g e r
ones, T h is  va lu e 's m u lt ip lie d  b y a  L e ve l
Factor o b v i o u s l y  h o w  fa r yo u  g o t . N o w
you h a ve  n u m b e r. Th e  shee t  o f  da ta  I
o rig in a lly h a d  sa id  tha t  t h is num ber
shou ld  b e  d ivid e d  b y th e  n u m b e r o f
energy u n it s re m a in in g  a n d  then  yo u  a d d
30. Bu t  o f  co u rse  t h is m eans tha t  t h e
more hea lthy yo u  a re ,  t h e  le ss St re n g th
you g e t  a t  t h e  end!  So  I  changed  it . I
d ivide  b y th e  num be r o f  hea lth  b a rs boat
during  p la y and  then  a d d  30 . w h ich  g ive s
you a  sco re  m o re  re fl e ct ive  o f  yo u r  a b ilit y.
The o n ly p ro b le m  is,  i i  yo u  manage t o  p la y
a ll t h e  w a y t h ro u g h  a n d  end u p  w it h  a ll
n ine hea lth  b a rs yo u  ca n  ge t  a  st re n g th  a l
900 a n d  i t s  su p p o se d  t o  b e  a
percentage! Al l  i t  m eans i s  n o w  that
anyth ing o ve r a  h u n d re d  p e r ce n t
becomes a  h u n d re d  p e r ce n t ."
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NO T H AT ' S  MAGI

THUNDERWAVE
Protects Gillum'

head w it h  a  'ca g e '
of lig h t n in g  w h ile

sma ll sp a rks
bounce a ro u n d  h is

feel, ch a sin g  h ia
adversaries around

the screen.

THUNDERPOLE
Two poles • of

ligh tn ing  m a ke
their way back and

forth across the
screen, leaving

amok* and injury,

b
e
n
d  
s
o
m
e
t
i
m
e
s

death, in  t h e ir
wake.

THUNDERBOLT
Gillu s' m o st

powerfu l sp e ll.
'Cages o f  lig h t n in g
shoot f ro m  t h e  s k y

and surround
anything animate

on scre e n ,  On ly  the
bad g u ys  and g a ls

are e lect rocu ted .

DECEMBER 1990

HAT NUMBERED BAR a t  the top o f the screen
• represents the strength of a player's Magic Power. Each
character's Magic Power starts at one unit and is built up

• co l le c t in g  potion pots. You get potion pots from the
Ives who make an occasional appearance. They are
ry nippy, but with skill and cunning you can give them a

uick kick and force them to drop their load of potion pots,
e at a time, until they run off. All it takes is a press of a
y to gel the Magic flowing. The magician in question
en raises his or her) hand to the sky and calls on the

elements they command. The weaker Magics knock off
ss of the bad guys' HA Points than the more powerful
agics, so you have to decide whether to 'save up' for the

ig 'uns or make do with the littie 'uns. Here's a round-up
of all the three character's Magics...

GILIUS=THUNDERHEAD
The little fellow is the least adept in  the arts and

trimands only three strengths of Lightning Magic

MOUNTS PLEASANT
SOME OF DEATH—ADDER'S soldiers are mounted
on beasts known as Bizarrians. Really good players
of Golden Axe can d ismount Bizarrian riders and
then climb on the beast's backto take advantageof its
special attributes. It's great, because the Bizarrians
take all your hits for you until you are dismounted.
They can all run and Jump too. But don't leave a
Bizarrian hanging around on its own for too long or it
will run off home.

CHICKLN 1.-tc"
So called because
its le g s lo o k l ike
tasty drumsticks.
The Ch icke n  L e g
th rashes it s t a il t o
send th e  b a d  g u ys
and g a ls fl yin g . I t
a lso  p a cks a  mean
peck w it h  i t s  b e a k
when o n  th e  run ,

• • • • • • • • • • t

RED D R AGON
Th is o n e 's ju st  l ike  h is  b lu e  bro ther,  o n ly
it 's g o t  a  b it  o f  p ro b le m  w it h  i t s  th roa t  a n d
has io  g o b  fi re b a lls a cro ss the  scre e n .
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AX-BATTLER
He's not too bad with the old Magic is our Ax. He
commands four different strengths of Volcano Magic.

CRACK
Small
fire cra cke r-like
e xplosions appear
all ove r the  pla ce .

LARGE-CRACK
Pretty much the
same a s Cra ck.
only with sma ll
e xplosions
interspersing the
'fire cra cke rs'.

EXPLOSION
A more  powe rful
ve rsion o l
Large-Crack, with

surprise  surprise
nothing but

those sma ll but by
no me a ns ha rmle ss
e xplosions blowing
up a ll ove r the
shop.

BIG BAN G
Ax•Ba ttle e s most
potent M a gic. Th is
small a tomic bornh
throws bit ty
boulders
everywhere .

BLUE D R AGON
Like a ll dra gons
worth the ir sa lt,
this one  unle a she s
a plume  of fie ry
breath. I t a lso like s
to u se  its head to
bull in  on
conve rsa tions
between bad
people.

TYRIS-FLARE

Just to keep the feminists happy, the Amazon is the most Italented Magic user of the three fighters. She command
a super six strengths of Fire Magic.

10/,‘

-trwsrine t-irt-t-  • r
.
. . A

FIRE SPAR K
A bit  g irly to  look
at but ve ry Dutch in
effect. Sma ll
sparks sp in  a bove
Tyris' head before
pools of  flame
appear beneath
everyone 's f
and dra in the ir
energy.

PILLAR OF FIRE
Jets of flame gush
up from beneath
anything bad a nd
do the ir stuff.

FIRE GH OST
Two sma ll lla ma
ghosts floa t a r
o llIn a  spooky,
energy-dra ining
manner. The n
double In size
float a round s
mote. Incide nt
in the  a rcade
Original the  two
small ghosts
merged to form
one big ghost,

RUNNING F L A
Half a  doze n or
little  bonfire s 'run '
a cross the  screen,
Inflicting grea t pa in
on a ll e vil be ings
who ge l in  the
way. T ime  to
repent, sinne rs.

ERUPTION
A la rge  dome  of
volca nic la va
erupts in the
centre of the
screen.

DRAGON'S
BREATH
Tyris m o st
powerful M a gic is
a b it  wicke d. I t 's
giant dragon,
whose head ca n be
seen a t the  top of
the scre e n. He  flie s
across,  from right
to le ft,  a -roa slin'
and a •toastin'
Death-Addet's
boys a nd g irls a s
he goe s.

THESE THREE SH OTS give  you a n idea  of
the visua l a ccura cy of  Dementia 's Amiga
conve rsion (lop). The  ce ntre  shot is taken
from Se go's coin-opera ted Origina l,  from
which the  conve rsions we re  e ve ntua lly
produced, while  the  bottom shot is from
the not pa rticula rly accura te  M egaDrive
console  conve rsion.
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•ikATH-AbDER'S DO-BADDERS
THE B I G  B A D
MAN'S boys and
girls usually attack
in pairs, although
later o n  t h e y
appear i n larger
groups. All of these
rotten geezers are
tough, with pretty
much t he  same

• , r eper toi r e  o f
oves as the good
uys (and gal). The
ifferent types ot

. versaries have
keying strengths

Hit Points if you
II. When they die

• they turn to stone,
• before crying out a

ksampled scream
r  The girls shriek

("Eeehr) and the
. . .guys g r u n t
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HENINGER
Sports a mace
which bears a
passing
resemblance I n a
bunch 'gra pe s'
and he 's not a fra id
to use it. Darker.
tougher ve rsions o l
Heninger appear in
the later stages.

LONGIAOAN
Why he's called
Longmoan is
anyone 's gue ss.
But tha t will be  the
last thing on your
mind when this
horny-helmeted
hassler hits youwith his club.

ieeiree

ZUBUROKA
This young la dy
may looks like  a
man i n  fact, she
might as well be
seeing as how
she's so tough

SKELETON
There a re  two
types. This white
one first appears
on the  se cond
level. I t and it s
friends appear
from holes In the
ground in the later
stages.

SKELETON i fi g i b
e A D  
B R O S
Don't hang around T h e  big, bad bald
aimlessly for too
long or two of
these dark
skeletons will
appear. An d  boy,
are they mean.

boys first appear a t
the end of Le ve l
One. They are
difficult to hit. They
also have an
annoying habit of
crossing their arms
and chuckling
away to
themselves
whenever they
knock you down.
Smug sods.

LT BITTER
MTh his shiny
armour and s hi
G ILt Bitte r is we ll
equipped for a
good scra p. So
don't go easy on
him r e le g a t e  h i
to the heap whe
he belongs.

HE AXE MEN ARE HERETH
DEMENTIA IS THE NAME of the team
behind t he  Ami ga a nd Atar i  S T
conversions of Golden Axe for Virgin
Games, Kevi n Bul m e r  does  t he
drawing (you can fi nd out more about
him from the Corporation Work I n
Progress in Issue 21), while Richard
Costello likes to type in all those letters
and numbers that make up what we in
the know call 'code'.

Richard's pr ogr ammi ng car eer
began way, way back with educational
software. Then,  one day, he woke up.
Someone asked him to convert Way 01
The Exploding Fist (remember that!' to
the C18 (remember that!l, so he did. He
then went on to write a bit of Logotron's
inow Millennium) Xor on the BBC, C64
and Atari ST, before starting work on
RamRod f o r  Gr eml i n ( i t ' s  s t i l l
unfinished — in fact, it's unlikely to be).

Golden Axe isn't Richard'sfirstcoin-p
Conversion, He made a rather good job
of doing Atari Games' Gauntlet lion the
Amiga and Atari ST for US Gold, and he
even found time to convert Sega's
Hotrod to the Amiga and Atari ST for
Activisi on.

Work on Golden Axe began in March
of this year. Richard had the MegaDrive
console version for reference, which
he'd more or less converted by the time
someone realised that it should be a
conversion o f  t he  arcade original
instead.

"The MegaDrive version's not quite
like the coin-op," he explains. "It's a
cut•down version of sorts, but with two
extra levels, a nd when y ou beat
Death-Adder you carry on and meet
another one. Oh, and the and sequence
isn't as good as the coin-op's."

Fortunately, changing his work to
date from MegaDriveness to arcade
originality didn't present much of  a

"I was
thinking
about a
Le Mans

Simulator,
where you'd
have to sit
through a

full 24-hour
race.

Dementia's
Richard
Costello

- O N E

problem as he only had to tweA it to
make it the same as the Real Thing.
Cramming in all the arcade version's
data was the real problem. "I n the
coin-op there's 512K of program, 512K
of sound, 0.5Mb of background data,
and 2Mb of sprite data. The Amiga
conversion, which runs at about 25
frames per second at best and 17 at
worst, has come Out as 64K of program,
48K of sound, 210K of background data,
and.., let's see, there's 64K for each
player sprite... 32K per monster.., it's
about 450K of sprite data."

Surely having to put all that stuff from
the big and hard arcade machine into a
poxy little home computer has meant
that he's had to leave stu ff out? "No, not
really. The only major difference is
minor graphical details_ There's a
16-colour background with 16-colour
sprites on the Amiga, and the ST's
16-colour overall with a character scroll
-  there wasn't enough memory to
make it any smoother. There are only
really maior differences between the
conversions and the MegaDrive ver-
sion. The MegaDrive version doesn't
have monsters turning to stone when
the die.  I t  doesn't have the black
skeletons either."

When he's not working on Golden
Axe, Richard likes to unwind with a
simulation o f  hi s  passion: motor
racing. "I 've been playing Indianapolis
500 on the Amiga, that's quite nice. I'd
love to write a racing game -  I'm well
into motor  spor ts -  b u t  I ' m  a
perfectionist so I'd want to do it right,
and the hardware just isn't up to ill was
thinking about a Le Mans simulator,
where you'd have to sit through a full
24•hour race. But I don't think anyone'd
want to market it!"

DECEMBER 1990

A SO IT'S HERE at last, eh. The home computer
conversion of the beat 'em up that's kept
arcade-goers and Sega MegaDrive console
owners as happy as sandboys for ages. It's

notsurprising really, as Golden Axe isbasicallya version
of everyone's favourite beat 'err) up, Double Dragon, but
with bells on the size of Big Ben. And the good news is
that all the elements that make the Real Thing so much
fun are all here in this conversion: the simplistic but
entertaining gameplay, the great feel -  even the arcade
original's elaborate end sequence (which didn't appear
on MegaDrive version). The fighting's straightforward,
but not so simple as to make the going too repetitive. It's
all down to timing, which means if the more elaborate
moves prove too much you can always resort to using a
few basic moves to see you through. The only minor
gripe is the frequent disk accessing, although to be fair it
doesn't actually affect the flow of the action to the point
of frustration, What adiamond conversion.A betterbout
of combat you are unlikely to have seen this year.
Unmissable.

WHAT YOU see here isn't quite what you can
expect to get, although the differences aren't
likely to drasticallyaffect the playability.This
version's got 16 less colours, and a panel of

sorts t o  make scrolling easier". Music is provided via
the hardware, but the tunes aren't quite good anyway,
so it should sound tuo bad. All the sound effects are
sampled, exactly same as Amiga, only they will be "a
little bit clickier'', There's no STE support, for the simple
reason that Dementia "ran out of time. Itwouldn't be too
difficult to make the scroll smooth -  obviously there's
the hardware scroll to make it easier."

ST

PCIT DOESN'T look as though Virgin is going to
be producing a version for this machine and
its compatible chums. That said, it may yet
happen. We will keep you posted.
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EARTH, 22nd century.
You are about to embaiS on an exciting and
dangerous adventure. The Bureau of Astral
Troubleshooters has selected you as their
'Special agent. •
Your mission : to find and destroy 'hangar,
the evil ye w h o is  threatening the peo-
pie of the t  Selenia.

Player interaction gives you the Chance
• not only to participle in the lives of other

characters, but to b e plunged into the
actual city of Terrapohs.

the DRAG, a  genuine ahht
alth shown in 30. •

am how to use BMA.. the pro-
mmable computer implanted in your

Explore over 1100 different loco&
Ifons. and meet characters from 7
different species.-

'Enjoy the futuristic ( ) s p h e r e
tiprovided by outs! •  graphics and

ound effects.
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UBI SOFT UK
Saddlers House
100 Reading Road
SURREY GU17 7RX
Te4.10252) 860 299.
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AMIGA - ATARI ST - PC / PS - AMSTRAD CPC / CPC+ I GX 4000 - C 64 - SPECTRUM

For more information please call 0268 541212

THIS TIME THEY'RE OUT TO GET HIM!

•  160 LEVELS OF *ED HOT Acr ioN.
•  STUNNING M O W  STYLE

SPECIAL EFTIBIlgS•
•  SUPERSMOI1TWANIMATION.
•  SUPERB NIVSIC INSPIRED

BY THE;FikLM.•  REALM C S I L M  AND COMIC
STRI I tO1OURI NG.

Developed by:

I ts  time to take on the mob
which has sworn to get you!
Grab that famous hat and
coat and hit the streets in
search of Big Boy Caprice
and his gang. But watch out
for their traps hidden
around every corner.
Choose your weapon track
down the ugly mobsters and
brace yourself for the fight
of your life.
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Monty Python's Flying Circus

tc4Ef)

The thi rd and  penultimate part i n
Python programmer-designer Simon
Phipps' guide...
"ON LEVEL THREE it's back to blasting, but here yourt iming
is rather important considering the number of adversaries
Gumby faces.

'Search every conceivable ex it  off-screen t o get  t o
hidden bonus screens and try to take Out every block of
cheese for end of  level bonuses.

"Take advantage of  the Lupins -  they remove many
creatures and generate plenty of food bonuses.

"The Gumby-bird cont rol is  very  s imilar t o  that  o f
Gumby-fish, only the bird drifts slowly down the screen."

CHERUBS come in almost unlimded numbers, so blasting your
way through them is about your best bet. They enter the screen
vertically, then turn and fly off horizontally depending on which
side of them Gumby is at the time they change direction. You
may also find it useful to occasionally make space by setting off
the 16 ton weights that fall Out of the holes in the floor above.
POINTS 200
HITS 1

LITTLE MEN sit and fire regular spraysof three bullets alyou. Its
recommended that you find ways of ducking down and out of the
way of their bullets, and then popping back up to let loose a fish
This requires timing. but its most probably the safest method to
deal with them. The more gung-ho players may favour killing the
Little Men with a caretully activated 16-ton weight._ However
you kill them, you end up with a food bonus when they expire.
POINTS 400
HITS 6

HELLS GRANNIES are invulnerable. They hang upside down
from ropes and explode should Gumby get too close.

UPPER CLASS TWITS move vertically only, but turn to face
Gumby so there's no nipping around the back of them to get
some shots in. The best tactic for these is to use cheese blocks
as cover from their bullets, lobbing the odd well-placed halibut
between the gaps in the blocks. Some of the Upper Class Twits
reward you with a food bonus when shot, but you have to be
quick to collect it before it falls off-screen.
POINTS 400
HITS 6

BY A STRANGE twist of program design the Flying Sheep
operate in virtually the same manner as the Piggy Banks on
Level One. They fire vertically in Gumby's direction, but when
they fire is decided at random. The best tactic for Flying Sheep is
to try to get rid of them as soon as they appear. It s also quite
helpful to let them gather in groups behind cheese blocks, so that
when the block is shot away the flock quickly goes off to the left,
giving Gum by a reprieve from the constant triggering of sheep,
POINTS 200
HITS 2

CONSTANTLY produced by the Gas Cooker at the end of the
section in question, Gasmen shuffle left across the screen.
However, should Gumby get in a vertical line with one of them,
he automatically launches himself up the screen straight at
Gumby, Gasmen explode on contact with the landscape, so it's
not altogether a bad idea to hide from them by ensuring that
there are some cheese blocks between them and Gumby
POINTS 200
HITS 2

THE GAS COOKER ultimately turns into a SPAM bonus. You
can't exit this section without killing the Cooker. It generates
Gasmen at an alarming rate along with the odd trajectory bullet
Tactics for this one are to lead its fire and Gasmen by placing
Gumby to the left of II, doing your best to get a shot in at it when
you can. Then once. say, two or three Gasmen are heading
towards Gumby. fly up and to the right, above the Cooker - this
makes the Gasmen launch up the screen. As soon as it's safe to
do so, fly quickly back left to the position you were in and repeal
the method. The trick here is to not try and blast away the
Gasmen, but to get shots in on the Cooker and get rid of the
Gasmen by forcing them to fly up and off the screen. The
trajectory bullets should take care of themselves But watch Out
for them they still hurt.
POINTS 1000
HITS 1 5

LUMBERJACKS always  appear i n  t he windows i n  t he
background and throw three regular sprays of pressed flowers,
followed by an axe. It takes eight hits to ki II a Lumberjack, so it s a
matter of positioning Gum by so that fish may be hurled during
the time the sprays of flowers are thrown. Bear in mind that the
axes follow an unusual arc which forces Gumby out of line with
the Lumberjacks. The trick here is lo get back in tine as fast as
possible after each axe has been thrown.
POINTS 600
HITS 8

FLYING HANDS follow regular paths and do not shoot bullets.
It's worth blasting these cannon fodder completely away -
particularly the ones that appear before Gumby gets to the
second Lumberjack on the Lumberjack 'section'.
POINT 100
HITS 1

AS IF YOU hadn't expected it, the Spanish Inquisition are back
once more, hurling pillows and turning into SPAM when shot. To
exit the Lumberjack 'section', completely remove the Spanish
Inquisition -- a  task which requires similar t iming to that
employed earlier with the Lumberjacks themselves. Position
Gumby in line with the Spanish Inquisitor to get some shots in,
allowing the feathers from the exploding pillows to fly past him.
Every fourth pillow is thrown with a slightly different trajectory,
such that the feathers from the pillow cover the space Gumby
occupies, so its a good idea to learn the timing, anticipate the
shots and move away as quickly as possible. As with the
Lumberjacks, returning to your relatively safe position as quickly
as possible determines how quickly you can kill them all.
POINTS 1000
HITS 1 5

IF YOU SEE a Baby Gangster, take it out as quickly as possible.
Baby Gangsters are produced by the end-of-level gangster
chicken, Eggs Diamond. Position yourself at the top of their
movement arc and let loose a couple of fish!
POINTS 100
HITS 2

AS MENTIONED. Eggs Diamond is dangerous and constantly
spawns a great many lethal offspring as well as a lair few bullets.
This piece of not-so-paltry poultry isn't terribly difficult to kill, as
long as you can maintain a position that gets hits on the Baby
Gangsters as well as Eggs herself.
POINTS 1000
HITS 1 5

NEXT MONTH: The Fourth And Final Part
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Shadow Of The
Beast 2
Struggling t o  combat Psygnosis'
second beastly arcade adventure?
Here's Philip Baxter and Russell Lazzari
with a complete solution...
FROM THE VERY BEGINNING... go left through the trees
towards the bridge. Data will now load. At the bridge, wait
until you have identified the highest jumping fish and then
wait  for it to appear on the left. Now jump onto the bridge
and jump until you reach the other side.

DO NOT kill the person being held by the beam but kill the
guy holding him, Ask the person you saved about 'TRAP'
and he will tell you which switch to push later on (write it
down). Now fall into the hole to the left. Walk left and turn
around and kill the bats. Do the same for each step down.

Go to the bottom of the rope and jump left. DON'T fall in
the acid. When the person firing at you appears, duck down
and shoot him until he falls off the edge (jump if he ducks),
and do the same for the next person. Collect the energy
bottle and use it if  necessary.

Enter the house and go left up the stairs. Collect the ale.
Go out of the house and go back to where you started from
(this t ime there are no people or bats). Go right until you
meet the Pygmies. From about two inches away from them,
jump towards them, over the spear that's thrown, and kill
thefirst Pigmy. Now do the same for the others until you get
to a log-like floor where a Pygmy is flying above you. When
he moves to each corner, jump up and hit  him with your
weapon. Now do as before with the other Pygmies.

Go right until you find a rope, Jump onto the level above,
next to the rope, and jump onto each level, moving left as
you go. When on the level with an enemy, go left until you
are behind the chest of coins and kill the enemy. Collect the
coins and the axes he leaves behind then jump onto a short
rope hanging above.Jump until you are next toe solid lump
of slime from roof to floor. Shoot the slime then go rig ht and
collect the coins and energy bottle. Go back down to the
ground level. Go left until you are under a short level with a
hole below and twigs on top of it. Jump up and fall through
the hole. Go down. Data will now load.

Move to the edge of the floor next to the water. Jump
across, fi ring as you go to shoot the crystals that appear
from the water. Collect the energy and use it if necessary.
Run until you come to the end of the water. Activate your
axes before walking over the bridge.

A man will run away. Follow him until you get to the steel
drawbridge. Jump up to kill the drawbridge winder in the
top left corner (NOT the two people above you). Move back
and jump the gap then kill the two people above you. Go
back along the drawbridge and kill the last man. Shoot the
stone door until it crumbles away.

Go left. Jump onto the light and up again until you see a
sign saying 'SPIKES' (to the right, next to the lights). Climb
the light and shoot the switch next to the sign. Now run as
quickly as possible across to the left unt il you come to a
residential area of sorts_ Still hurrying, shoot to the left and
hit the switch, running back before your t ime runs Out
(NEVER stay at the other end after you have only three
seconds left -  t his  may take several attempts).

Run back and down one level. Go left and fall Onto the
chain holding upthe lightsabovethefour men sitting down.
Fall off the rope between the four men and shoot each one.
Go right and collect the key. Go back and jump onto the
chain again (don't shoot the guards coming towards you).
Wait until the guards are below you. Jump to the left, past
the guards and under thecagewhich falls onto you (you can
now do nothing unt il you are in jail).
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Offer the ale to the person guarding the jail. He drinks it
and falls asleep. Now shoot the door until it flies off. Quickly
climb thechain above thesleeping guard and shoot the man
at the top who's firing at you (do this before the man in the
fall with you gets to the top and gets killed by the man
above). DO NOT kill the man in the jail.

Kill the sleeping guard and collect the key he throws
away. Climb up thechain until you find a level just below the
'surface'. Use the key to set free the other prisoner. Now go
to the top and jump left. Kill the two guards then collect the
ring on the table. Now go back to the door the two prisoners
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are trying to open and use the key to open it. Wait until both
men are through the door before following them about an
inch behind. They both get killed on thespikes but you don't
(well, normally).

Go back the way you came, past the crystals in the water,
and out. Go right to the next set of rocks and kill the head
firing at you. Jump right again but watch thefirst rock. It'san
animal, so jump onto the furthest rock. NOT the first one.
Jump onto the rope above and to the right) and climb until
you find another rope. Jump onto it, then jump right again
and onto the level below and to the right. Data will now load.

Walk to the man with the knife until he follows you over
the bridge ileftl you passed earlier. He will fall through the
bridge. Go right and give the ring to the old man.

Go back thevvay you came, tothe very beginning, over the
bridge and down the hole, this t ime jumping to the left on
the fi rst  level you pass. Walk  lef t  and duck the fl y ing
creature, turning to kill him before he cuts the rope.

Stay at the end of the plat form and wait  for the person
pushing the spiked stone to come towards you. Just before
he comes towards you, shoot him several times to kill him
(only at the edge).



Go left until you come to two hatches in the roof. Move
slowly towards them and a stone falls out. Shoot the stone
with short taps on the firebutton while pushing left. When
the stone explodes you will move left and anotherstone will
fall in front of you. Do as before. Go left, Data will now load.

Shoot the stones falling in front of you and the person
who hovers aboveyou. Collect the key he leaves. Go left and
duck the rock on the conveyer belt. Jump onto the see-saw
and over the person sitting there h e  will flyaway. Climb up
the first rope and jump onto the platform to your right. Use
the key to open the door.

Go right until you reach the top of the hill. Slowly move to
the right. A stone will drop from above you. Shoot it until it
explodes. Go right until you are over a bridge and next to
two switches. Press the relevant switch (you should have
written it down earlier). Thecage aboveyou will move to the
floor. Walk into it and wait. It will move upwards with you in
it. Data will now load.

Walk ontothe platform at thetop and go right as far as you
can go without falling down the gaps. Go through the doors
until you collect a key. Go to the room above and pick up the
coins. Go back until you find a chain leading to a table where
a man sleeps and a dog is in a cage. Jump left while on the
chain to land nexttothecage without waking the guard. Use
the key on the cage and quickly jump back onto the chain.
The dog will come out and frighten off the guard. Go back
down and flick the lower switch without  being hit by the
dog. Go out and back down in the cage to the bridge.

Go down the rope then left over the little bridge and over
the acid unt il you come to three switches, a crane, and a
stone. Grab the stone and lift it using the switches. Move the
stone across to the right and drop it (it should break and
leave a smaller stone). Push the small stone to the right and
Onto the see-saw. The stone will fly up into a cage. Quickly
run to the cage on the ground (left) and stand in it. You will
move up.

Go left until you meetthe dragon Ishran. Kill it. Now shoot
the hanging bag. A man should come out and tell you a
word. Write this down,

THE ONE D E C E M B E R  1990

Go back down past the see-saw and Out to the rope. Data
will now load. Go down to the bottom of the rope and jump
right, down the hole with litt le green blobs. Go right to the
dragon spirit. Enter the password you were given. The block
rises so you can walk through. Data will now load.

Go right and collect the coins. Go left and up the rope.
Collect the parchment. Go back to thevery beginning and to
the right to the old man. Give him the parchment. He will
give you a spell to kill Zelek. Use the spell now as it is an
unlimited weapon and is very powerful.  Go left and fall
through the hole in the bridge. Data will now load.

Go right, down the hole, and collect the potion (use it if
necessar0. Now go right, over the hole, and collect the
horn. Go down the hole and jump right then go to the snail.
Ask him about 'KARAMOON' and answer 'YES' or 'Y' to
both of his questions. You will now be back at the old man's
hut.

Go right. Kill both of the guards whilst shooting the mace
at them, Once perfected, this method will enable you to lose
only a small amount of energy. Go right and fall off the edge
of the land, into the swamp. Go right, and use the spell to kill
the frogs. When you reach the end. use the horn. A creature
will rise up from the sea. Get on its back. When you reach the
other end, data will load. Enter the castle.

Go down the stairs and up the other side. Collect the
potion (use it l.  Go back down,  down the next one and
through two doors. Kill Zelek with the spell. You have now
won. The end message is yours to read.

CHEAT MODE
WALK RIGHT to the first Pygmy
and ask h im about 'TEN PINTS'.
The cheat mode for infinite
energy  wi l l  n o w be act ivated,

SHADOW OF THE
BEAST
NOW THAT Shadow 01 The
Beast has made it onto the ST,
there are undoubtedly many
Atari owners struggling to get
through it .  This cheat, supplied
by Mr K Lee Hunter, should help.

When your energy is a litt le
low,  s imply  perf orm t he
following action to boost it to 30
units. This can be done at any
point during play.

Hold down the left SHIFT key
along with the ENTER and ZERO
keys on the numeric keypad.
Release ENTER and ZERO and
press FS.
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Do you want to box in the Fourth Dimension?
Mindscape and award winning developers DS! bring a new era of games to your home computer with the

40 Sports series. Here the 4th Dimension is realism and the action is amazingly real
Modelled and simulated on real human movement, 4D Sports Boxing is the most accurate sports simulation

ever written. 40 Sports Boxing lets you create and save a camp of up to ten of your own boxers.
You dictate how tall, how heavy and how strong they are.

Next you train them and build them up into lean, powerful fighting machines
- then it's time to enter them into their first fight.
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Mindscope International Ltd. the Coach House,
HookrombEj1 e ,  Scaynes
Ities1Sulse, RH 17 7SG Tel 044 486 761

For itinher infamsarian on Mixiscape m a xis
and nom re ieaseA pleas, ecak 0898 Z34214
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KICK OFF 2 greatly enhances the gameplay of KICK OFF, winner of the THE GAME OF THE YEAR in the
U.K., arid similar awards right across Europe. A host of new features have been added to the ones that
enthralled players the world over.
- Ful l  size multi-directional scrolling pitch with the players,

markings etc. in correct proportion.
• 1  to 4 players option (Amiga and ST only)
- 2  players TEAM option against the computer or 2 other players

Hundreds of players each with a unique combination of
attributes (stamina, pace. etc.) and skills (passing, shooting,
tackling. etc.)

• Instinctive Kick Off joystick controls to dribble, pass. shoot,
head or chip the ball and do sliding tackles.

• Set  piece. FREE KICKS including dummies and the ability to dip
the ball or bend the ball round a defensive wall
9 types of comer kicks with full control of shot power. Long
and short throw ins
Team selection from a squad of 16 with substitution and a
choice of tactics.
League and cup competitions with Extra Time. Injury Time
and sudden death penalty shoot outs.
Facility to view, edit and save the Action Replays and create
a Golden Shots disc.(Excl. IBM & CBM 64)
Facility to load Player Manager teams and tactics for a single or league game.
Red and yellow cards. 16 different referees, Injury time and a host of features to create art atmosphere for a game which is
real fun to play
.

AMIGA FORMAT Enthralling and addictive. 9 3 %
ZZAP - Best football management game ever written. 9 2 %

I

AMIGA & ST £19.99 E X P .  AMIGA £24.99
IBM (AT & XT Turbo, EGA & VGA) E24.99
CBM 64 - SPECTRUM - AMSTRAD £9.99, £14.99

An International class player takes charge of a third division club as Player Manager. His brief is simple
-Bring Back The CAory Days.
His success depends on his playing skills on the pitch and managerial skills in devising winning tactics,
aquiring the right players from the transfer market and building a team worthy of the highest honours.
• Uni que facility to design and implement your own tactics.
• Over  1000 individual players, each with a unique combination of attributes and skills
' A  lively transfer market. Haggle for the best deal.
• 4  division league and a cup tournament with sudden death penalty shoot out.

The Player triumper Manager and r bring
s t h e

 fa i l u re s  into a sharp FOCUS.e every, day realities of a manager's life, his talent a  manager and aplayer,
ST ACTION - A stroke of pure genius.
M E  ONE - An exceptional football management simulation, Astounding depth_ Most involved, rewarding and playable
THE ACE • Successfully blends challenging soccer management with frantic end to end arcade action. 9 2 0
NEW COMPUTER EXPRESS - The sheer depth is•incredible• A definitive management game
COMMODORE USER - At last a management
-
game t h a t  r e q u i r e s
true management skills - a winner. 9 4 %
ST FORMAT - Brilliant, 9 3 %

AMIGA - ST

A NEW DID

SOCCER Sil01
BLISTERING PACE

- PIXEL PERFECT PASSING
- SUPERB TACTICAL
GAMEPIAY

ST ACTION' The best game ever to grace the SI Highest accolade
1 ,
:
a
n  
g
i
v
e
.

AMIGA USER INT • The best computer game ever 97%
THE ONE - Ultimate soccer simulation. 96%
THE ACE Brilliant Buy, Buy, Buy. 930.
AMIGA FORMAT- Best fouty game to have appeared on any machine 94%
ST FORMAT- What a game! Gem to play Magic. 90%
C & VG • Championship winning material. 95%
GAMES MACHINE- Probably the best sports game ever 92%
COMMODORE USER - No other footie game can touch it, 90%
AMIGA ACTION- Surpasses all other football games. 93%
POPULAR COMPUTING WEEKLY - Nothing shoo of brilliant.
NEW COMPUTER EXPRESS - Computer football event of
the year.

ON"
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I E N S I O N  I N  111 T H E  FINAL WHISTLEAmiga -  ST E 1 2 . 9 9  (Rel Nov.)MULATIONS
Raises the skills required and gameplay o f KICK OFF 2 to
new heights.

Two extra kits.
Look at any player stats. (attributes and skill) before selecting squad.
Totally new corner kicks with full control of the power, height and tatectory of
the ball.
Enhanced throw ins and penalty shots.
Provision to flick the ball in the air and do a blinding header or a spectacular
overhead kick
New two players team mode. Player 1 in position or neatest to the ball and
player 2 in position or keeper.
Linesmen and referee on the pitch.
A new player attribute FLAIR A player with a high level of flair will try a solo
attempt at the goal.
4 new pitches • Wembley - Icy. Muddy - Non-League

And Lots More

WINNING TACTICS (E6.99
-
- R e l .  N o v . )  
-  A  
c o l l e c t i o
n  
o f  
t a c t i
c s  
f o
r

use in Player Manager or K02 with kill explanations.
RETURN To EUROPE (E9.99 - Rel. Dec.) - Three European cup
competitions. UEFA cup - European Cup - Cup Winners Cup.
GIANTS OF EUROPE (Rel. 1991) Best teams of Europe on one

'Sc.

1
1
1
1
1
1
L
—

ANCO SOFTWARE, UNIT 10, BURNT-IAM TRADING ESTATE, LAWSON ROAD, DARTFORD, KENT.
TELEPHONE No 0322 92513/18 FAX No 0322 93422
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ISSUE SEVEN April 1989
Reviewed Archrperagos lords  Or The Rising
Sun, and Populous W or k  In Progress
Forgotten Worlds Players Guide Federation
Of Free Traders Feature The F-16

ISSUE EIGHT May 1989
News Watchmen Reviewed Forgotten
Worlds, RoboCoo, Silkworm. Wo rk  In
Progrees Xenon 2 Megablast Players
Guide Populous Features The Sega
MegaDrive, Sierra On Line
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ISSUES
ISSUE ELEVEN August 1989
Reviewed Xenon 2 lolegablast Rainbow
Islands, Stunt Car Racer W o r k  In
Progress Accolade Players Guide Wicked
Features Dave Gibbons
ISSUE TWELVE September 1989
Reviewed Paperboy, Strider W o r k  In
Progress Bullfrog, Hard Drivin
. P l a y e r sGuide The New Zealand Story Feature
OuHSiir
ISSUE 13 October 1989
Reviewed Bomber, Damocles. Infection...
Work In Progress Power Drift Players
Guide The Shoot 'Ern Up Construction Kit
Feature The Nintendo Phenomenon

1
1

ISSUE FIVE February 1989
Reviewed Cosmic Pirate, Dragon's Lau
Meyers Guide Operation Wall Feature
Cyberpunk

I n t

ISSUE SIX March 1989
Extra! Disk With &asteroids (Amiga & Atari
STi Reviewed elasterods, Jellighter Fi r s t
Wort In Progrees Rainbow Islands Players

, Guide Falcon Feature Arnold

I
i
,

.Schwarzenegger

PLEASE SEND ME THE
FOLLOWING BACK

ISSUES OF THE ONE...
(Tick The Required Boxes)

fl 312 .0O
111 6 E3•00
r i  9 E2.00
0  12 E2•00
0  15 E2•00
0  18 E3•00
El 21 12.00

NAME
ADDRESS

POSTCODE

I have enclosed a Cheque/Postal Order
(no Cash please) for E made payable to
The One.

Please send your Cheque or Postal Order
tor the correct amount to The One Back
Issues, PO Box SOO, Leices ter LE99 OAA.

All prices include postage and packing. Please
note that most issues are in shoe supply. In the
event of the required issues being sold oul your
motley will be refunded within 28 days of receipt.

FultlIrrent. Alan We il l  Intesnelionel. lasinbetione
House Fernclon Road, M arket Hartscrough, Leicester
LEIS  9NR.

BACK
October 1968

sron (Amiga) & Nebu us
ederalion Of Free

ayers Guide

ISSUES
ISSUE NINE June 1989
Reviewed Kick Off, Hick
Dangerous. RVF Honda... Work
In Progress It Carrie From The
Desert. TV Sports: Basketball
Players Guide Feature Horror

1SSUE TEN July 1989
Reviewed The New Zealand
Story Feature Review
Licence To Kill Work In
Progress Hawk Players Guide
Forgotten Worlds Feature
Acorn Archimedes

BACK
ISSUE 14 November 1989
Erbil!  Populous Scenery Disk 1500 New
Lands, Amiga & Atari ST) Reviewed Batman:
The Movie, Future Wars, Interphase W o r k
In Progress Chase HO Players Guide
Xenon 2: Megablast

ISSUE 15 December 1989
Free! Disk Labels Reviewed F-29 Retaliator.
Hard Drivin „. Feature Reviews The
Untouchables, li Came From The Desert
Work In Progress Myth. Simulcra,.. Players
Guide Fighter Bomber Feature Artificial
Intelligence

BACK

•••••••••••••• •
••

ISSUE 16 January 1990
. Free! 1990 Yearplanner Reviewed

Indianapolis Ace.. vvtk tl i s 5 0 0
o
. O p:  
p r o g
r a t i o
n r T e
s h u s  
R e
s o
l u
t i
o n

•101. Midwinter Players Guide Interphase
atm* Robots

. ISSUE 17 February 1990
Reviewed Chaos Strikes Back, Midwinter_
Feature Review Lost Patrol Work In

.,•, Progress Highlbreed, !overturn PMyers
18-Oulde Operation Thunderbolt Feature The

Satellite Game

ISSUES
ISSUE THREE December 1988
Free! 1989 Wallplanner Reviewed Batman,
Falcon, Operation Wolf P lay ers  Guide
Speadball Feature Japanese Technology

ISSUE FOUR January 1989
Reviewed Afterburner, Double Dragon,
Thondertfade P lay ers  Guide Rocket
Ranger Feature Future Cinema

ISSUES
ISSUE 18 March 1990
Extra? Disk With Pvemarbia (Amiga & Alan
ST) Reviewed E-Motion, Pipemama,
Warhead,. Work  in Progress Psygnosis,
Cadaver Players Guide Tower 01 Babel
Feature Handheld Consoles

ISSUE 19 April 1990
Reviewed Escape From Singe's Castle
'<lax. Player Manager W o r k  In Progress
Operation Stealth, Speeritalt 2 P la y e r .
Guide Rainbow Islands Features Pinball.
Inside Atari Games

BACK

d
6,...4 I I  • I

I .  a .  • II C O O L  dm. ins
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ISSUE 20 May 1996
Peviewed Escape From The Planet Of The
Robot Monsters, Hamrrieirfisl, Loom.., Work
In Prog.ess Killing Cloud, Kick Ott 2,.
Players Guide Midwinter Feature
Data-Linking

ISSUE 21 June 1990
Free! World Cup Wallchan Free!
Encyclopedia 04 16-Bit Games Part One
(Crack Down. Kick Oft. Kee.) Reviewed
Railroad Tycoon. International 30 Tennis..
Work In Progress Cocooration, FINInt Of The
intruder, Vaxine Featur e Soccer

ISSUES
ISSUE 22 July 1990
Free! Encyclopedia 01 16-511 Games Part
Two lHammertisl. E-Moban, Zany Goal
Reviewed Kick Off 2, PGA Tour Golf_ Work
In Progress Powermonger, Wonderland...
Feature Martial Arts

ISSUE 23 August 1990
Free! Encyclopedia Of 16-Bit Games Part
Three (Pro)ectylet Reviewed Corporation.
Oops Up, Plotting W or k  In Progress
Supremacy First The One On One Chris
Achilloos Features Future Sports. Billy The
Kid, Aliens



* .

• 0

0
23

23

-
7
1

0

0
0
(A)
tbJ

Cr)

AMIGA RRP OUR

688 At tack Submarine 24.99 15.90
Action Sta t ions 21.99 19.15
AMOS -  Th e  Creator 49 99 34.95
Apprentice 19.99 1790
A.T.F. 2 24.99 1590
Awesome 34.99 25.99
Back to  the Future 2 24,99 15,90
Badlands 24.99 15.90
Battlemaster 29.99 19.15
Beast 1 34.99 22.75
Bomber M ission  Disk i lM GI 14.99 10.25
Cadaver 14.99 15.90
Carthage 24.99 15 90
Chess Simu la to r 24.99 15.90
Champions o f  Raj 24.99 15.90
Chaos St rikes Back c1M131 24.99 15.90
Corporation 24.99 15 90
Days o f  Thunder 24 99 15 90
F19 Stealth Fighter 24 99 19 15
F29 Retaliator 24.99 15 90
Falcon M ission  D isk 2 19.99 15.90
Final Batt le 24.99 15.90
Flipit 4  M agnose 24 99 15.90
Flood 24 99 15.90
Harley Davidson 29 99 19.15
Hero's Quest 34 99 22.50
Indianapolis 500 24.99 15.90
Int. Socce r Challenge 24.99 15,90
James Pond 7499 15.90
Kick Of f  2 19.99 12.90
Killing  Game Sh o w 24.99 15.90
Midnight Resistance 24.99 15.90
N A.R.0 24.99 15.90
Necronom 24.99 15.90
Nitro 24.99 15.90
Omnicrom Conspiracy 24.99 15.90
Operation Stealth 24.99 15.90
Over The Net 24,99 15,90
Pioning 24.99 15,90
Pools o f  Radiance OM B/ 29.99 19.15
Power Pack 24.99 1590
Rick Dangerous II 24.99 15.90
RoboCop 2 24,99 15,90
Shadow Warrio rs 24,99 15.90
Sly Sp y 24.99 15.90
Speedball II 24.99 15.90
Spellbound 19.99 12.90
Supremacy 29.99 19.15
Teenage Mutant Turt les 24.99 15.90
The Sp y Wh o  Loved M e 24.99 1590
The Ult imate Ride 24.99 19 15
TNT (Tengen Comp.) 29 99 19 15
Torvak 24 99 15.90
Total Recall 24 99 15.90
Ultimate Go lf 24.99 1590
Ultima V 29 99 19.15
UMS 2 29.99 19.15
Venus T h e  Flytrap 19 99 12.90
Warhead 24 99 15.90
Wheels o f  Fire 7999 19.15
Wollpeck I lM e g ) 2999 19.15
Wings 512K 24.99 15.90
Wings (1MBI 29.99 19.15

Apprentice 19.99 13 90
Armour-Geddon 24.99 15.90
A T.F. 2 24.99 15.10
Back to  the Future 2 24.99 15_90
Blade Warrio r 24.99 15 90
Battle Master 24.99 15 90
Battle o f  Brita in 29.99 19 15
Bomber M ission  Disk 14,99 10 25
Cadaver 24.99 15 90
Captive 24.99 15.90
Champion o f  Rat 24.99 15 90
Corporation 24.99 1590
Damocles 24.99 15,90
Days o f  Thunder 24.99 15.90
F19 Stealth Figh ter 29_99 19,15
F29 Retahator 24 99 1590
Falcon M ission  D isk 2 19_99 12.90
Final Banta 24.99 15,90
Flood 24.99 15.90
Indianapolis 500 24.99 15,90
Int. Soccer Challenge 24.99 15.90
International 3D Tennis 24.99 15,90
It Came From the Desert 24.99 15.90
James Pond 24.99 15.90
Kick Of f  2 19.99 12.90
Last Nin ja  2 24.99 15,90
Legend o f  the Lost 24.99 15.90
Mania 24.99 15.90
Midnight Resistance 19,99 1790

24,99 15,90
Nitro 1999, 12.90
Omnicrom Conspiracy 24.99 15.90
Operation Stealth 24.99 15.90
Oriental Games 24,99 15.90
Power Pack 24,99 15.90
RoboCop 2 24,99 1590
Rock Dangerous 24.99 15.90
Shadow o f  the Beast 24,99 15 90
Shadow Warrio rs 19.99 1790
Simulcra 24.99 15.90
Sly Sp y 19.99 12 90
Speedball 2 24.99 159(1
Spellbound 19 99 12 90
Supremacy 29 99 1990
Teenage Mutant  Turt les 24.99 1590
Test Drive 24 99 15.90
The Ult imate  Ride 24 99 15.90
The Sp y Wh o  Loved M e 24,99 15.90
TNT ITengen C o r n 0 7999 19 90
Torvak 24 99 1590
Total Recall 24 99 15.90
Trivia l Pursu it 19 99 12.90
Ultimate Go lf 24.99 15.90
UMS 2 79_99 1915 .
Venus T h e  Flyt rap 19 99 12.90
Voodoo Nightmare 24.99 15.90
Warhead 24_99 15.90
Wheels o f  Fire 29.99 1990.

-o
THE ONE BEST BYTE ORDER FORM

ST/AMIGA ITEM AMOUNT Cust. No. lif knownl Payment: Cheque/P.0 f A c c e s s Ni s a *

Name

Address

Card No: Expiry Date'TOTAL E E

ATARI ST
ARP OUR I I

a

ACCESS/VISA
HOTLINE c f :
1
1
1

0273 746467

HAPPY CHRISTMAS TO ALL OUR CUSTOMERS
*SPECIAL CHRISTMAS OFFERS 4

3.5" DS/DD DISKS
High Quality Unbranded

Fully Guaranteed
inc. labels
10- E4.75
50- E21.75

100- 641.50
5004175.95

AMIGA 512K
EXPANSION
E37.50 with clock

E32.50 without clock
*  Simply plugs into Amiga A500
*  Memory enable/disable

switch
*  Compact (only 4 FASTRAMS)
*  Fully compatible +

guaranteed

3.5 EXTERNAL DISK DRIVE
*  Double sided
*  Quality drive mechanism
*  On/Off switch
*  Fully  compatible +
guaranteed
AMIG AE59.50 A T A R I  ST E6650

A500 Dust Cover
Mouse Mat
3.5"Disk Cleaner
Disk Box (holds 10)

To order send this form with payment payable to 'Best Byte' or phone our credit card hot line 0273 746467
Mail Order Only. Prices include 1st Class Postage, Packing and VAT. Overseas orders add f  5.00 per item

BEST BYTE (Dept ONE 27) 48 NEVILL AVENUE, HOVE, E. SUSSEX 8N3 7NA

ALL ORDERS SENT BY
FIRST CL ASS POST
WITHIN 2 4  HOURS

(Sub ject  t o  a va ila b ilit y)

it*

E3.25
E2.75
£2.95
£2.25

*  BEST PRICES *  BEST SERVICE *  BEST BYTE! *  BEST PRICES *  BEST SERVICE *  BEST BYTE! *
ii
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WORLDWIDE
SOFTWARE

106A Chidwell Road, Beeston.
Nottingham NG9 lES

Europe lother Man UK)
4hippin9 costs we

El SO per caesddisc for normal airmaii
£2.50 per caaidrbsc for express Bernal

1

WIMilLDWIDE
Ima-1 •SOF I WA RE•

EJ WORLDWIDE
SOFTWARE

106A Ohillwell Road, Beeston,
Nottingham NG9 lES

•  FREE Catalogue Disk (Plus latest demos when available) with every order over £10.00
•  All orders despatched by 1st class post •  Quality products at keenest prices
•  7 day 24 hour ordering •  Credit card dccounts debited only on despatch of goods

•  Complete customer satisfaction is our aim

Please give your name, address, telephone no., software title, price advertised and computer type.

WorldWide Pack 1
Amiga Second Drive

+ Any 3 software titles
with our advertised price

of 07.95 or less
ONLY £109.99
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24.95 Rumored%  1 1 9 5

Credit car over telephone lines
0602 252113 0 6 0 2  225368

by Fax: F a x  your order with credit card details
0602 430477

by Mail: S e n d  payment with order

Worldwide Pack 2
Amiga Second Drive
• Any  2 software titles

with our advertised prtce
of E17.95 or less

ONLY E99.99
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Worldwide Pack 3
Amiga 112 Meg Upgrade
+ Any 2 software titles

with our advertised price
of £22.95 or less

ONLY £89.99
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OperationStealth
At last! The third and final instalment of
this thrilling solution, courtesy of Paul
Presley.
UH OH I PIRANHA! These devils can eat a human body
within three minutes... John Glames looked like being their
next meal as the cage above the infested pool was slowly
lowered. Having just discovered the whereabouts of the
missing Stealth plane,  Glames had been captured by
SPYDER agents and held for  questioning. Otto wasn't
nearly as menacing as the fish below him,  but  Glames
would make certain he would pay for leaving him to die on
the sea bed -  provided he could get out of the cage first.

THE L OC K o n  th e  ca g e  d o o r wa sn ' t  t o o  to u g h  a n d  t h e  a cid
from Gla m e s' p e n  so o n  m e lte d  i t  a wa y. Th e  sm a ll ro o m  h a d
two e xit s,  t h e  d o o r a n d  the  a ir  ve n t . F ir in g  h is g ra p p lin g  h o o k
watch in t o  e a ch  wa ll h e  managed t o  cra w l a lo n g  t h e  w ire
towards the  g r ille . Th e  d o o r w o u ld  b e  guarded  a n d  Gle m e s
didn 't  f a n cy a n y m o re  b ru ise s. Op e n in g  th e  co ve r in g  g r i l le  he
made h is  w a y in t o  th e  vent ,  t h e  n o ise  o f  t h e  p ira n h a s b u b b lin g
around t h e  ca g e  b e h in d  h im .

THE VENTILATION system was
ra t -in lested . Gla m e s ha ted  ra t s. Th e
engineers le f t  sp a n n e rs a t  p o in t s in  t h e
syste m  so  tha t  h a t ch e s t o  d if fe ren t  le ve ls
cou ld  b e  opened . De sp it e  th e  tact  tha t  h e
cou ld  b a re ly se e  h is  hand  in  f ron t  o f  h is
face, Gla m e s re a lise d  tha t  a  se r ie s o f
in te rlo ckin g  g rille s,  ru n n in g  th roughou t
the syst e m ,  co u ld  b e  u se d  t o  t rap  so m e  o f
the ra t s. St range ,  h e  though t  s o m e t h i n g
reminded h im  o f  t h e  pa lace  g u a rd s.

THE ONE

GL AM ES FROZE a s
he t u rn e d  a  co rn e r
to la ce  a  g ro u p  o f

o ffi ce rs. He
thought h is

d isg u ise  wo u ld  b e
penetrated f o r  su re

but in cre d ib ly o n e
of t h e  o f fi ce rs

ordered h im  t o
retch a  g la ss o f

water. ( l a m e s
hurried  a w a y

before h is lu ck  ra n
out. F in d in g  a

guardroom with a
water fountain, he

filled the glass
f rom t h e  ba th room

and sta rte d  t o
leave when

something caught
h is e ye . On  a  b e d
lay so m e  m issio n
Orders a  u se f u l
b lu ffi ng  t o o l i f  he

got ca u g h t
somewhere h e

shouldn't be.

EVENTUAL L Y an
exit le d into the
guards' sh o w e r
room. Gla m e s
crawled  q u ie t ly Out
of t h e  a ir  ve n t . o n ly
to fi n d  a  g u a rd
shaving nearby. He
had t o  b e  taken
out, so  Gla m e s
efficiently
overpowered him
and t ie d  h im  u p
with  t h e  la ce s f ro m
the g u a rd  s b o o t
thank heaven f o r
large feet! Stuffi ng
a t o we l in t o  h is
mouth t o  p reven t
the gua rd  cry in g
tOf he lp ,  C la m p s
took a  sp a re
uniform, t h e  boo ts,
and a  g la ss f ro m
the s in k  be fo re
m aking  h is w a y
into th e  heart  o f
the enem y b a se .

ENTERING the
officer's room
(lames spied

another rubber
stamp o n  the  d e sk.

it w o u ld  g o
perfect ly w it h  t h e

lake  o rd e rs.
Handing over the

water, Gla m e s
ha stily swa ppe d it

with  h is  b la n k
stamp, a vo id in g
the gaze  o f  the

officer. M a kin g  h is
way b a ck t o  the

guardroom, h e
used a n  in k  pad  t o

stamp the  o rd e rs.
Then, using one of

the b lu e -lip p e d
cigarettes, he

removed th e
tobacco  a n d  u se d

the p a p e r t o  take  a
fi ngerprin t  f ro m  the
empty g la ss. A s  he

was leaving ,
Glames spo t ted  a

small,  in fl a tab le
lifeboat. Un su re

why, he pocketed
it anyway.

KEEPING A low
profi le . Gla m e s
made h is w a y
around th e  b a se .
The fi rst  d o o r h e
found le d  t o  a
st o ckro o m .
Looking  t h ro u g h
some o f  t h e
drawers d id n ' t
reveal much
rubber st a m p s,  a n d
spare p a irs o f
shoe laces. He  t o o k
a p a ir  a n d  u se d
them o n  h is  b o o t s.
He M O  I  wa n t  t o
be caught out ot
un ifo rm .

OYPASSI NG t h e  se cu r it y d o o r w it h  the
fake fi nge rp rin t ,  Gla m e s made h is  w a y
down a  co rr id o r  in t o  a  ro o m  w it h  o n e
guard and a laser-covered door. Passing
the o f fi cia l '  o rd e rs th rough  a  sm a ll s lo t .
Glames hoped  tha t  t h e  b lu rt  wo u ld  w o rk.
The C I A's p la n s h a d  in d ica te d  th a t  t h e
main co n t ro l ro o m  in  t h is d ire ct io n . Th e
guard switched off the lasers and
mot ioned h im  th ro u g h  t h e  d o o r. ( l a m e s
let o u t  a  sig h  o f  re lie f ,
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THROUGH T H E D OOR  a t  t h e  top  o f  the  n e xt  corridor,  Gla m e s co u ld  he a r a  lo t  o f
a ctivity. Th is must  be  the  ma in control room fo r sure . H e  hurrie dly se t  a  d ive rsion b y
turning the  razor-tape  re corde r onto pla yba ck p l u g g i n g  it  into the  wa ll socke t fi rst  -
and hiding it  in  the  waste -paper ba ske t ne xt  to  the  door. T h is should g ive  h im t ime  to
get t o  t h e  contro l pa ne l.

THE D OOR  OPEN ED  with a  hiss,  unve iling
SPYDER's p la n  in  f u ll. Sta ring Gla me s in
the fa ce  w a s a  la rge  compute r scre e n
showing t h e  Ste a lth p la ne 's posit ion
relative t o  Wa shington D C . D r  W h y  ( the
man be hind SPYD ER )  re ve a le d tha t
Washington w a s ju st  the  fi rst  ta rge t,  a n d
unless h is  de ma nds we re  m e t  m o re
countrie s wou ld  fe e l h is wra th. Wh ile  the
e vil me ga loma nia c w a s ta lking  a wa y.
Glames not ice d  t h e  C D  p la ye r co n t ro ls.
The o n ly t h in g  sta nding in  h is w a y w a s
Otto a nd a  la rge  gun. N o w whe re  wa s tha t
distraction?

JULIA W AS  thrown f ro m  t h e  he licopte r
just a s i t  lif te d o f f  the  ground. Sh e
managed t o  g ra b  o n to  the  foot-ra il a n d
was surprise d  t o  se e  Gla m e s ha nging
next to  he r. Eve n more  surprising wa s the
presence o f  a  2 0 -pound b o m b  st u ck t o
the unde rca rria ge . Sh e  turne d b a ck t o
Glames a n d  found h im  a tta ching a  p ie ce
of e la st ic t o  th e  b o m b  re le a se
mechanism. T h a t  shou ld  st o p  h im
causing a n y trouble , " Gla m e s sa id  g lib ly,
lust a s t h e  t wo  o f  the m  lo st  th e ir g rip .
Throwing the  rubbe r life  boa t be low the m.
it infla te d ju st  in  t im e  f o r the ir la nd ing .
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tape re corde r thre w the  ro o m  in to  pa n ic.
Nobody co u ld  t e ll f ro m  whe re  the  n o ise
was co m in g  a n d  whe the r the  me ssa ge
was re a l o r  not. I n  the  contusion. G a m e s
fired the  re d  missile -ciga re tte  a t  a  ne a rby
computer ba nk. T h e  sm a ll e xplosion w a s
all he  needed a s he  thre w himse lf  a t Otto .
fists fi rst . Wit h  Ot t o  ta ke n re move d.
Glames sp u n  a round ju st  in  t im e  t o  se e
Julia  disa ppe a ring d o wn  a  tu b e  with  D r
Why. Gla ncing out oil the  window. Gla me s
spotted a  he licop le t  pre pa ring f o r ta ke
oft. h a vin g  a ttended t o  the  C D  pla ye r. h e
made h is w a y towa rds t h e  choppe r

OR WH Y gla re d a t  the  couple  through h is
window, the n  grinne d a s  h e  figure d h e
would h a ve  th e  la st  la u g h  a n d  re le a se d
the bomb. Gla me s a nd Ju lia 's vie w o f  the
exploding he licopte r wa s ma gnifice nt b u t
short-lived. I t  wa s going t o  be  a  long t rip
home a ga in,  b u t  G i m e s  w a s su re  h e  d
find so m e  w a y t o  p a ss t h e  t im e  a s h e
grinned a t  Ju lia . 11 w a s  fo u r m o n th s
before the y ma na ge d t o  ge t the  sm ile  o i l
her fa ce .

THE ONE

Following on from last month's set of expert tips
from Kevin Bulmer, here's another three level
maps to keep you going...

LEVEL ONE

Corporation

•

LEVEL TWO

LEVEL THREE

•
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the Daring can save
Transfidttedbsra 1>imbling old time

o cmcz must hurry, for thine, you begin Sze the Casket of Doom rescue mission. Buty
has opened, Mordroc will place the Death Ring
upon Daphne's finger in marriage and she will
belost forever in the Time Warp.

N
e
•

ShInneltS •  Lainclon Norlh Tratle Centre •  Basildon •  Esse,. •  5515 Ba l •

spfrted away to a
e vi l  wizard Mordrotinviko

marriage. Only you, Dirk
h
e
r
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Sullivan Bluth Presents

Telepihone Number 0268541126 •  t  acsimile Number 0268541125

Be thelirst to play the all new Don BILL
animated adventure! Drellgon's Lair n i t
-, i tyar p  features full-screen animation and
drilttized sound with more scenes than any
previous anirtlest adventure.
'Dragon's Lair II: Time Warp
- 
s i g n a l m a n (  
c i w n e d  
b y  
,

Bluth Group, Ltd.; , 1990 Bluth Group, Ltd.; use
under license from Sullivan Bluth Interactive Media,
Inc.; Character Designs c.1283 Don Bluth; •tr..1990 all
audio, visuals and concept. Sullivan Bluth Interactive
Media, Inc. ALL RIGHTS RESERVED: Programming
.c1990 ReadySoll Incorporated.
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The problem with life is



that you only live it once. I
One lifetime of experiences, one lifetime of fun.

And that seems a little harsh.
As the leading force in simulation software, we try to expand horizons at

MicroProse. So, this Christmas, we're giving you three different lives to live. Three
stunning experiences. Three lots of fun.

THE PAST r
The date is 1914, and you are a British, American or French flying ace of World War 1, - t o t -
attempting to take out Axis pilots in hair-raising dogfights and shoot down Zeppelins before
they can cross the channel. "Knights of the Sky" is historically accurate, allowing you to use more t
p l  s k
sophisticated and powerful aircraft as you move towards 1918, navigating by map and compass, ,
t • ! •  1
€
just like the real aerial combat pioneers of seventy five years ago. You can even end up
challenging the the best hot-shot pilots that Germany could put into the air, such as Oswald
Boelcke, Max Immelman, or even the great Baron von Richtofen, the Red Baron himself.
"Knights of the Sky features MicroProse's acclaimed 3D graphics system, further enhanced and
improved, taking the flight sim genre into a whole new era. Available initially on IBM PC
compatible machines, Atari ST and Commodore Amiga versions will r011ow shortly.

THE PRESENT
The 1990s are the age of international crime, terrorism and espionage and you are the
clandestine superspy charged with travelling the globe to combat these forces in MicroProse's
new techno-thriller, 'Covert Action". Using the latest electronic bugging techniques, high tech
intelligence sources and good old fashioned clue hunting, its up to you to identify the
ringleaders and bring them to justice. Become expert in wiretapping, decipher acquired
information with the aid of sophisticated code-breaking programs, and use surveillance to
complete the picture. And if your technological know-how, cunning and luck ever let you down,
you've always got the latest combat weapons such as CS gas, stun grenades and compact sub-
machine guns to help you out. Across Europe, the Middle East and Central America, with 16
cities to cover in each area, you'll have your work cut out to make sense of the allegiances
between numerous terrorist groups, known political activists and foreign spies, all undertaking
"Covert Action". Available for IBM PC compatible computers.

THE FUTURE
The end of the 21st century. The Earth is an ecological wasteland. Nuclear meltdowns, climate
alteration, species extinction; all have taken their toll. Humanity must evacuate its mother
world, to give the Earth time to recover from the devastation wrought by past civilisations. The
human species has left Earth in immense transport ships. You are the pilot of a Trailblazer
series dreadnought, sent ahead of the main ships to prepare an alien star cluster for human
cokmization. You must find a planet suitable for humanity and obtain the resources the
fledgling colony needs to survive, by milling them from unclaimed worlds or through
interplanetary commerce with friendly aliens. You must make the cluster as safe as possible for
human families by making friends and eliminating enemies. Flying at incredible speeds
through deep space, the many !deforms you encounter will see you, quite correctly, as the alien.
"Lightspeed" is MicroProse's first space simulation and it is one which will set new standards by
which others will be judged. Original music scores and the latest in 3D light sourced graphics
provide the stunning technical backdrop for your journey as you fight, trade, and talk your way
towards your goal of finding a new planet for your people. "Lightspeed" will initially be
available for IBM PC compatible computers.

MicroProse bring worlds to life.
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NOW THE ONLY LIMIT IS YOUR IMAGINATION
Classic Infocom Interactive fiction is back

— at an irresistible price.
HITCHHIKERS G UI DE
TO THE GALAXY -

You play the role 01 hapless Arthur
Dent in this mind-bogglingly
hilarious story by the best-selhng
author Douglas Adams You'll
chonle while your planet is
demolished, yelp with laughter
when threatened by the Ravenous
Bugblatter Beast of Traal and split
your sides as you search the galaxy
for a decent cup of lea

PLANETFALL -
In this sci-li comedy, y ou
-
re a  s t e l l a r
Patrol Erksign 7th ciass - as low as
you can go Then your luck takes a
turn for the better. Your patrol ship
explodes. True, the mysterious.
deserted world to which you're
jettisoned is plagued by floods,
pestilence and a mutant Wild
Kingdom. WI  you'll have Floyd. a
mischievous robot, to nelp you find
the secret to saving it,

LEATHER G O D D E S E S
OF PHOBOS -

You've been kidnapped by minions
of the fi endish Leather Goddesses
of Phobos who are plaiting la turn
the earth into their private pleasure
palace Succeed in escaping their
clutches and you'll begin a
naughty, bawdy and very amusing
romp across the solar systerm. Your
mission is to collect the materials
you'll need to defeat the Leather
Goddess and save humanity from
their dastardly plan

10,SEYaw froy YAstut

ibur gntak151 challenge
lins ahead and downwards.

lit

but

AVAILABLE on
PC, Amiga & ST
E9.99
For Further Information
please contact:
CUSTOMER SERVICES
VIRGIN MASTERTRONIC LTD
16 PORTLAND ROAD
LONDON W11 2LA
TEL: 071-727-8070

ZORK I  -
This phenomenally popular story
plunges you into the extraordinary
environs of the Great Underground
Empire in search Of incomparable
treasures. You'll come lace to lace
with outlandish creatures as you
make an amazing odyssey with so
many twists it can offer new
surpnses every time you explore it.

WISHBRINGER -
You begin as an ordinary marl clerk
deiivehng a mysterious random
note and ond up - magic stone in
hand - embarking on a remarkable
series of whimsical adventures.
You'll need all the wishes that the
stone will grant you. because your
final destination is somewhere
beyond your wildest dreams.

—  F R O M
InFOCOM
WISTEKTRONA
1e  Virgin Mastertronic Ltd 1990

(-) Activision 1990
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Here's part two of our four-part series
in which Bi tmap Brother Phillip J
Wilcock talks adventurous dwarves
through this top-notch fantasy adven-
ture.
"LEVEL TWO is set on the ground floor of Castle Wulf, a
place previously inhabited by Carolus and his six captains:
Axel, Brokson, Grimbold, Ragnar, Helm. and Magnus. Here
they discussed policies, rule of the castle and magic.
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your rucksack that are NOT Spellsor Potions (the idea ofthis
is to free space in your rucksack).

"The aim here is to find, collect and return six transport
stones created by Carolus for his captains, an urn that must
contain the ashes of one of the captains, and an emerald to
enable entry to the final room...

"Things are not, of course, that easy!"

1) EXIT North.

2) OPEN Chest. COLLECT Shield Shot
Potion. JUMP Onto Altar, OPEN
Strong Box (NB! Beware Flames!
Use Fire Shield Potion From Level
One). COLLECT Shuriken, Wand
(Massacre). EXIT North

3) USE Shot Shield Potion. OR...
SHOOT Shuriken. OR... USE Magic
Missile Spell (To Kill 'Pump
Creatures'). COLLECT Potion
(Stamina). EXIT East, South.

4) PULL Lever (When Both Lights
Black). OPEN Chest. COLLECT
Shuriken. READ Books. COLLECT
Two or Three Books. EXIT North,

5) COLLECT Ashes. SEARCH Altar.
COLLECT Urn, Scroll. JUMP UP (To
Touch Ram's Skull). DROP Urn.
INSERT Ashes (Into Urn). COLLECT
Urn. EXIT North.

61 THROW Book (NB! Only When
Gap Between Moving Stone Blocks
Keep Trying!). DROP Remaining
Books. PULL Lever, WALK Under
Stone Blocks (DON'T Touch Them!).
EXIT East.

7) PULL Lever. WAIT Until Block At
Full Height, EXIT West, South. West,
North,

8) OPEN Casket, Strong Box. INSERT
Mind Blast Spell (Power Zero) Into
Casket. COLLECT Casket, INSERT
Casket (Into Strong Box). OPEN
Strong Box, Casket. COLLECT Mind
Blast Spell (Recharged), JUMP UP
(To Hit Two Skulls). EXIT South.
COLLECT Teleport Stone. EXIT
South.

9) COLLECT Coin (QUICKLY( While
Avoiding Slime). EXIT North. USE
Cure Poison Potion (From Level One)
if Slime Touches You, PRESS Lever
(Lett, Right, Middle, Left). PRESS
Button. EXIT West, South. HOLD
Recharged Mind Blast Spell. EXIT
West r Middle  Exit).

10) FIRE Mind Blast Spell. EXIT West

11) DRINK Shot Shield Potion.
COLLECT Coin, Wand (Spell Spell).
EXIT West,

12) PRESS Button. SEARCH Chair.
PULL Switch. PRESS New Button.
READ Book. EXIT West.

13) PULL Lever. EXIT East, North (Up
Stairs), South. COLLECT Key. FALL
Down to Chest. OPEN Chest.
COLLECT Gold, Teleport  Stone, EXIT
South, South, South.

1
0
1

14) EXIT East (Top Exit -  QUICKLY!).
COLLECT Cleaver. DRINK Barrel.
EXIT West, East (Bottom Exit).
COLLECT Flask (Cure Poison). EXIT
West, South, South.

15) JUMP ON Pan (QUICKLY!
Otherwise Go Via Bed). WAIT Unt il It
Rises. OPEN Floating Chest,
COLLECT Key. EXIT North, East.

16) HOLD Sleep Spell. FIRE Sleep
Spell. EXIT South.

17) JUMP Onto Strongbox (Touch
Trophy). PULL Switch, OPEN
Strongbox. COLLECT Gold. EXIT
West. PRESS Button, OPEN Chest.
COLLECT Two Bottles, Teleponer.

18) WALK UP Steps. PUSH All 10
Bottles Off Platform Onto Floor,
COLLECT Key. EXIT North. INSERT
Key Into Keyhole. EXIT East.

19) WALK SLOWLY Under Wooden
Platform. COLLECT Key. WALK Onto
Platform. PULL Chain. ENTER Pit,

20) PULL Level. ENTER Pit. COLLECT
Two Keys (QUICKLY!). PULL Level.
WALK To Chain, TOUCH Chain.

211 TOUCH Chain. EXIT West, West,
West. THROW Cleaver at Tortoise.
SEARCH Tortoise. OPEN Tortoise.
COLLECT Cleaver. INSERT Tortoise
Shell Key Into Keyhole. EXIT North,
North, East, North, WALK UP Stairs.
EXIT North, North,

22) INSERT Second Gold Key. DRINK
Superfast Potion.



23) OPEN Chest. COLLECT
Transporter. WALK UP Stairs. EXIT
South. South, South 'Down Stairs),
South, East. ENTER Room Four
Times (Ignore Bags First Two Times).
COLLECT Bag Of Gold on Second
Two Occasions. EXIT East, East,
North, North.

24) FIRE Sleep Spell. EXIT North,
COLLECT Final Token, WALK To
WULF Slot. INSERT Four Tokens
EXIT West.

251 PULL Lever. WAIT Until Platform
Reaches Top. EXIT West.

261 WALK Under Slime Platform.
WALK West (Slime Follows, Pushes
Chest Off Platform). FIRE Dispel Trap
Spell on Chest (From Level One).
OPEN Chest, COLLECT Coins,

271 EXIT West. KILL Tortoise with
Cleaver. OPEN Tortoise. COLLECT
Key. EXIT West.

281 EXIT South. PULL Lever.
COLLECT Coin. Shuriken. COLLECT
Suicide Potion. THROW Potion at
Mouth OR._ COLLECT Meat. WAIT
Until Creature Enters Room. DROP
Meat. PUSH Meat Through Bars.

291 WALK Up Stairs. EXIT East.
COLLECT Potion, Spell. EXIT East.
PULL Lever, EXIT West. FALL To
Ground. EXIT East, East,

30) PULL Lever. PUSH Board Over
Pit. WALK Onto Board. PULL Lever.
EXIT North (High Exit). COLLECT
Key. EXIT East.

311 FIRE Sleep Spell. COLLECT
Gems. WALK Up Stairs. EXIT West,
South, South, East,

32) COLLECT Spherical Gem, Spell,
FIRE Spell (To Open Two Chests).
EXIT West. FALL Down.

331 WALK Near to Pillar. DRINK
Strength Potion. PULL Pillar to Shelf.
PUSH Pillar Onto Shelf. COLLECT
Key. EXIT West, South,

34) INSERT Three Green Gems Into
Hole, DROP Urn, Four Teleporters.
Two Green Alcohol Bottles. EXIT
East.

351 WALK Unt il One Tile Away From
Moving Spikes. JUMP Over Moving
Spikes. EXIT East.

36) HOLD Key. THROW Key Between
Bars. TOUCH Bars. COLLECT Key.
EXIT East.

37) KILL Slime (Use Massacre or
Shurikens). EXIT North, East.

38) COLLECT Spike. OPEN Chest.
COLLECT Cash. PULL Rack Away
From Wall,  COLLECT Key. INSERT
Key Into Keyhole. PULL Chain. EXIT
West.

391 OPEN Chest. COLLECT Gauntlet.
PRESS Button. OPEN Hole. INSERT
Spike Into Hole. EXIT South.

40) JUMP Up (Touch Brown Wall
Hanging). PUSH Bucket (Stand On It)
PRESS Button, OPEN Revealed
Chest. COLLECT Meat, Gold, EXIT
East.

41) COLLECT Meat. GIVE Two Meat
to Mouth On Wall.  COLLECT Two
Bottles. EXIT South, West. COLLECT
Transporter. INSERT Key Into
Keyhole, EXIT East.

421 PULL Lever. PUSH Gem Away
(Use Another Object), COLLECT Gem.
EXIT North.

43) COLLECT Poison Potion, THROW
Poison Potion at Mouth. COLLECT
Gold. EXIT South,

44) EXIT East, WALK Up First Stairs.
EXIT North. TOUCH Bar (Second
From Right). COLLECT Wand, Gold,
PULL Lever. TOUCH Bar (Second
From Left). EXIT South,

451 PULL Lever. PUSH Board Over Pit
Middle). PULL Lever (Twice). JUMP
On Board. PUSH Button. WALK To
Second Steps. EXIT North, DRINK
Fire Shield Potion. COLLECT Gem.
EXIT South, South, South, South.

46) SAVE Game. PUSH Button.
WALK Onto Central Platform.
COLLECT Gem. WALK To Central
Platform North Edge. WAIT For
Revolving Board to Move Near.
WALK Onto Moving Platform, WALK
Off Platform Through Door
('Entrance'). EXIT North, East

47) INSERT Three Green Gems,
WALK Down Stairs. EXIT North.

THE ONE

481 PUSH Button. EXIT West,
COLLECT Key. EXIT East. INSERT
Key Into Keyhole. EXIT East (Up
Stairs). EXIT North, West,

49) HOLD Gauntlet. OPEN Strongbox.
COLLECT Cash, Shuriken. DROP
Gauntlet, EXIT East, North, West.

50) COLLECT Gold, OPEN Strongbox.
COLLECT Three bags. EXIT East.

51) DROP Three Bags. PULL Lever.
COLLECT Gold. EXIT East OR... (From
Last Room) INSERT One Bag Into
Small Lead-Lined Casket (And Again
Until Gone). EXIT East, East (Repeat
Three Times).

52) DRINK Shot Shield Potion, EXIT
South (Second Door). COLLECT Key.
EXIT North. INSERT Key Into
Keyhole. EXIT North (Second Door),

53) OPEN Chest. COLLECT Two Keys
GIVE Three Bags to Mouth. OR...
Keep Them! TOUCH West Skull.
PUSH Skull. HOLD East Teleporter.

54) EXIT West, South, South. WALK
Off Moving Platform Onto Central
Platform. COLLECT Spell. WALK To
Central Platform South Edge. SAVE
Game. WALK Onto Moving Platform.
PUSH Button. JUMP East. WALK To
Central Platform South, WALK Onto
Moving Platform, EXIT North.

• *
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55) WALK Through Maze To Top Left
(North West) Room. FIRE Unlock
Spell (To Open Doors). PULL Lever.
COLLECT Gold, UNLOCK Door.
WALK Through Door, COLLECT
Emerald.

NB! IF YOU WANT TO GO BACK
THROUGH THE MAZE GO TO 591

56) EXIT West, South, West, West,
North, West. COLLECT Urn, Four
Teleponers_ EXIT South, West, West,
West, North. DRINK Remaining
Stamina Potions. EXIT East.

57) DROP Urn On Block, Emerald On
Block, Six Teleporters In Hole. EXIT
East.

58/ PULL Lever. WALK Into Blood
Circle. WAIT...

YOU ARE NOW ON LEVEL THREE'

59/ EXIT North. East, North, North,
West. PULL Lever. DRINK Stamina.
EXIT North, North, North. North,
East. East, East, East. PULL Lever.

(Go To 56)

OOPS!
IF Y O U  H A V E  b e e n  w o r k i n g
t hrough t he solut ion to Level One
in our prev ious  issue you may  have
c ome across a s light  problem when
you reac h Cl u e  31.  I t  i s  i n  f ac t
necessary to ' INSERT Key Covered
With Spiders Web Into Keyhole'.
You s h o u l d  t h e n  r e t u r n  t o  t h e
Embalming Ro o m,  a v o i d i n g  o r
k illing t he  spiders .  N o w  y ou c an
EXIT Eas t  i n t o  Th e  Purifi c at ory ,
whic h w a s  p r e v i o u s l y  l o c k e d .
Sorry  ' bout  that !
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On the seventh day...
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WIN -  WIN -  WIN -  OVER E 3 0 0 WORT H OF  JOYSTICKS T O GIVE
Name:

Address:

Post Code

Please t ick

How Many  Mic ros wit c hes
give 8  way  Direc t ional Cont rol
4 a
Which Euromax  St ic k  has  been

1

Europe's  Bes t  Sel ler f or 8  Year
Pro 9000  A r c a d e  Flas hfi re

16

IIMM1 = M I  M I M I

AWAY

Tie Break:  N a m e  Your Fav ouri t e Retailer
and in no More Than 12  Words  say  why  he is  Best .
Name
Address

Why /
it you require further informat ion on t he Joys t ick  Range E U R O M A X  FREEPOST BRI DLI NGTON

Closing Dat e 31s t  Dec  1990 N .  HUMBERSI DE Y 0 1 6  4BR T e l :  0 2 6 2  8 0 2 5 4 1
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THIS CAMPAIGN IS ORGANISED BY

A
E JCRS?. Ei9.0 SOFTWARf PlAk.s01111 ASsccAdoch

FOR INFORMATION
LEADING TO A
PROSECUTION
& CONVICTION

ANY INFORMATION ON PIRACY SHOULD
BE PASSED TO F.A.S.T. (THE FEDERATION
AGAINST SOFTWARE T H E M PIRACYTELEPHONE 071-4978973 IS THEFT
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T H E  O D D S  A R E  E V E N  W I L L  Y O U
E N J O Y  A  H E R O ' S  W E L C O M E  O R

R E S T  F O R E V E R  I N  A N  I C Y  G R A V E ?
WE I LFP ACK IS A P RE CI S E  S I M ULATI O N O V A C O N FR O N TA TI O N  BE TW E E N A G E R M A N  S U B M A R I N E
WEI LFPACK AND AN A LL I E D  S HI P P I NG  CO NV O Y .  P LAY  THE  P ART O F A W O L F
-
P A C K  C O M M A N D E R
DR A  C O N V O Y  E S C O R T  C O M M A N D E R  TO  E X P E RI E NCE  TH E  RE ALI S M  O F A F U L L  S CALE ,  RE AL

TI ME ,  S TRATE G I C E N C O U N TE R .

©  1 5 9 0  M i l l • O F I N  o r  r  L e o ,  1 S WI N i  H O U S E ,  l i p  0 o u . r . 4 , , , A 0 i c  s

FEATURES INCLUDE:
S E V E R A L  D I F F E R E N T  S C E N A R I O S

A C C U R A T E  A R M A M E N T S  A N D  I N S T R U M E N T S
S U P E R B  G R A P H I C S

O N E  D R  T W O  P L A Y E R  O P T I O N
D A Y  A N D  N I G H T  M I S S I O N S

U N I Q U E  C O N S T R U C T I O N  S E T

L i

I Nc.

S E  1 0 1 1 W  T E L :  0 7 1 . 9 2 8  1 .4 1 5 .4  ©  1 9 0 9  N o v i t L o l l . C .  I N C .
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Miming& preemie
CAPTIVE-, prepare
roa n& for the game se
to take whorl role
[staying genes Into a mew
&mansion.
Held captive In
suspended animation by
high-tech &e d it & for a
crime you didn'i sainsok
a freak computer &lure
brings you beds to lifst
back to reality.
Armed only with a
briefcase contputer tatinti
In th* corner of your NI ,
you eventually flMild
M i l n e with your druids
sympatisetit to your
muss So begins your
gime tor *scam

The  scene, Nor th Vi etnam 197 - F o r c e s  are
' r e a dy  to engage in the real last push of the war t

The  Li nebacker  Campai gn.  Whe t he r  you'r e i n
t he  thick of the action,  pi l ot i ng bomber  planes
a nd fi ghter  pl anes,  or  obser vi ng as mission
contr ol l er  based on t he  carr ier  a t  Yankee
Sta ' I I  be  amaz ed at  the  s tunni ng

gr aphi cs and
p, ayabi l i ty  In

V \  F l i g h t  of  the

; 1 1
-
1 •
T W
i l l •

VIRGIN GAMES CENTRES ARE AS FOLLOW&
foo oxfor d Street, London.  18 Mer thant Street, Bristol.
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Roboc op 2 has Justice in
mi nd — a ki nd of  justice

only he can deliver!
• S o m e  of the most
, action-packed scenes

•e v e r  devised
for maximum

entertainment value.
Available an:

Spectrum cassetle & disk
Amstrad cartridge,

Commodore cartridge,
Atari ST and Amiga.

TM 1 9 9 0  Orion Pictures Cow. -  An rights reserved-

527 Oxford Street, London (Marble Arch).  98 Cor per ati onl ar est, 111r odesham . 157
-
161 W e s t e r n  R o a d ,  B r i g e d i m 6
08-06  The Briggate, Leeds. 6-8 Wheelergate, Nottbigham.  131 Prineeo Strool, Edinburgh. Uni t 4, Lewles B i a l a %
Argyle Street, Glasgow. 14-18 Aston Quay, Dublin.

4
4
4  
a
.  
A

v i  • -
•  SPECI ALI ST SOFTWARE DEPARTMENTS

The Virgin Megastore, 14-18 Oxford Street, London. The Virgin Megastore, 28-32 Union Street, Glasgow.
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Gordon Houghton gets to grips with
more aliens than there are letters in the
alphabet.

X-OUT? A  PIECE
OF CAKE. Anyone
c o u l d  h a v e
annihilated Alpha
Centauri's satel-
lite. It was hardly
worth bot hering
Wi t h  v i c t o r y
celebrations, bu t
success i s  s uc -
ce ss.
The population of Alpha Centauri itself however, chose to
see your actions in a different light. Long range scanners
have revealed intense activity on the surface of their home
planet, and it looks like an attack is imminent, Federation HQ
recommends a first strike, And guess which swell•head has
been chosen as pilot?
Z-Out is a six-level horizontally scrolling shoot 'em up in
which your mission is to destroy Alpha Centauri. It follows a
standard formula:  each level features its  own unique
landscape and aliens, and each is guarded by a mother
alien, with a sprinkling of huge aliens throughout. Your craft
can be bolstered with progressive weaponry and shields,
and extra lives and secret bonuses are available to pilots
skilled enough to find them,

ALIENS AN D  SPINNING ba lls go  together like  Gazza  a nd ba wls.
This is the  middle -of-le ve l a lie n tra m Le ve l One : it  sp ins a  bit .

separates (st ill spinning),  wa nde rs a bout (spinning),  jo ins
together (spinning). a nd then doe s a  b it  of spinning. I t on ly

stops spinning whe n you kill I t.

THE ONE
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THE PH I LOSOPHY be hind Z•Out is simple
enough yo u  won't  ge t a nywhe re  without
weaponry. At  the  sta rt you ha ve  nothing

but a  pe a shoole r which  bruise s a ss ra ther
than frie s it . Progre ssive  weapon icons

are usua lly ca rrie d b y rid iculous ora nge
blob-things with silly grins,  turn the m into
orange squa sh,  p ick up the  icon,  a nd you
are la ughing C a rry on la ughing a nd you

are dead e n e m i e s  come  trorn
anywhere. a nd m o sily take  more  !hen a

single  shot to kill.

Z-OUT
Rainbow Arts
AMI GA
PRICE 1 9 . 9 9
OUT •  Now
GRAPHICS 8 9 %
SOUND 9 0 %
PLAYABILITY 88',
1
0
VALUE 8 2 %

OVERALL

86cYo I
PRICE E N  99
OUT N o w

I BM PC AND
COMPATI BLES
N.A

THE A TO Z-OUT
OF WEAPONRY
ALMOST ALL WEAPONS in Z-Out
have a couple of strengths. The first
time you collect an icon, it rewards
you with a Drone. The second and
third t ime enhance the weapon's
strength. The fu ll complement i
available i n  single-player mo d
only. In team mode there are two
weapons, e a c h  w i t h  t h r e e
strengths: a  t rip le  shot, a n d  a
streaker.

DRONE
Heavily Influenced b y R-Type 's The  Force ,
this Drone  ca n be  mounted a t the  front o r
back, a nd is importa nt for two re a sons: li
acts a s an impenetrable  shie ld a nd (whe n
you ha ve  full powe r) ca n a ctua lly a bsorb
opponents' e ne rgy. Ta sty.
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BEAM
Again,  ba se d on
the R-Type  be a m:
hold down the  fire
button, listen for
the signal -  and
let rip.

SATELLITES
Up to  two ca n be
collected. If you
are dextrous
enough, you can
place them
anywhere a round
the sh ip  using the
cursor ke ys.

BOUNCING
FLAMES
Flames that shoot
dit,gonally from
the ship  a nd
bounce off wa lls
until they h it
a liens. Ba sica lly
two-directiona l,
enhanced to
four-directiona l
with ma ximum
power-up,

FLAME
THROWER
Yer basic electrical
waves of death.
With a  couple  of
sa te llites you ge t
three GI the m.
They look
spectacular,  but
the tiring rate isn't
tops a nd ca n le a ve
you in a pickle.

MULTIPLE
SHOT
A forwa rd shot
enhancer. The  first
power-up g ive s
you double -shot,
the se cond
triple -shot Use tui
for hot p ilots who 1 1 1 1
want to practice
pin-point firing. o r
for ma sochists
who like  to pla y
hard.

FUSION BOMB
The simple version
releases a bomb
which explodes
Into a  live -wa y
shot a lte r a  short
time, The
advanced ve rsion
releases a  pa ir of
spinning e ne rgy
beams.
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STREAKER
A ha ndy litt le  le e st !
flash which followa
the move me nt of
the sh ip  a fte r
firing. On  its
second leve l,  the
sate llites ca n a lso
throw the  fla she s.

SATELLITE
ROTATION
Once you colle ct
this syste m,  a ll
other syste ms are
deactivated until
you colle ct  another
weapon. I t s a
sophistica ted
shie ld which
produces spinning
bails a round your
Cf aft.

CREEP BOMBS
Bombs of fire
which se e k out
and de stroy a lie ns
in the ir path.
Pa rticula rly use ful
for those  sne a ky
a liens cowe ring
behind obsta cle s
in the  landscape_

THE ONE

LANDSCAPE IN
Z-Out is no-one 's
idea of
accommodating.
Take these  huge
piston-like  obie cts
for e xa mple  a l l
they do is move  up
and down. Ea sy? I t
is until you re a ch
the pa ir of gia nt
pince rs a t the  end.
Fly through too
soon a nd you ge t
crushed. F ly
through too la te
and the  a lie n
emplacements g ive
you a  fire ba ll
sa ndwich.

,JUST TO SH OW that the y ha ve  a n e xpone ntia l se nse  ot humour. Z -Out
•
t i p r o g r a m m e r s
made Le ve l Two  twice  a s ha rd a s Le ve l One . M ore  a lie ns e me rging from a ll dire ctions,
alien e mpla ce me nts with homing flames,  ne a r-invincible  mothe r a lie ns,  a nd
landscapes de signe d to ca use  ma ximum difficulty. An d  only a nothe r four le ve ls to
tace! H o ho hol

DECEMBER 1990

RAINBOW ARTS seems  t o  b e  able t o
produce quality shoot 'em ups as a matter of
course. X-Out, Turrican and now Z-Out all
feature smart  visuals, excellent music and

sound effects, and intelligently conceived variations on
shoot 'em up cliches, lake the Outriders, for example --
normally they just sit above and below your ship. In
Z-Out you can place them lust about anywhere to suit the
situation. There isn't much of a scenario, and it doesn't
really need one: it 's an unpretentious blaster with few
in-game presentation frills la highscore table and a two
simultaneous players option). This is only to its benefit
however, since loading is so much quicker, and you can
play without  having to suffer interminable death and
start sequences. Garneplay has been well thought Out:
apart from a range of genuinely useful weapons, secret
bonuses and extra lives, there are a host of  horribly
devious alien formations, which don't simply wander on
screen asking to be hit -  this could make it a mite tough
For first t imers, Even so, when you add the fabulous
backdrops (taking in influences from R-Type and Alien
on the way) and punchy soundtracks, you get another

which will prove irresistible to shoot 'em up fans.

ST
PC

OUT AT THE same t ime for the same price,
ST Z-Out will only suffer marginally  in the
colour and sound departments_ Gameplay
should remain the same.

BAD NEWS, folks, There will be no Z-Out on
the PC, not now, not never.

THIS PALLI D SN AKE is the  ultimate
barrier between you a nd Le ve l Two. I t
likes surprise s: just  when you th ink it 's
following a simple set pattern, it changes
Its mind. double s ba ck on  itse lf a nd
corne rs you. Afte r ma ny a  frustra ting
death, you be gin to  re a lise  that the  sna ke
Itself I sn't re a lly the  proble m t a k e  a
look a l tha t te e nsy a lie n emplacement a t
the top right of  the  scre e n.



THE N O W  CONTAINS 1990 NFL TEAM/PLAYER DATA!*

Midnight
Oil

THE GAME
Headeoxh is teh complete American Football simulation.
You take charge of the latest recruit to the National
Football League, and through skituf designe of gameplans
and the use of the college draft, build up a 45 man squad
to keep your fans happy and win the Superborwl. Unlimited
seasons, and ageing players, produce a realistic game of
fluctuating fortunes.

THE MATCH
The match is a game in itself taxing about 40 minutes to
complete. With 26 offensive plays and 21 defensive plays,
There is ample scope to match your gameplan to the SAIIS
of your squad, and exploit the weaknesses of your
opposition. It's here where the strengths and weaknesses
of your own players are ri gh lighted.

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

a stretch, with miniscule breaks for food and other
necessities I t  is a game I have no hesitiation in

recommending to anyone with even the slightest interest in
American Football.•

OUR PRIORITY: GAMEPLAY

HEADCOACH V.3
TRAINING CAMP

Here is an opportunity to assess your players before they
take the field. The aporopnate coach will give you his view
Of the current form of any of the players and how 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
I nebackers we all positions where speed oft the mark is

IBM PC
Atan ST
Amiga

All Moni!OcA :3,5
- a n d  
5  2
5
"  
d i s k
s

Ai SirSTEs, all monoors
All Amirgaimonitoi combos
AVAILABLE DIRECT FROM

L:29.95
£1995
£19.95

ATARI
USER

REVIEW

COLLEGE DRAFT
During the 16 match season, plus whatever playoff
matches you achieve, you will find yourself praying for a
second classy running back or wide receiver, or need to
beef up your offensive line (too many sacks.! There 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 section will encapsulate your team's and
your players' season. Total yards. rushing yards, passing
yards, kickoff returns, punt returns land averages for al
these), interceptions, sacks...All these are kept for each
match, the whole season, for the team and for each
player. Amercan Football is a game of stats and we retain
that.

AccessAL
VI  SA

L.

Telephone Sales:

0438
721936

The Midnight Oil
Dept. TO4
18 Hazlemere Road,
Stevenage,
Herts, SG2 8RX

IBM PC
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HO PUTS IT RIGHT?
We do. The Advertising Standards Authority ensures

advertisements meet  w i t h  t h e  s t r i c t  Code o r  Advertising
Practice.

So i f  you question an advertiser, they have to
answer to us.

II find out more about the ASA, please write to
Advertising Standards Authority. Dept. X, Brook House.

Thrrington Place. London WC1E 7HN.wASA
This space is doodled in 11w in! VIPS'S of high NI andards In eifl%erlisemEnt
,
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PREMIER MAIL ORDER
Titles marked • are not yet available and will be sent on day of release.

Please send cheque/PO/Access/Visa No. and expiry date to;
Dept THO, Trybridge Ltd. 8 Buckwins Square, Burnt Mills, Basildon. Essex, SS13

Please stare make and model of computer when ordering. P&P inc. UK on orders over £5.00. Less than E5 and Europe add
E1.00 per item.

Elsewhere please add 12.00 per item for airmail. These offers are available Mail Order only.
Tel orders: 0268 590766

Fax: 0268 590076
111LE
40 Bonne
1•2 Meg Upgrade
12 Meg Upgrade *nit Clock
tun Attack Sub
Adidas Fo.tb.II
Airborne Ranger
AMOS
Anarchy
Armour-Gekdon•
•Assault on Alcatraz
ATE 2*
Ausierldi
Awesome'
"BA 1
sack to the Future 2
'barb to the Future 3
'Badlands
Ranh Tam 1 or 2 Hint Book
Bards Tale 2
'bards Tale 3
Reiman the Moine
Bentlechess 2*
•Inctle Command
Bonlernaver
•Batieyal
•Billy the 1101
Black beet
•Blode Wan i n f
BlondwerA
Bloorludych Data Diet
OSS Jayne Seymour
Buck Rogers'
budokan
buqgy boy
Cadaver
Cordes
Carnet Clammed
*Whe lp
Clidommin of I rk% 1111190
'Chios Sinkes Beek
Usage 1+0
•Chasa HO 2
Chsoci Vie w
Codermine Romeo 111%61
Coiewels Bequest 1111%1
Combo Racer
•Coreonando Wee
COnguet01
Lcmcm*si of Canw1o1
Calm/velum
Curie 04 Aluee &ends"
Ciatedelta
Crary Cans 2
Cozier Comm
.Crwria Wows
'Creme lea A Carps'
DIMON
Dna Corriere
Oeye al %wilier
Death Iran'
Doses tirie
Dolga' Pawl
"Dick ltacy
'Drupe Stroke
*Dragon Wom
Dropows Lea 11Meg1
Wagons tan 2 5 0 6 6 6
Cssg a
Usaspe ol M aste r
Onniplen Mastie Hen Bora
'Dealer
•Oloarnrie Deburnar
• Seim
tdmon One
Lbw
Emden 1
1 % 1
1
1 1

•Ionivn Hughes Ow
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1
1
m
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•
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Epe of the belleadite
Ell Cornrow Pa r
Fll Staallk

Retakator
Nikon
'ikon trinomn DISK
Falcon Mtssinn Chic 2
Ferran larnisno I
•emll Beide
Etre and Rum clone
ivetsall
Fire and Forpal
Ilsght of me lomodel
[Kam See 7
nip II And
flood
11191,1 Oa t 1 ;a v ia n

ST AM IGA
16.99 1696

-  3399
-  4499

1699
13 99 1 6  99
999 9 9 9

34 99
13 99 1 3  99

-  26.99
16.99 11.99
1699 1699
1 9'3 9991

24 99
909 1 9  99

1199 11.99
1699 16.99
11.99 13993

90 5 9 9
- 9 9
- 16.99

13 99 1699
1999 1999
16% 1199
16 92 1999
1999 1999
1699 1699
13 99 1 6  99
16 99 1699
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Rick Dangerous II
Even the most dangerous people need
a little help now and again. So here's
the second part  o f  our complete
solution...
RICK SEIZES the controls of the strange alien spaceship and
•takes off, heading for the mysterious planet Barf and t he Fat
Guy's headquarters. However,  t he Fat Guy  was  never
particularly generous with fuel, forcing Rick to crash land
over the desolate Ice Kingdom Of Freezia.

START BY SHOOTING the two guards
that approach you. Now walk to the right.
avoiding the falling icicle, to collect the TV
bonus. Walk back, climb the ladder and
jump right to the other side Slide a bomb to
kill the guard below, then drop down and
exit,

Time your two jumps to avoid the pair of
rotating cogs, then collect the TV bonus
and climb the ladder to the lop, killing the
patrol guard when you gel there Climb up
the next ladder, but stop before you get to
the top. When the clockwork penguin
thaws out, wail for him to drop off the ledge
before moving up to the top Jump over to
the right-hand platform and shoot the
guard there. Punch the switch set into the
wall to trigger the hover-litt Jump on and
let it take you up to the top. When you get
there shoot the guard and slide a bomb to
the left to dispose of the pointy icicle trap
Drop off the lift, walk to the far left and jump
up twice.

THE ONE

Duck and crawl forward to avoid the
snowball-throwing machine. Climb the
ladder and jump (twice) over to the far left
Exit through the metal tube to the Bonus
Room and collect everything. Come back
Out lump up and right three times and
shoot the guard at the top. Jump right
again, punch the wall-switch and walk left
under the snow showers, avoiding the
falling frost.

Climb the left-hand ladder and 'slide-
bomb' the first icicle trap. Walk lorward and
QUICKLY do thesame wahthesecond. An
ice block appears from the chute on the
left, so you must move fast. Run right and
jump on the hover- lift which comes down lo
pick you up. When youreachthelop. hit the
wall switch to retract the set ot steel spikes,
then jump left and kill the guard below.
Cfirrib the left-hand ladder and jump up to
collect the dynamite. Climb back down,
jump right and time your next set of upward
jumps to avoid the rolling snowballs. At the
top, jump between two of the trundling
penguins, run left and climb up the ladder.
Jump right, avoiding the falling icicle, then
jump left onto the next ledge. Punch the
wall-switch and take the lift up. Crawl right
to avoid the flying snowballs. Drop down
once, dynamite the guard below and exit to
the right.

Jump up and climb the steel pipes over
to the ng ht- hand side of the screen. Collect
the TV bonus Drop a bomb to dispose of
the icicle t rap below, then fall down.
avoiding the ice blocks and exit right

Hit t he wall switch t o  activate t he
hover-lift, then ride it to the top and lump
over the rotating cog Jump right again to
collect the dynamite. then hit the switch to
dispose ol the ice block. Drop down the
gap you just made and crawl right, then left

to avoid the two snowball machines. At the
bottom, slide a bomb into the narrow
crawl-way to destroy the icicle trap, then
crawl through and drop right Dynamite the
second set of  icicles, drop down and
slide-bomb the frozen penguin, then shoot
him as soon as he thaws out. Walk left,
drop down and hit the wall-switch to retract
the steel spikes. Use the two small ladders
to get to the other side of the acid vat. Crawl
under the cog to exit.

Keep crawling to avoid the second cog,
then drop right to collect the TV bonus.
Drop down, slide-bomb the ice block and
QUICKLY jump over it  when it  slides
towards you. Drop right to collect the
dynamite, then down again for the TV
bonus, Hit the wall-switch to retract the
spikes, then walk left and dropdown. Jump
over the first frozen penguin, then quickly
run right and climb down the ladder.

Dynamite the ice block, drop right down,
and let the falling icicle kill the guard as he
approaches Climb up the pipe and collect
the hidden 500 bonus. Climb right, down
the pipe to the bottom, blast the guard and
jump across to the right. Jump up again
andcrawl far right, avoiding the ceiling cog,
and hit the wall-switch to retract the spikes
below. Drop down the left-hand side, jump

left over the ice block and into the secret
room. Collect everything and leave. Jump
once over the ice block and shoot the
penguin, then jump right (twice) again. Exit
to the right.

Shoot the guard when he comes down.
Jump up, hit the wall-switch to the left and
time your walk under the snow showers to
avoid the falling frost. Go down the short
right-hand ladder, avoid the guard and exit



right — into the Hoverbike section.
Fly up, avoiding the snowball machine,

then go right, QUICKLY, to avoid the spike
traps. Fly upend kill both guards. Shoot the
wall-switch a n d  g o  up .  Collec t  t he
ammunition. Go up (avoiding the snowball
machine) and shoot the penguin. Zig-zag
your way up to the dual snow showers.
shoot the switch on the left and exit to the
right to leave the Hoverbike.

Shoot the guard as he comes down,
then go up the ladder, collecting the
ammunition along the way. Slide a bomb
across to the block of ice, and drop down
out of harms way (or when it slides left,
Climb back up. shoot the guards, then
climb down the right-hand ladder and exit_

Run nghtand jump ontheladder to avoid
the sliding blocks of ice. Collect the TV
bonus. Time your drop and climb down the
tall ladder. Drop oft onto the ice below,
leave a bomb and quickly jump back onto
the ladder to avoid the explosion. When

the bomb explodes (taking the penguin
with c l i m b  down, walk left and jump up,
shooting the guard when you get there. Hit
the wall-switch to retract the spikes below.
then dynamite the ice block. Drop down
and side another bomb to the right to blow
the icicle trap. Drop down, climb up the
centre ladder and crawl right to avoid the
snowballs. Drop down, pushing left to land
on the small metal platform below. Drop
onto the two Ice blocks, leave a bomb, then
jump oft to the right. When the right-hand
block explodes, repeat with the left-hand
block to kill the penguin Collect the bonus
dynamite and drop down_

Shoot the first guard, then jump up to
take out the second. Slide a bomb into the
two ice blocks, returning to the ledge to
avoid the blast. Drop right down, shoot the
penguin and climb the short ladder to hit
the switch that activates the lift below.
Climb down and gel the bonus ammuni-
tion. Wait for the lift to go away before
dropping d o wn  pas t  t h e  s nowball
machine. Drop down again, quickly lump
onto the steel piping, then climb up and
collect the TV bonus at the top. Come back
down, drop onto the second TV bonus
below, then time your next drop to avoid
the first rotating cog. Jump up onto the
steel vat, and duck and crawl past the
second. Exit to the left.

Jump left over the steel spikes, then
slide a  bomb right, over the ledge, t o
destroy the icicles below J ump across
onto the steel vat and dynamite the guard_
Climb up the short ladder to the left and
slide a bomb into the block of ice. Quickly
climb back down the ladder to avoid the
explosion, then go back up to hit the
wall-switch that retracts the steel spikes
below Climb down, drop to thebottom and
crawl to the right, under the acid vat. Drop
down, slide a bomb to the left to lake out the
icicle trap, and follow it down to collect the
bonus dynamite. Jump on top of the steel
vat and crawl to the other side to avoid the
rotating cog above you.

Drop down to where there are five frozen
penguin-blocks and walk  t o the right.
When the centre penguin thaws out, turn
and shoot it. Drop down to the ledge on the
right, and slide-bomb the guard below.
Drop down to where he stood and shoot
the wall-switch to retract the spikes on the
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next ledge Fa l l  down, slide-bomb the
icicle trap below and drop down another
ledge. Slide-bomb the guard below and
drop down when the coast is clear. Drop
down two more ledges, collecting the
bonus dynamite when you get there. Wait
for the two sliding ice blocks below to cross
past each other, then fall down, run right
and jump onto the short ladder toavoid the
next ice block, which slides on from the left.
Take the next ladder up,  collect t he
ammunition at  the top and come back
down, going back past the ice blocks and
down the next ladder. At the bottom, drop
to the next level and slide-bomb both
guards. Drop down and shoot the switch
on the left-hand wall. Crawl under the
rotating cog.  drop of f  t he edge and
slide-bomb the icicles to the right. Crawl
through the passage, drop right onto the
ledge and slide-bomb both guards. Drop
down and run left to the exit.

Shoot both guards as they approach.

Jump up to the top, avoiding the falling
icicle. Crawl past the rotating cog, drop
down, killing the last guard. Exit to the left to
complete the level.

NEXT MONTH: THE FOREST
KINGDOMS OF
VEGETABLIA
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Gary Penn takes to cleaning up the
streets in Ocean's conversion of the
cult Williams' arcade machine.
WE ALL KNOW that drugs are not good. Positively bad in
fact. Remember Zarnmol Exactly. Just say no and live a
little longer. Well anyway, get this: Narc features drug-
taking, drug pushers, prostitutes, and carnage on  an
unprecedented scale.

However Narc's sordid theme is nothing but anti-drugs
throughout -  otherwise the tabloids would have field day.
In fact, the message displayed on the Williams' arcade
machine from which these conversions came is 'Winners
Don't Us e Drugs '  (although apparent ly i t  wasn't  imp.
lemented on the machine used for this conversion).

Surprisingly. Narc is only a training mission (9 where the
prize for complet ion is enough credibility to join the Drug
Enforcement Administration. The bad guy in this particular
scenario is none other than Mr Big, and he's got plenty of
supporters in the form of evil pushers and users.

The good guys (for this is a one or two
player exercise) are HitMan. who has a
penchant for blue attire, and Max Force,
who prefers red to dead. Bearing more
than a  s l ight  resemblance t o  t hat
groovy mov ie  v igilante The  Ex ter-
minator, both Hit and Max area bittasty
when it comes to kicking ass. Not only
do they come armed with a machine
gun and rocket launcher each, they are
mighty fine jumpers and duckers.

Problem is for Hit  and Max. Nero is
realistic in its approach, to the extent
that ammunit ion c omes  i n  l imi t ed
supply. It also means that when the bad
guys get shot, the claret's spilled by the
gallon, and when they get blown up it's
suddenly becomes difficult  to dist in-
guish the screen f rom an abattoir.

This training mission is set in a large
city, s pl i t  in t o more  t han a  dozen
horizontally scrolling,  indiv idually -named zones.  Th e
mission begins with a scroll along The Junkyard. To leave
the street and enter The Subway you need to fi nd the
correctly coloured 'Safe Card', which is either simply lying
around or in the hands of one of the bad guys. With The
Subway cleansed, it's back onto the streets, this time better
known as The Pipeline.

Further along the road you find the Krak Laboratory, filled
with evil drug-making equipment which should be blown
up at all costs. Then it's back out into the open, across the
bridge that forms The Freeway, before a walk  through
Sunset St rip,  The Kennels,  Sky  High's  Nursery,  The
Greenhouse, a n d  plent y  mo r e  bes ides  bef ore y o u
eventually confront Mr Big in Mr Big's Office,

Random Access is theteam responsible for bringing Narc
to the home.  The programming was  handled by  Steve
Snake (who did the lengthy presentation sequences along
with the sound effects) and Greg Michael (who did all the
actual in-game stuff). The graphics were copied from the
coin-op by Shaun McClure and Ned Langman, while Sound
lmagesprovided the music. All in all, it wassix months in the
making. Quick, but by no means shoddy.

Incidentally, Narc is street slang for a drug-related law
enforcer. It comes from 'narcotic'.

THE ONE

ANOTHER BI G BON U S opportunity a wa its
inside  Sky H igh 's Nurse ry Gre e nhouse .

Ganta pla nts ga lore  are  growing in  pots.
All you ha ve  to  do is 'co lle ct  t h e m  tor a

special Goma Bonus once the level Is
completed, Just in case you hadn't

noticed, tha t Ra mbo looka like  is Sky H igh.
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IGNORE FOR A  M OM ENT th e  fact  t h a t  M ax h a s co m p le te ly d e st ro ye d  a  co u p le  o f  b a d
guys with h is rocke t la unche r. Look a l the  sta tus pane l a t the  top of the  scre e n. Th is
provides at•a -glance information on a ll the  usua l stuff,  such  a s your score ,  sta te  of
health (t h e  g reen  bars),  l ive s re m a in in g  ( in  t h is ca se  lo a d s ' co s w e  cheated),  re m a in in g
bulle ts a nd bombs itop le ft a nd right),  drugs a nd mone y •recovered',  busts made, a nd
the name of your curre nt loca tion (top centre ). M ost use ful of  a ll though,  is the  radar
in the  centre . It shows a representation of a ll a ggre ssors and colle cta ble s (in [hi& case  the
drugs a re  to the  le ft). So  now you know,

1W471F.)t• I  tr r r r r rr r r r r

HERE WE AR E in  the  Kra k Labora tory,  one  of  M r Big 's ma in drug-production line s,
Max Force  ha s just blown a  CoatMan to smithe re e ns a nd is about to  le t rip  on those
giant drug-fille d fla sks. The  mean looking me n in  b la ck a re  ca lle d Spike  Rush. a nd
they e n jo y n o th in g  m o re  than  t h ro w in g  d ru g •fi lle d  syr in g e s a t  d o -g o o t e rs. Th e  re su lt
Is te mpora ry pa ra lysis,  le a ving the  re cipie nt vulne ra ble  for a  few se conds.

THERE AR E PLEN TY of use ful ite ms to
pick up a long the  wa y. De a d or buste d
bad boys drop money,  drugs,  rocke ts,  a nd
bulle ts. Some  e ve n re lease  Sa fe  Ca rds,
used to  ga in a cce ss to othe r a reas.

,044•4,l i t  115
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SOUNDING
OFF
YOU L U C KY
PEOPLE! y o u  re a lly
are sp o ilt  f o r
choice whe n it
comes to N a rc's
aural
accompaniment.
For a ccura cy's
sake, N a rc's speech
and n o ise s w e re  a ll
taken dire ctly f rom
Williams'
You can kill to the
tune of a 'hard'
soundtrack, or
delight to the
sound of a
sp lend id  a rra y o f
effects. I t  a ll
sounds a s though
there 's a  w a r  g o in g
on, wh a t  w it h  a n
assortment ot
gunshots and
explosions
Not forgetting the
dogs' barks,  Kinky
Pin ky's m a n ic
laugh, Sky H igh's
grunts,  a n d  th e
Innocent Wo m e n  —
who gasp '000Hr
at yo u r  t o u ch .
-
Y
O
U
'
R
E

BUS-TEDI
exclaim HitMan and
Max when they
bust a bad guy Also,
when one of
the boys manages
to ge t a  Sa le  Ca rd
he says 'WE'VE
GOT IT!
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MR BIG'S BAD
DUDES
IN TYPICAL WILLIAMS style,  t here
aren't many  different types of adver-

- sary encountered in Narc. Instead, the

1 .

• eight different types have very distinct
characteristics. As an incentive to tone
down t he violence, mass ive bonus
points are on offer to any player 'nice'
enough to not to kill but 'bust' the bad
gttys. All that's involved is a little bodily
contact instead of  a bullet  or bomb.
Now, when a level is  completed, the
bust is added to your Bust Bonus. Any

! drugs  or cash you collect from dead or
busted bad boys boosts your Drugs and
Cash Bonuses. There are also two other
bonuses to be had: the Innocent Bonus
Ifor rescuing an 'innocent' young lady
from the clutches of a Kinky Pinky) and

, t he  Genie Bonus (for collecting Genie'
plants f rom Sky High's Nursery).1._.

"YOU'RE BUS-TED!
_

we

r e i r e i e s s e a t e a t r e e e t i r e l t j r .
-
w e i e e i i i iBARKY the dog. It's difficult to tell whether
he's hungry for your blood or your love.
As you can see, shoot a Barky and it

_Nees in size before running away. eeraesi

COATMEN are pushers -  scum of the
worst kind. They home in on Hit and Max
and more often than not shoot, sometimes
dropping to the floor to make life difficult_
Blast the slimeballs and force them to
drop their filthy trade or the fruits of their
'labour'.

JOE ROCKHEAD is out of his skull. He's a
PCP addict who carries blocks, which he
dutifully throws in the general direction of
Hit and Max, He also headbutts, so don't
let him too near!

KINKY PINKY bears a passing
resemblance to Mr McDonald, what with
his shock of red curly hair and silly hooter.
He packs a knife which he enjoys using.
He also likes Hookers, which is why they
get carried away with him.

SPIKE RUSH (AKA HYPOMAN) is one
mean man. He throws drug•filled syringes
which cause temporary paralysis in
anyone they hit.

SKY HIGH by name and by nature. He
looks a bit like Rambo with his large
machine gun. Sky High has a greenhouse
in which he grows marijuana plants, so
bust his ass
,

HO POSSE is a smooth dude in a white
suit. He and his like friends generally run
around in a close-knit group, shooting at
the good guys. He's also a bit of thieving
git, who occasionally picks up any items
left lying around.

-

Is itvs tvrt-mvt‘tte-t-ttrittrY-tieext•t-mtieev

BUGS appear in a swarm when Hit or Max
hangs around doing nothing for too long.
They are persistent, so keep moving!

DRUGS: THE HARD FACTS
HERE'S ALL you need to know about two legal and two illegal forms of drugs. It
should go without  saying that all are bad news.

TOBACCO
Despite the health warnings and the
television advertising campaigns, smoking
is one of the most common forms of legal
drug addiction. It's crazy, especially when
you consider the devastating effect
tobacco smoke has on the human body_
When tobacco smoke is inhaled, nicotine
(the active ingredient in tobacco) acts
immediately (but brieflyi as a stimulant on
the heart and nervous system, increasing
the heart rate and elevating blood
pressure. In the long term it produces
shortness of breath and a nagging cough.
and it can lead to cardiovascular and
respiratory difficulties, chronic bronchitis,
cancer. heart disease and ultimately death_

MARIJUANA
Also known as Grass, Pot, Weed or Gania,
Marijuana is illegal in this and almost all
other countries_ Most users experience
increased heart rate, and feelings of
euphoria, relaxation, an altered sense of
body image, and bouts of exaggerated
laughter. However. Marijuana smoke has
been found to have more cancer-causing
agents than those found in cigarette
smoke. It's also proven to reduce fertility
in both men and women.

ALCOHOL
Another popular legal addiction. And
again, the facts regarding its effects make
grim reading... Alcohol first acts on the
parts of the brain that affect self-control
and other learned behaviour. This often
leads to aggressive behaviour. In large
doses alcohol can dull sensation and
impair muscular coordination, memory
and judgement. Taken in large quantities
over a long period of time, alcohol
seriously damages the liver and heart anti
can cause permanent brain damage. A -
significantly large dose can lead to death.
On average, heavy drinkers shorten their
life-span by 10 years.

PCP
Phencyclidine. or 'Angel Dust', A dr
developed as a surgical anesthetic in
late 1950s Its unpleasant side-effects
mean that it's only legal function today is
to anesthetise animals. Side-effects
include muscle rigidity, loss of
concentration and memory, visual
disturbances, delirium, feelings of
isolation, convulsions, speech
impediment, violent behaviour, tear
death, and changes in the user's
perception of their b

THE ACTION
REALLY HOTS UP
on The Freeway.

where enemy
helicopters drop
off bad guys and

bombs. Fortunately
SOITHtl crazy tool

has left a Porsche
lying around, so

hop in, take a ride
and mow 'ern all
down! But watch
out for the mines(

DECEMBER 1990

HERE'S A KINKY PINKY with a lady of the night over his
shoulder, about to beset Max Force. Shoot him and she drops_
But don't shoot her. 'Protect' her with your touch and rack up
Me bonus points. Obviously that's the last thing on your mind
with old Barky giving d the large on from behind. There are
four sub-levels to be found just off this area, known as Sunset
Strip There's The Kennels (featuring Barky dogs and money),
The Swamp (with Bugs galore). Kinky s Big Top (wherein you
will find many a Kinky Pinky and loads of drugs). and The
Scrapheap (home to Joe Rockheadsl. And here's a handy tip;
the Sale Card required to exit the level can be bound in one oftftem

NARC IS the most  controversial and violent
piece of software ever seen. And it's a real hoot.
The exhilaration experienced when you blow
away t h e  drug-pushing s c u m fi l t h  s ons

ofbitches Is second to none, especially when the dregs of
humanity explode all over the shop, Haha! Eat it, dirt bags!
Of course, this  isn't  the sort  of  irresponsible talk your
mother would like to hear. But at least the message is clear:
while wasting any associated felons is not necessarily the
answer, drugs are most definitely dumb. Whether Marc will

• turn you into psychopathic maniac is a matter of opinion. At
least it goes to show that a game doesn't have to be big and
clevertobeentertaining. This is a cracking conversionof the
outrageously playable I rcade original. So what  are you
wait ing for? Get Marc and give Mr Big one for us, eh.

ST
PC

DISCERNIBLE dif ferences are  f ew and  f a r
between. Atari ST Marc is every bit as entoyable
as its arcade parent.

WHAT A BLOW. There's not a remote chance of
Ocean producing a conversion for this machine.
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ATARI ST
PRICE E 1 9 , 9 9
OUT J a n u a r y

1991

CHIPS
CHALLENGE
Epyx And US
Gold

AMIGA
PRICE E 1 9 . 9 9
OUT J a n u a r y

1991
GRAPHICS 73t'io
SOUND 7 ( 1 %
PLAYABILITY 91%
VALUE 9 1 %

OVERALL
88 'Yo

IBM PC AND
COMPATIBLES
PRICE E 2 4 . 9 9
OUT J a n u a r y

1991

"It might not
look or

sound like
much, but

Chip's
Challenge

packs a very
addictive

punch."

Gordon Houghton likes his chips, so we
gave him a challenge.
CHIP WILL DO ANYTHING for Melinda the Mental Marvel.
More than anything else he wants to join her exclusive
computer club, the Bit  Busters. Imagine his excitement
when, one day, she sat down next to him in the cafeteria and
offered him membership!

Unfortunately, i t  was  a deal wi t h  plenty  o f  strings
attached. Before he can even get his armpits sweaty inside a
Bit Busters Tgshirt. Chip has to indulge in some heavy
interfacing with 150 levels of puzzles, traps and monsters.
What's worse, there is a time limit on every level — and once
he's in there, there's no way Out

In the first eight levels Chip learns some hard facts about
his env ironment .  Coloured keys open corresponding
doors, blocks of soil can be moved to create bridges over
water traps or used as buffers against cherry bombs, and
invisible partit ions impede his progress. Then there are
monsters and pitfalls: horrible bugs, crazy tanks, towering
flames, tenac ious  t raps ,  dev ious  thieves  wh o  s teal
everything he is carrying... But one fact stands aboveall the
others: he must collect enough chips before the time limit
expires in order to progress to the next level. For this is
Chip's Challenge...

•

AFTER SKI PPI NG OVER  a  ha za rdous moving wa lkwa y. C hip
blundered into a  pa le  blue  wa ll,  which dissolve d be fore  h is ve ry
eyes. He  now finds himse lf in  a  room full of brown dirt  b locks.
But how ca n he  ge l through tha t re d door? The  ke y lie s a bove
that de a dly strip  of  water,  a nd he  ha sn't colle cte d a  wa te r
shie ld,  which would ha ve  a llowe d h im to  wa lk a cross its
surface. Remembering h is tutoria ls,  he  move s a ll tour b locks
into the  water,  colle cts the  ke y,  a nd ope ns the  door.

DECEMBER 1990 -THE ONE

Challenge
HAVING PASSED
eight tutoria l
stages, C h ip sfirst reel test
comes on Le ve l
Nine (Nuts An d
Boltsl. All the
puzzles in C hip 's
Challenge a re
logica l: for
example, to open
this ye llow door,
Chip needs a
ye llow ke y. a nd I t
doesn't take  a
genius to spot
one be low.
Avoiding those
flaming fire ba lls,
our unde rwe ight
hero colle cts it
and ope ns the
door, not
forgetting the
chip a s he
passes through.

BEYOND THE RED DOOR is a  room o f  t ire
and ice . C hip  ha sn't got a  fire  shie ld to
protect a ga inst the  flames,  nor a ny cle a ts
to he lp him negotia te  the  slippe ry surface ,
so he  lust ha s to  slide  from one  b lock to
the ne xt to  gra b hold of  that e lusive  chip .
And then he 's got to find h is wa y Out_

BEYOND THE ICE ROOM is a somewhat
simpler puzzle. Pressing that green button
at the  bottom toggle s the  position of  the
blocks in  front of  the  doors. I f  Chip ste ps
on I t  once  the  pa ir of tra ps cove rs the
blue a nd green doors. I f he  ste ps on I t
again the y cove r the  ye llow a nd re d one s.
Chip only needs a  litt le  pa tience  (and a
blue ke y)  to pfogre ss be yond th is ro o m

1 . 1 . 1
PASSING THROUGH the  re d door. C hip
went on a  long ice  ride  to th is area,
packed fu ll of bugs. Bu g s are  de a dly and
move a round in ma d patte rns,  bouncing
off e a ch othe r. Pra ct ising h is skills of
patience a nd light-foote dne ss. Chip ha s
little  proble m lift ing the  pa ir of prize s I ron
-this scre e n.
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IT MIGHT not look or sound like much, but
Chip's Challenge packs a  very  addictive
punch. The iconic graphics are colourful but
little more than functional, and the musical

accompaniment is innifellSiVe if endlessly repetitive b u t
in this game, the frills don't count. What you have is a
puzzle'player's dream: apart from the first eight tutorials.
every stage requires quick thinking to beat the time limit), a
lot of experimentation with traps, and more than a little
patience, since even if you get killed as you are about to
collect the very last chip you have to start the whole level all
over again. To offset this, every level is accompanied by a
password, so you needn't play any of the levels more than
once. It's a doubly useful feature, since the games one
major drawback is that once you complete a stage you don't
feel like tackling it again. Even so, with 150 very tough
levels your brain will be tied in knots for a long time to come.

ST
PC

WHAT'S TRUE for the Amiga version also
applies here: i l  looks and plays exactly the
same.

DUE OUT at the same time as the other two,
PC Chip's Challenge will support CGA, EGA,
VGA (in EGA mode) and Tandy graphics, as
well as Adlib and Roland sound.

COLLECTING a
chip to the  le ft o f

the b u g  ro o m  (a
dissolvable well

puzzle), our hero
tries the  rooms

below it . Th is
section is slight ly

more comple x,
and involve s

shifting some  dirt
blocks. The

problem is those
bombs: if  Chip

touches them he
dies, so  he  ha s
to lond a  wa y to

push b locks onto
them,

THERE'S ON LY
ONE more chip

remaining b u t
where is it? In

frustration,  C hip
leans a ga inst the

movable  b lock
and kn o cks it  up

the screen,
Miracle  of
miracles.

underneath it  lie s
the fina l chip!  Not

be lieving h is
luck,  he  he a ds

for the  e xit ba ck
through the  bug

room,

MOVING TH E
DIRT BLOC K into

the corne r just
above the

entrance. C h ip
activates the
button in  the
centre  of the

room. Th is
re leases the

spinning fire ba ll,
which goe s into
an infinite  loop.
Chip then ste ps

onto the  tra p
which,  a fte r a

short while ,
Should re le a se
him. Succe ss!

a

. . . •• •  . . . I

CHIPS WITH
EVERYTHING
DID YOU KNOW
that there are 13
meanings for the
humble word
'chip'? They are
as follows_

A sma ll piece
removed by
chopping.

The m a rk le ft
behind after
chopping

A counte t ( in
games) use d to
represent mone y

A thin strip  of
potato trie d in
deep fat.

The u s a nd
European name  for
'crisp'

A t iny wa fe r of
semiconductor
materia l.

A thin strip of
stra w used for
making ba ske ts.

In N e w Zealand, a
conta iner for soft
fruit.

A sporting te rm
meaning 'to loft a
shot'.

To bre a k sma ll
pieces from
something

To cut into small
p ieces.

To shape by
chipping.

In Austra lia . to dig
up a  we e d

THERE ARE
ALSO six
commonly used
phrases
involving chips..

A chip  o il the  old
block.
(A child who  is
very like  h is father)

To ha ve  a chip on
one's shoulder
iTo have a  fee ling
of bitte rne ss or
resentment about
something)

To chip in.
(To inte rrupt or to
contribute  mone y)

To have had one 's
chips
(To have  reached a
point of no re turn)

When the  chips are
down,
(When the  going
gets tough)

To cash in one 's
chips.
(To die)

P R O
T
E N N
I S

TOUR

2

Is
COMING...
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Wetiout your (octanes ot the a ftefl you cannot
ef.atfoo mote weapons.

Wove after wave of enemy 0 0 x
-
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b t a c k  
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paAh o soccess.

TO ORDER NOW
051-423 5943
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ASK YOUR STORE FOR A DEMONSTRATION
Shockwove brings the technology of
advanced arcade machines into the
comfort of your own home. Dip and weave
through t he  various terrains whilst
avoiding the hordes of aliens that swarm
maniacally towards you, hell bent on your
destruction. Survive vicious attacks from
air and ground forces whilst using your
skill as a  pilot to ovoid various land
obstocles. Survive the hair-raising trench
sequence to destroy enemy Motherships
in the quest for your survival. A careful
selection of weapons built by your team
will ensure you will be  armed and
dangerous b u t  how dangerous?

E24•99

Tmetookto your defence 84..y Hos fa c
,
:.0 .e s r
O u  n e e d

cod them &octal" wit
,
ch  s e c t o r  
* e g o s  
r o w  
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t h
e

most

Orrisod your ortifielals from enorny domination

Avo .cl  0 0 5 0 0 c. ,  m a  d e s t ro y  th e
Mothersbps

FEATURES
• Incorporates dynamic digital rotate

effect
• Stunning tunnel sequence
• Combines 3D tiled action with Strategic
Defence Initiatives

• Fifteen different weapons to choose from
• Stunning sound effects
• Overlayed HUD's and shield indicators
• 4 sectors, divided into twelve segments
to defend

• 4 times of day plus infra red
• Advanced cloaking device
• Joystick or mouse control.

AVAILABILITY: AMIGA SEPT '90
ATARI ST TOA

Val Magic Software
5 MIDWOOD HOUSES MIDWOOD STREET WIDNES CHESHIRE WA8 6BH TE L 051-423 5943
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...Faster than ever before!

FOR CHAMPIONS, SIMULATION AND ACTION
ARE ALL THAT COUNT!

FENIII • [holm. gm • pun tal f Oki ht.  hip.; I,,l i m a  lisuhi. U m ;
Po 1.66* Llamas /Monk hohookl,. Lust dui hige l . ,  le £11111 t NOW) k tol lr l
ram M od •  Ih.l.dil kho r• haithais S IlO F A.I1cIIAIIØA P
,
h o i m a • I  I i  b i g o t
inn *11001104 *5  M O W  F fl I t I ,  LM pk U pIhi  P
A M  lowed PIN • IMP lhou WIMP * M I * n o t  CIKI51 91 g a w k .  OOP *
5* • M oo*  Wei eV

Available on
ATARI ST, AMIGA, IBM PC
and compatibles, COMMODORE 64.
NOTE! In the COMMODORE 64 version,
HIGHWAY PATROL and 0-1ICAGO 90 are replaced by GRAND PRIX 500.

C T R • N I C  A R T S

UN SOFT UK
SADDLERS HOUSE, 100 READING ROAD
YATELEY CAMBERLEY, SURREY 6011 IRX
TEL : 0252 860 299

...do or die!
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BECAUSE ARNI E is on ly a  Cartoon Ca r he
doesn't come  equipped with  powe r
steering a nd a n e le ctric sunroof. He
doesn't even ha ve  a ny bra ke s! Th is means
the Only wa y he  ca n stop moving in  one
direction is to turn a round and move  in
the othe r. L u ckily Am i s s  suspe nsion is a
bit good. SO good in ta ct that he  ca n
make three  type s of jump s m a l l ,
medium a nd la rge  t o  re a ch
inconveniently pla ce d pla tforms. I t  Arnie
jumps too fa r or too short,  he 's bound to
miss h is ta rget pla tform a nd could e ve n
land on some thing na sty. M a ste ry of  the
iump is vital.

COLOUR IN AL L  THE pla tforms. a nd
Carl's chum Charlie Chopper comes along
to ca rry h im  to  the  ne st le ve l.

THE SI XTH LEVEL of e a ch la nd is a  spe cia l bonus se ction.
There a re  no pla tforms to 'comple te ',  i t s  just a  run a long a
stra ight pie ce  of land,  during a  ra instorm,  in  a n attempt to
improve your score by catching bonuses before they hit thefloor

THE ONE

Cartoon World is under attack from
badness! Gary Whitta came to the
rescue.

IN CARTOON WORLD, everything is  lovely. Goodness,
peace and tranquility rule, and no-one ever says bad things
or has bad thoughts. There's lots of fruit to eat, the place is
brightly coloured, and pretty platforms are used to get from
place to place. It's hardly surprising that the inhabitants of
Cartoon World are so happy.

One of the happiest occupants isArnie, a friendlycartoon
car. He likes living in Cartoon World because it's very nice.
But it 's  not  going to be very nice f or much longer.  A
malevolent and thoroughly evil cartoon character by the
name of Captain Grim lwho is obviously unhappy about
being badly drawn or coloured, or whatever it is cartoon
Characters get unhappy about) plans to take over Cartoon
World and fi ll it with bad things.

So evil is  Captain Grim that he's willing to go to any
lengths to see his dastardly plans come to fruition, He's
kidnapped Arnie's cartoon friends and filled Cartoon World
with an army of Loony Toons. Now Arniers angry. So angry
that he's screeched his litt le wheels and sworn to restore
goodness to Cartoon World and save his pals. But how?

Cartoon World comprises48 levels - six levels for each of
the eight themed lands. To complete a level, all Arnie has to
do is jump onto and drive over the full length of  every
platform. As  Arnie motors  ov er them,  t he plat form's
'si3ctions' are 'repaired' t h e  theory's a little like theageing
c oin-op Amidar.

Platforms vary in length, from up to a full screen wide to a
couple of sections. They are deviously arranged in such a
way that it 's not always easy to get from one to the other
with Arnie's limited capabilities. A suitable route must be
found i f  all the plat forms are going t o be covered and
Cartoon Land ism become a happy and very nice place once
again.

NOW LET'S LOOK
on the  bright side .

There a re  a lwa ys
plenty of food

items around for
Arnie  tu munch for

bonus points
Occasionally it

even ra ins bonus
pieces! Ke e p 'e m

peeled in  pa rticula r
for le tte rs tha t

spe ll Out the  words
EXTRA and

BONUS. Complete
the re spe ctive

words for a n e xtra
life  Or a  bonus,

complete with
pretty fireworks

display

CAPTAI N GRIM 'S de a dly a rmy of  Loony
boons is out to stop Arnie on his quest.
Fortunate ly there  a re n't a ll tha t ma ny o f
them a round. A  we ll-time d jump usua lly
sees Arnie  a lright,  but  the  rea l proble m is
that a voiding Loony Toons costs pre cious
colouring-in time . An d  with a  strict  t ime
limit,  e ve ry se cond counts.

REVIEW

CAR-VUP
Core Design
AMIGA
PRICE £ 2 1 . 9 9
OUT N o w
GRAPHICS 8 8 %
SOUND 8 2 %
PLAYABILITY 0%
VALUE 8 6 %

OVERALL

9
0
%
A T  n r

PRICE f 2 4  99
OUT N o w

IBM PC AND
COMPATIBLES

IF ARNIE HANGS ARMIN°  on one level for too long, Captain
Grim's right-hand man Turbo turns up to add to the frenzy. This
flying demon swoops across the screen after Arnie. He's none
too bright though,  a nd so  ca n't home  in dire ct ly on Arnie .
Problem is,  he  won't go a wa y until he 's e ithe r re move d Arn ie
from the  sce ne  or the  le ve l's comple te d.
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SO SPECIAL!

EJECTOR SEAT
If any aliens appear directly
above Arnie, this device springs
up and destroys them.

SPARE TYRES
These fall off Arnie's rear, killing
any alien behind him.

OIL CANS
Arnie can now squirt oil in his
path. Any alien running onto the
spillage goes into an
uncontrollable spin and then
snuffs it.

GUN
Allows Arnie to fire a single
bullet at an enemy.

BIG FENDA
With this fitted Arnie can bump
into other vehicles and destroy
them without hurting himself.

MORTAR BOMBS
Arnie fires these in an arc from
the top of the car, to explode
when an alien runs into them.

DEPTH CHARGE
If an enemy is directly below
Arnie, he drops one of these
babies on them.

BACKFIRE
A special exhaust that belches
Out a lethal chuff of smoke,
confusing any enemy behind
Arnie.

STEAM
A jet of steam released from the
radiator that goes through
platforms and destroys any
enemies above.

CARROT
Turns all the adversaries on the
level into large carrots. Collect
them for bonuses!

SMART BOMB
Guess what? This destroys
everything bad on-screen.

CARTOON WORLD
BUILDING LAND
The first land in Cartoon World is a construction
site. Here the platforms are girders waiting to
have rivets put in and removed. The aliens come
in the fo rm of wheelbarrows, earth-movers,
pneumatic drills and plastic cones.

TOY LAND
A child's delight, this land is made up from Lego
blocks and Stickle Bricks. Arnie must put a 'shine'
on all the Lego platforms to complete the level,
while teddy bears and Rubik cubes look on.
Watch out for the toy trains.

MUSIC LAND
Sheet music and notes provide the backdrop.
while Arnie drives over the piano keys that make
up the platforms. Suitably musical adversaries
inhabit this level, including saxophones, cymbals
and triangles.

SPOOKY LAND
In the dead of night, Arnie must clean up all the
blood that's been spilt over the stone platforms
and then progress inside the haunted castle.
Watch out for Bats, vampires, ghosts, witches
and mummies.

GARDEN LAND
You don't need Alan Titchmarsh to tell you that
this particular plot of land is in big trouble. Arnie
must 'cut' the grass from all the overgrown earth
platforms and avoid the wheelbarrows and
lawnmowers.

M IM E  M O I R  ESO O PIMU

GRITIE
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WHEN AL L  OF
Arn ie 's l ive s a re
lost  he  t ru n d le s o f t
home. le a vin g
Captain Gr im  t o
take o ve r. A s  he
coughs a n d
sp lu t te rs b a ck t o
h is ra m sh a ckle
house, b i t s  o f  h im
tall o f f  a n d  h e
makes a  ra n d o m
comment  abou t  h is
feeble e f f o rt s.
Aaaah...

BY COL L ECTING SPEC I AL  ico n s w h ich  o cca sio n a lly appea r.
Arn ie  ca n  t u rn  the  t a b le s o n  the  L o o n y To o n s. Se e n  h e re  is  t h e
effect o f  t h e  Freeze ico n ,  w h ich  d ro p s a  shee t  o f  ice  o ve r t h e
land a n d  t e m p o ra rily st o p s e ve ry To o n  (apa rt  f ro m  Arn ie )  in  h is
t ra cks.

PREHISTORIC LAND
One Million Years BC (Before Car)... Drive over
the fossilised bones to make them 'grow'.
Car-eating plants, dinosaurs and cavemen are all
out to make you the car that time forgot.

WILD WEST LAND
In true frontier style all the platforms are logs,
and Arnie must paint them white to give the
levels that rustic feel. Cowboys, indians,
six-shooters and cacti provide the problems.

WEIRD LAND
The final level is suitably bizarre. The platforms
are pipes that need to be filled in, and zips to be
zipped up. Tortoises, hands and hammers stand
between you and success.

WHAT A  BEALI T
1 P l a y i n g  
C a r -
V u p  
i s

reminiscent of playing the classic arcadeand
console games  of  years gone by,  when
playability took precedence over presenta

t ion.Theemphasis isvery much on simplistic gameplay,
with the cute graphics bolstering the arcade feel, As a
result, Car-Vup is t remendous fun to play. It 's been
thoughtfully designed, wit h the layout  of  the levels
combining with the progressively intelligent aliens to
produce one very tense atmosphere where real skill is
the only guarantee of success - something that can't be
said o f  many  ot her arcade-style efforts. Wi t h  t he
wonderfully colourful scenery and sprites, and suitably
jolly tunes to accompany the action, Car-Vup delivers a
superb slice of arcade action that passes its MOT with
flying colours and promises to keep you going well into
the new year,

ST

A
PC

EVERYTHING'S the same as on the Amiga
really. There's no parallax scrolling for the
background, but the playability's no worse
for it.

IT'S HIGHLY unlikely that  Core wi l l  ever
produce a  PC vers ion o f  Car-Vup. Sob.
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seen on a
r. Stunning

vector graphics portray the
action as you jostle for position
against the other cars, with only
one thought on your mind -
Pole Position.

Each one of the World's top
racetracks has been fpainstakingly reproduce r
bring you the ultimate in speed,
accuracy and pia 'abilitv.

AVAILABLE ST & AMIG

IMPULZE brings you the ultimate in 3D Vector Graphic simu .

IMPULZE P.O.Box 17, Houghton-le-Spring, Durham, DIU 6jW. Tel. 3 8 5  77 55

TOR CHAMPIONSHIP
- All that's missing is the

bbly !

AVAILABLE ST & AMIGA

Not since the early 1990s has
he World's balance of power
een so fragile. Only this time
he technology to fight back has
een developed - THE CLASS

ONE HOVER HAWK.

Using some of the fastest filled
vector graphics ever seen,
Hover Hawk bridges the gap
between gamesplay f an t asy
and frightening r
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PLAY

FOR E L E G A N C E ,

M E D I T A T I N C .
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O F A  M A s T t k
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N O  L I M I T S  N O  M E R C Y
N O  S U R R E N D E R !

R E E M E N O W  0 1 1 M I M M I I .
F

/ / -
The warrior returns with a vengeance in his
ultimate fight for freedom. A flash of steel,
a blast from his devastating Gyro taxer Gun-
Strider's back in action, pulverising the enemy
and striving for justice. This time there will be
N O  LIMITS _14 ME RCY . . .  NO  SURRENDER

Available on:
CBM C64 & Amstrad •
cassette & disk,
Spectrum cassette,
Atari ST & Amiga.

C O M
USA

Capcom is a registered trademark of Capcom U.S.A., Inc. S1RTDER"
1
11 ©  1 9 9 0  C a p c o m  
U . S . A . ,  I n c .  
A l l  
r i g h t s  
r e s e r v e d

Manufactured and distributed under license by U.S. Gold Ltd, Urdts 213 Bolford Way, Bolford, Birmingham B6 7AX. TeL 021 625 3366.
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Death Trap

HUBBLE BUBBLE
ABI IS INITIALLY armed only with a
dagger, but as h is potion-mixing
potential grows, he can conjure up
increasingly p o we rf u l  -  a n d
bizarre -  armament.

FIREBALLS are the basic upgrade,
horizonta lly a cross the  scre e n.

BOOM ERANGS be ha ve l i k e  F ire ba lls
with gre a te r fl e xib ility t h e y  come
which me a ns the y ca n a tta ck be hind.

BOUNCERS do just that, hopping around
screen killing  a ll the y ma ke  conta ct w

BATS fl y about,  homing in  o n  a nything
range.

LIGHTNING i s  o n e  o f  t h e  m o st  d
weapons. I t shoots Out from your hand
similar f a sh io n  t o  t h e  m u lt i- wa y
weapon from Turrican, e ra dica ting a ll I n
path. And,  of course,  the re 's the tru sty a
bomb in the  form of  a  Psych ic M indBla st.

Gary Whitta gets into the Abi habit.
THESE EVIL WIZARDS really are getting a bit big for their
magic boots. As  soon as one gets destroyed, up pops
another, complete with a bag full of nasty spells and curses
to cause even more trouble.

The v illain of  Death Trap is typical of  this situation.
Shankriya, a magician of great renown and power, has gone
a bit mental and subsequently started throwing his weight
around, He'sstolen a set of magical scrolls and hidden them
deep ins ide his  home,  a  five-level labyrinth.  Such is
Shankriya's power that no-one has the stones to take him
on, and he's become the undisputed ruler of the land.

But not for long if you have anything to do with it. You are
Abi, an athlet ic warrior and trainee magic ian f rom the
wrong s ide of  the tracks who's  looking f or  a spot  of
adventure. Needless t o say, t he stories o f  the far-of t
labryinth known as the Death Trap where ail the would-be
heroes have died are right  up your street. Grabbing a
dagger and your Observer's Guide To Magic Spells, you set
off...

The action begins in the castle home of Shankriya, where
the adversaries are suitably subdued. The marauding
white-sheet ghosts and plodding troll-creatures don't pose
too much of a threat - a swift dagger-slash soon sees them
off. The real threat is provided bythelabrymth itself. Finding
your way around can be a nightmare, and with somekind of
trick or trap at every turn, it  can be tough going.

But then that's all in day's work for a hardened hunk such
as yourself.

DEATH TRAP
An co

AMIGA
PRICE E 2 4  99
OUT N o w
GRAPHICS 8 3 %
SOUND 8 2 %
PLAYABILITY 88%
VALUE 8 0 %
OVERALL

ATARI ST
PRICE E 2 4 . 9 9
OUT N o w

8 1 0/
0
IBM PC AND
COMPATIBLES

I V N y t :
1 1  
V 6 ,
1 7 4
,  
"

,14,7 o l f t  , • •

- ;

L' .10 g','
APPY

THE WIZARD'S labryinth isn't dubbed the Death Trap
for nothing. So fast and silently-efficient are some of
the deadly devices that once they strike it's too late to
avoid them. The poisoned-spike pits are deadly to the
touch but easy to spot and avoid, whereas falling
blocks crash down on you with no warning in certain
pans of the labryinth. Trial and error isthe only way to
make progress — unless you are lucky of course_
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WHO ARE THOSE GUYS?
A QUICK GUIDE to some of the adversaries you can
expect to encounter in the Death Trap...

GHOSTS are the basic enemy, flying about
randomly looking for somebody to scare.
A single shot dispatches these guys.
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., s t a y  still for you to shoot them. However,
 m os t  of them hop about at random and so

aren't too dangerous.

LEECHES are a reel pain. Because they
stay so low to the ground, they are very
difficult to shoot. If one of them gets too
close it Jumps on your shoulder and
drinks all your potions!

PHANTOMS are like ghosts, except they
have an annoying habit ol continually dis-

appearing and reappearing where  you
least expect them.

VOLANTS are the biggest pain of the lot.
They swoop in at high speed and drop

rocks on Abl's head. The only way to kill
them is to Jule up and fire as they attack.
Worse still, they won't give up until Abi is

cleedl

WIZARDS rarely appear, but their magical
powers make them very dengerous
Watch out for the one who can freeze Abi
In his tracks!

4 4 .

II

TRAP YOURSELF A PRI
Courtesy Of Anco
HEY HEY HEY! ANCO'S given us 1 0 copietioMeath Trap
to give away. All you have to do to stand a chance of
winning a copy is correctly answer the three question
below, jot them down on the back of a postcard or sealed
envelope, and send it to TRAP HAPPY, The One, Priory
Court, 30-32 Farringdon Lane, London EC1R 3AU. The
first10 completelycorrect entries drawn after December
28th 1990 win their senders a copy of Death Trap. Oh yes
-  don't forget to state ST or Amiga!

THE QUESTIONS
1) What's the name of Death Trap's hero?
2) What's the name of Death Trap's bad wizard?
3) How many levels does Death Trap feature?
The Editor's decision is final and no correspondence will be entered Into
Employees of EMAP images and Anco are exempt iron, entry.
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POTIONS
SOME ADVERSARIES leave behino a
magic potion when they die. There are
three types of potion -  red, green and
blue w h i c h ,  when mixed, produce
powerful magic spells.

The theory behind the magic potions is
really very simple. Red potions make
weapons. green potions cast spells isuch
as Shield and Invisibility), and blue potions
help to recover Abi's lost energy, lift
curses and so on. One of the more useful
spells you can cast Is Summon Friend,
which calls up a cheerful Will 0' The
Wisp-ish character who helps you to duff
up the enemy and collect potions. Better
still,  gra b a 're a l' chum to control the
Friend with a second joystick.

Pausing the action at any time allows yL,t,
to flick through your book of spells. Apart
from the list of all the spells you know,
the book also shows three coloured phials
containing the quantitoto of red, green and
blue potion collected so far. Select a spell
and you are shown how much of each
colour must be mixed to cast it t h e
more powerful the spell, the more potion
you are likely to need, It's up to you to
decide if it's worth pouring away your
precious potions to cast a particular spell,

A LEVEL wouldn't
be a level if it didift

have an end-of-
level Boss. And
Death Trap has

more than its lair
share of big boys.
They may be huge,
but each one has its

own particular
Achille s h e e l. You

need only find it and
exploit it to triumph.

DECEMBER 1990

AS ARCADE ADVENTURES become inc-
reasingly mor e convoluted and sophis-
ticated, it's nice to see one that goes back to
the roots of straight forward exploration

and termination. Each of the five levels has well over a
hundred screens, and they are designed in such a way
that simply finding a route is a task in itself. It's a map-
maker's dream. The puzzle element is simple enough
so as not to detract from the action, with the emphasis
on finding switches to open corresponding doors. The
traps that make the levels so deadly have been well
designed too, although there is the odd one, such as the
spikes that shoot up from the floor, that seem a little
unfair because they give no warning before they strike.
Those with photographic memories should have no
problem though. The magic potion spell-book is a
refreshing variation on the 'collect the tokens' theme.
There's nothing bland about the weaponry either -  the
bats and bouncers are hilarious! And it's all iced with
some very pretty graphics (the end-of-level guardians
are particularly impressive) and an atmospheric sound-
track. The only thing that might put people off is the
difficulty level -  even Rick Dangerous would have to
think twice about this one!

A

ST
PC

ATARI ST Death Trap is to all intent and
purposes identical to the Amiga version
reviewed here,

ANCO HAS no plans at present for an !BM-
compatible version of Death Trap.



lop oots Barker has had 2 bud chu. Stranded in the heart of darkest Congo, he is hounded
on all sides by wild animal. natises, itmgle gods and the malevolent Witch Doctor

Perhaps things will improve when night fails?
This huge isometric 3D arcade adventure contains some of the most cute and colourful
graphics you will mer see Instantly Plaable with simple controls, the game will take )ou
months to complete.
Explore the five underground temples, battle through a vast emanse of ltmgle, buy exotic
Hems at the name shops, gamble your prizes away at the casino, embark on secret mis-
sions and that's not even mentioning the legeodarv Part 11...

Voodoo Nightmare: It's a jungle out there!
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LEADING BRITISH
SOFTWARE HOUSE TO GIVE
AWAY 1 0 0 , 0 0 0  GAMES!!

YOU WANT A SHARE OF THE
E'
,
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IVEAWAY THEN YOU MUST READ

ONE OF BRITAIN'S LEADING
SOFTWARE HOUSES HAS
P L ED G E D TO GIVE AWAY
1 0 0 ,0 0 0  GAMES IN WHAT
MUST BE THE LARGEST
SOFTWARE GIVEAWAY TO THE
PUBLIC IN HISTORY. THEY ARE
WILLING TO GIVE AWAY 3
AMIGA TITLES FROM THEIR
EXTENSIVE RANGE. REMEMBER.
-
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• ERSIONS AND NOT DEMOS OR
3AMP1ERS LIKE THOSE FOUND ON
MAGAZINE COVEPDISKS
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THIS PREMIUM GAME STILL
COSTS E20 0 0  IN THE SHOPS

AND CAN BE YOURS FREE!

FANTASTIC e f t  I L
FRIO L  4.
,
••••;

MACHINE
FUN ON

YOUR AMIGA

RECIEVED A
903 ACE

RATING -
Ae m o r m i

o
n  
G R E
A T

GAME
-ISTION.... WHY SHOULD ANYONE

NANT TO GIVE AWAY GAMES?
I:-40ULDN'T THEY BE DECLARED

SANE AND LOCKED UP?
:PARENTLY NOT, A SPOKESMAN

M THE COMPANY SAID "ONCE
OU PLAY OUR GAMES WE ARE
ONFIDENT YOU WILL BUY
THERS FROM OUR GREAT

ELECTION OF AMIGA TITLES.
-- SO WHAT ARE THESE GAMES

LKE?
NELL WE FEEL THE REVIEWS AND

ARDS SPEAK FOR THEMSELVES
SIMPLY, THESE ARE GREAT

MES.

I ADVERTI V%1 [ N i

CHOOSE FROM

OUTLANDS
SPIDERTRONIC
DIZZY DICE
OR 7:44'E ALI 3 FREE *

Q., SO WHATS THE CATCH?
A..WELL THERE IS NO CATCH.
ALL THE COMPANY ARE ASKING IS
THAT YOU PAY FOR THE COST OF
THE DISK,THE SHIPPING AND
HANDLING AND THE GAME IS
YOURS FREE. THERE IS OF COURSE
ONE RESTRICTION AND THAT IS
THIS OFFER IS STRICTLY IIMITED
TO 3 GAMES PER THE ONE
READER.
SOUNDS LIKE A GOOD DEAL
GUYS!
AS FOR THIS DISK, HANDLING AND
SHIPPING CHARGE WELL THEY ASK
E200 PER GAME OR IF YOU
WANT ALL THREE GAMES ON
THREE DISKS THEN JUST E5.00.
"SO LET ME GET THIS STRAIGHT" I

SAID, -
I F  
I  
S E
N D  
Y
O
U  
G
U
Y
S  
F
I
V
E

QUID. YOU WILL SEND ME 3
GAMES WORTH UPTO E30 .00
IN A SHOP"
THE GENTLEMAN SAID  "YES"
NOW THAIS A GREAT DEAL
THAIS TOO GOOD TO MISS.
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ORDER WITH CONFIDENCE NOW
IF YOU ORDER AND WE CANNOT
SUPPLY BECAUSE WE HAVE GIVEN
AWAY THE 1 0 0 0 0 0  FREE GAMES
THEN WE WILL SEND YOU YOUR

MONEY BACK IN FULL.

SEND YOUR CHEQUES OR POSTAL
ORDERS PAYABLE TO -
F R E E  
G A M E
OFFER" STATING THE FREE GAMES
YOU WANT NOW!! TO.

FREE GAME OFFER
DEPT. O M
MAYFAIR HOUSE
HILLCREST
TADLEY, HANTS
RG27 6JB

I
.

ALL GAMES APE EPEE YOU MUST PAY FOP THE DISK. SHIPPING AND HANDLING AS QUOTED

LEADING BRITISH
SOFTWARE HOUSE TO GIVE
AWAY 1 0 0 , 0 0 0  GAMES!!

IF YOU WANT A SHARE OF THE
GREAT 2)4 MILLION SOFTWARE
GIVEAWAY THEN YOU MUST READ
ON
ONE OF BRITAIN'S LEADING
SOFTWARE HOUSES HAS
PLEDGED TO GIVE AWAY
1 0 0 , 0 0 0  GAMES IN WHAT
MUST BE THE LARGEST
SOFTWARE GIVEAWAY TO THE
PUBLIC IN HISTORY. THEY ARE
WILLING TO GIVE AWAY 3 ATARI
ST TITLES FROM THEIR EXTENSIVE
RANGE. REMEMBER, THESE ARE
FULL WORKING VERSIONS AND
NOT DEMOS OR SAMPLERS LIKE
THOSE FOUND ON MAGAZINE
COVERDISKS
THIS IS THE REAL McCOYII

A 924 TURBO RACING SMASH
THIS GAME IS STILL SOLD AT E20

A COPY! GET IT FREE NOW!

FAST
VIETNAM

ACTION ON
YOUR ST

IS , I t •  OS

THIS GAME
MADE A BIG

SPLASH, RAMP
JUMPING
FREESTYLE
ACTION

QUESTION.. WHY SHOULD ANYONE
WANT TO GIVE AWAY GAMES?
SHOULDN'T THEY BE DECLARED
INSANE AND LOCKED UP?
APPARENTLY NOT, A SPOKESMAN
FROM THE COMPANY SAID "ONCE
YOU PLAY OUR GAMES WE ARE
CONFIDENT YOU WILL BUY
OTHERS FROM OUR GREAT
SELECTION OF ST TITLES -
0.50  WHAT ARE THESE GAMES
LIKE?
WELL WE FEEL THE REVIEWS AND
AWARDS SPEAK FOR THEMSELVES
PUT SIMPLY THESE ARE GREAT
GAMES

WNL 101:40:117,14NE

CHOOSE FROM

TURBO
MASTER

CHAMPIONSHIP
WATERSKI

CHALLENGE
TNT commr

MISSION
OR TAKE ALL 3 FREE *

Q.. SO WHATS THE CATCH?
A..WE1L THERE IS NO CATCH.
ALL THE COMPANY ARE ASKING IS
THAT YOU PAY FOR THE COST OF
THE DISK,THE SHIPPING AND
HANDLING AND THE GAME IS
YOURS FREE THERE IS OF COURSE
ONE RESTRICTION AND THAT IS
THIS OFFER IS STRICTLY LIMITED
TO 3 GAMES PER THE ONE

SOUNDS LIKE A GOOD DEAL
GUYS!
AS FOR THIS DISK, HANDLING AND
SHIPPING CHARGE WELL THEY ASK
£2.00 PER GAME OP IF YOU
WANT ALL THREE GAMES ON
THREE DISKS THEN JUST E.5.00.
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SAID, I F  I SEND YOU GUYS FIVE
QUID, YOU WILL SEND ME 3
GAMES WORTH UPTO E30 .00
IN A SHOP"
THE GENTLEMAN SAID  -
Y E S "NOW THAIS A GREAT DEAL
THATS TOO GOOD TO MISS.
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ORDER WITH CONFIDENCE NOW
IF YOU ORDER AND WE CANNOT
SUPPLY BECAUSE WE HAVE GIVEN
AWAY THE 100 . 000  FREE GAMES
THEN WE WILL SEND YOU YOUR
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SEND YOUR CHEQUES OR POSTAL
ORDERS PAYABLE TO -
F R E E  
G A M E
OFFER" STATING THE FREE GAMES
YOU WANT NOW!! TO;

FREE GAME OFFER
DEPT. ON1
MAYFAIR HOUSE
HILLCREST
TADLEY HANTS
RG27 6JB

I
.

ALL GAMES ARE FREE, YOU MUST PAY FOP THE DISK SHIPPING AND HANDLING AS QUOTED 1
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MASTERSLAZER
Lucasfilm
Games And
Rainbow Arts

PRICE 1 2 4  99
OUT Now
GRAPHICS 8 3 %
SOUND 8 4 %
PLAYABILITY 89%
VALUE 8 0 %

OVERALL

86%
TARI ST

PRICE I N  99
OUT December

-NC
;--ATI131

PRICE E 2 4 . 9 9
OUT L a t e

December

THE ROTC/FOIL, a ble  to e ccommoda te
both huma ns a nd droida ,  is 20m high,
we ighs 3000kg, a nd ca n move  in  a ny
direction within the  pitch bounda rie s. I I
has two a xis thruste rs which enable  it  to
cruise  up the  pitch Cl •  ve locity of 10
squares (50m) pe r se cond. Whe n not in
posse ssion. the  Rotoloil a utoma tica lly
faces In the  dire ction of  the  Pla smorb.
When you ha ve  po i o n ,  it  'sna ps' to
face in the  dire ction a t your oppone nt's
goal.
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AT  THE EN D  of the  day,  th is is wha t it 's
a ll about. Diffe rent points a re  awarded for
goa ls depending on how ta r a wa y you
were when you  re leased the  Pla smorb. A
tap-in on the  god l line  ge ts one  point,  a
medium-range shot ge ts two,  a nd a n
over-the-horizon spe cia l (where  you ca n't
se . the  goa l) is awarded three  points. A
handy t ip . two points ca n be  conve rte d
Into three  by re ve rsing ove r the  horizon
just be fore  you shoot. The  winne r is the
first pla ye r to re a ch 10  points,  o r the  one
who ha s most points a t the  e nd of the
time limit .

WHENEVER A Pla smorb is re leased (a t
the sta rt of a  ma tch or a fter a  goa l)
players begin the  a ction from the ir own
goal line . The  orb then a ppe a rs in the
centre and it 's a  ma d scra mble  a s both
contestants try to  ga in posse ssion. The
length of a  ma tch (between one  and nine
minutes) a nd the  le ve l of  opponent a re
both de termined before  the  a ction sta rts.

THE ONE

THIS IS THE Masterbiazer Pla yfie ld. The
Individual squa re s la lte rna ting green a nd
white) measure  five  metres,  a nd the  whole
pitch is wa ile d b y an invisib le
inertia -reversing Ele ctro-Bounda ry. The
Goelbeams a t e ithe r e nd of the  pitch
move consta ntly from side  to side ,  e nd
consist of co lumns of visib le  energy. The
high-energy Pia smorb is about ha lf a
metre in diameter,  we ighs 1000kg a nd
floats two me tre s above  the  surfa ce  of the
pitch: I I  bounce s off the  bounda rie s
unless it 's between the  Goa lbearns.

Gordon Houghton gets his Rotofoils
round a new version of an old classic.
IT IS MANY CENTURIES since the Great Madness ravaged
worlds with interstellar space battles. Then came a time of
peace, when the only battles were fought on the Baliblazer
pitch: Ballblazer was a sport derived from militaryexercises
involving rapid acceleration and snap changes in direction.

Now Masterblazer has arrived • the same sport, but faster
and smoother than ever before. The concept is simple: two
players attempt to score as many goals as possible against
each other within a predetermined time limit, The Playfield
is set on a small artificial asteroid (and so is slightly curved).
the players fight for possession of  a Plasmorb (the ball)
using Rotofoils  ( a  k ind o f  fas t  hovercraft),  and  a n
opponent's goa l  get s  narrower t he  mo r e  goals  h e
concedes.

Contestants can part ic ipate either i n  s olo matches
against other human beings, or against nine levels of droid.
There's also a knockout competit ion in which up to eight
human players fight it Out for a trophy, and a two-player 3D
race.

POSSESSI ON is ga ined b y dra wing the
Plasmorb within ra nge  of the  Rototoll's
"Pultfleld
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re linquished by pre ssing the  firebutton
(which ca use s the  Rototoil to  cocoa). The
only other wa y a  pla ye r ca n be
disposse sse d is b y ta ckling: th is ba sica lly
involve s cha sing the  opponent,  bumping
into it  or the  Pla smorb. a nd expanding the
Pulitie ld lots of  •ime s.

11111111111
1

9
1
1
•
=
1
1
1
1
M
i
t
i

DECEMBER 1990

Masterblazer

THE 3 D R AC E is a  bonus to the  ma in e ve nt. Two pla ye rs ba ttle
through a  se rie s of obsta cle s within the  bounda rie s of the
Pla ylie ld.

Masterblazer proves that successful con-
cepts are timeless: Ballblazer, the original 8-
bit one-on-one f ut ure s port  o n  wh ic h
Masterbiazer is based, is now over five years

old. The original's gameplay has been left unscathed
there are minimal addit ions in terms of  sound and
graphical effects, and the movement is a lot Slicker, but
the essential action is as fast and furious as it ever was.
As with the original, it plays a lot better with two human
players, since people are unpredictable and switch
tactics to suit the situation. That's not to say that the
computer opponents are a waste of time - it will be many
moons before anyone new wi l l  knock more than a
couple of  goals past the ninth Droid.  Masterblazer's
additions are only structural - you can compete in a cup
competit ion, watch the dAmonstration, check out the
Rotofoil specifications, or try the 3D race sequence.
These extrasdon't really add much to the sport itself, but
it's nice to have them all the same, The idea behind
Masterblazer is  big enough to stand on its own:  it 's
simple, it 's original, and it works brilliantly.

The news is good: apart from toned-down
musical accompaniment,there should be no
differences in gameplay.
Rainbow Arts is keeping its Rotofoils under
its hat on this one. PC Masterblazer should
be the same, but  check it  out for graphics
modes and sound support first,PC



EPIC A  LEGEND BEYOND TIME
From the development team

which brought you F29 Retaliator
now emerges EPIC - a sci-f

extravaganza featuring
spectacular graphics and

stunning game-play
ATARI ST • CBM AMIGA

A legend is horn, a supremely
advanced one-man starfighter
awesome power and destructrve
capabilities that, in the right
hands will wreak havoc
amoungst inter-galactic
transgressors - that legend is EPIC
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A WEB OF INTRICATE POSSIBILITIES - BUT FAIR PLAY ISN'T
ONE OF THEM
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A WEB OF INTRICATE POSSIBILITIES - BUT FAIR PLAY
ISN'T ONE OF THEM
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armored' leaders. 9irti an one of low ICnOkr

uqth a  iust f o r power. An d  in  the pursuo

tqe i h e  tneaos

grae towns provide your power base. Manage

Ohm successfireg.. Lod harvest the wealth

needed to buy, bribe and fight for ultimate

power.

'Betrayal tnvolves a long, hard, ru i iless sintsgie

starting with the economic management of yon
towns and cultivatOn of your lands, cutrninating
the honing of your rmlitary strategy and execution of

polihcal subterfuge.

BETRAYAL
A HELL OF A GOD GAME
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Strategically extend your domain, nnitne your

riva ls' raource.J, a n d  tighten your stranytekold
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Trepetop a mastery of political subterfuge

gaming piaces for now Courtiers at the paiates

of the King and Bithop, ready for the coup

wAich will mak( you ifw master of Betrayal.

new barrel of fine Welsh ale had just been broached. The royal palaces smoky dtntng resounded to cheery voices. To one sae of the
top table a harpist and a morstret were struggling to be head above the commotion caused' by two dogs snarling over a bone in a corner.

Eating slowly, i leant forward to catch the breathless whisper of a rival knOt,

'They came in at a run, baying like wolves. Your wildeyed barbarians ready to cut, gouge, pulverise and kill anything that moved•

Ihat news was indeed
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broken, and politically bankrupt, he could no longer hold influena at Court.

So tong as no evidence of my wrong airing remained So long 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; spiel and slaughtered The fruits o f
-
B e t r a y a l  a r e  m i n e ,
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REVIEW

ROBOFACTS
ROBOCOP 2 : Th e  Movie  is 118 minutes and
10.481 fe e t  01 h im long

ONE SC EN E that was, untortunately, cu t
from RoboCop 2  wa s an  advert fo r a  lemaie
robot ca lled  Ready Bet ty -  Th e  Future Of
Sale Se x.

LOOK OU T to r a  brie f  non-speaking guest
appearance late on  in  RotioCop 2  from none
other than Chris Quent in . formerly Brian
Tilstey o f  Co rona t ion  St ree t  lam e . Ch ris
plays a  p ress reporter who  avid ly (and ve ry
convincingly1 scribb les in  h is jo lte r a s the Old
Man o f  OC P spouts on  about saving  Detroit
from the perils o f  Nuke. Ch ris' ex-girlf riend
Leeza Gibbons a lso  sta rs a s TV newscaster
Jess Perkins. Wh o  says u s Brit s aren 't
making a  tog impact  in  Hollywood?

ROBOCOP 2  wa s shot  in  Houston, Te xa s
because it  looks a  b it  like  Detroit  presumably

with the use  o l severa l unusual locat ions
the abandoned Jefferson Davis Hospita l w a s

remodelled a s Ca in  s illicit  Nuke  laboratory.
Well there you  go

THE ORIGINAL RoboCop wa s so  VICIdeni that
only qu ick last-minute edit ing o f  certa in
scenes saved the fi lm f rom the dreaded 'X'
rating T h e  SCerbe where OC P Execu t ive
Kenny is b lown away dunng the
demonstration of ED-209  had to  be  heavily
cut. Orig ina lly the defect ive dro ld pumped
bullets in to  the unfortunate execut ive tor a  fu ll
TWO MINUTES. A l  the pre-launch showing,
everybody thought It wa s h ila rious • excep t
the censors.

ROBOCOP'S PRIME
DIRECTIVES
1) Se rve  The  Pub lic Trust
2) Pro tect  The Innocent
3) Uphold The  Law

NOT FORGETTING A
FEW AMENDMENTS...
233) Rest ra in  host ile  feelings.
279) Take  Part icu lar Care  To  Avo id
Otlenchng Anyone Al An y Time Fo r An y
Reason Whatsoever
246) Do n  t  Rush Tra ffic L ights
252) I I  Somebody Shoots At  You . Find  Ou t
Why An d  Exp la in  To  Them The ir Atblude I s
Unproductive
276) When  An y Direct ive  Contradicts
Another. Ob e y Bo th
283) Be  Accessib le  To  OC P Employees Al
All Tim es

THE ONE D E C E M B E R  'I 990RoboC
Even in the world of law enforcement,
there's always room for improvement.
But is the same true of film conver-
sions? Gary Whitta goes on the beat
with Special FX's RoboSequel.
DESPITE THE ADDITION of one mean metal muther to the
police force, and the subsequent 'removal' of one of the
city's most vicious crime lords, the situation in the Detroit of
the future is no better. In fact, it's a damn sight worse.

It's all down to Nuke, a deadly and instantly addictive new
drug that's flooding the streets courtesy of Cain, the city's
new crime kingpin, With the cops still on strike over pay.
Cain and his drug-crazed gang has had a free run of the city.
Until now.

RoboCop is back on the case, with a shiny new two-tone
suit to mark the occasion- Determined to put a stop to Nuke
and the scum who sell it, our Robe's not taking any bull from
the spaced-out hoodlums who stand in hisway. Butthenthe
greatest danger may come f rom within...

THE FIRST L EVEL  t a ke s p la ce  a t  t h e  R ive t
Rouge, De t ro it 's lo p  sle a zy n ig h t sp o t  a n d
home t o  C a in 's h idden  Nu ke  p ro ce ssin g

plant. H a vin g  loca ted  t h e  p la ce . Ho b o
doesn 't  wa ste  a n y t im e  b re a kin g  in  a n d

clean ing u p  the  t ra sh . u n fo rtu n a te ly,
Ca in 's slip p e d  a wa y o u t  t h e  b a ck d o o r,
but a t  le a st  Ro b o  ca n  p u t  a  den t  in  h is

b u sin e ss b y co lle ct in g  a ll t h e  Nu ke  he  ca n
find (a  m in im u m  o f  10  ca n ist e rs) a n d  then

smash ing  u p  th e  co m p u te r cen t re
co n t ro llin g  th e  wh o le  ope ra t ion .

WHEREVER YOU  GO i t s  a  g o o d  b e t  tha t
an a rm y o f  C a in e  cro n ie s a ren 't  f a r away
- and  de te rm ined  t o  p u t  Ro b o  o n  t h e  OC P
scrap  heap. D u e  t o  th e  su p re m e ly h a rd
nature o f  Ro b o Co p 's Tit a n iu m  a n d  Ke via r
armour, t h e  m a lo rit y o f  the  b a d  g u ys (wh o
shoot a t  h im  w it h  p ist o ls a n d  r ifl e s) d o n 't
cause m u ch  o f  a  p ro b le m . Bu t  t h e  a rt ille ry
support . in  t h e  f o rm  o f  m en  w it h  m o rt a rs
and ro cke t  la u n ch e rs,  ca n  se r io u sly sa p
Robo s ene rgy a n d  so  m u st  a lw a ys b e
taken Out fi rst .
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BETWEEN ROUNDS of blowing a wa y Nuke -sniffing punks,
RoboCop a ttempts to pie ce  together me morie s Of h is forme r
life a s Ale x M urphy. Pe e ling a wa y Robo's a rmour to revea l h is
e lectronic inna rds,  th is puzzle  se ction ha s you a ttempting to
join up a ll the  lights on the  circuit  boa rd b y tra cing a  line
through them a ll. You ca n't ba cktra ck or cross ove r your line .
and microch ips stra te gica lly se t into the  circu it ry b lock
your progress. Ea ch time  a  puzzle  is completed, the
fuzzy TV screen becomes clearer, revealing part Of a
memory-logging digitised picture  underneath.
Complete a ll lour puzzles and an extra life  is yours.

• • • • • •

WITH H I S M EM ORY in  order,  R obe
proceeds to the  firing ra nge  to
calibrate h is gun. Ta rge ts slide  on a nd
off the  screen,  'a t h e  origina l
RoboCop, but th is time  the y a re
cardboard people  a nywa y. The  toughest
aspect is ca tching the  good from the  ba d in
the fe w se conds you ha ve  to a im a nd fi re -
shooting a  ba by in  I ts pra m doe sn't he lp. And .
with only 25  rounds of ammunition,  e ve ry shot
counts. The  more  accura te  Robo's shooting is in  th is
round, the  more  e ffective  h is gun is la te r.

r Z l i r e l
-
T 1 7 1

BACK T O THE ACTI ON... Robo's mission he re  I s to a rre st the
siniste r powder-peddler Ca in. To ma ke  things tougher,  the
layout of  th is le ve l is a  lot  more  convolute d a nd dangerous,
with some  pa rticula rly na sty mome nts. The se  a cid va ts,  for
instance, ca n on ly be  negotiated b y jumping onto the  overhead
cargo hooks and le tting the m ca rry you a cross. M istime  your
jump a nd you be come  RoboHistory.

THE L AST  of  the  three  a ction le ve ls ta ke s
you to D e t ro l's C ivic Centrum,  whe re
OCP I s showing oft it s pla ns for De lta

City,  a s we ll a s the  ne w RoboCop 2 . Wha t
only a  fe w people  (including Hobo) know

is that the  near-indestructible  fighting
machine is a ctua lly Ca in resurrected,  lust

waiting to go be rse rk in  h is se a rch for
Nuke! But  be fore  Hobo ca n confront Ca in,

he must ma ke  his wa y through the  C ivic
Centrum's automated defences,

Laser-packing Hove rBots. wa ll-mounte d
rocket la unche rs a nd e ve n the  dreaded

ED-209's a ll sta nd in  M urphy 's wa y. A fe w
well-timed shots soon put the  de fences to

sleep'. Once  at the  top ot building.
Pa lo 's ultima te  a dve rsa ry a wa its._

1FHIRD TIME LUCKY? -II
DESPITE RoboCop 2 's la ck of success both
here and in America . RoboCop 3  is already
being worked on Fra nk Miller is rumoured to
be writing the screenplay once again, this

time with the help 01 Fred Decker (of The
Monster Squa d lame) who a lso directs Bu t
there s to be no Peter We lle r - he 's not
kelerested in a  third movie . The  hunt is now
Co for someone to replace hen. Fa ns of the
first two movies will be  disappointed to hear
that, according to our Hollywood insiders. in s
third installment is to be toned down
considerably and aimed at the kids m a rke t

eney Robo is a  big hil with the pro-te e n-
 , cla n  thanks to a  new cartoon series

toy range based around the
t - ci ad copper T h e  new movie  will have

away with a ll the OTT  violence that
the tirst two larnous il it 's to get the PG

• • a te  it would need to putiXdthe young

I . 1'it  nothing sacred? 1 1 1 1 1
0  A

0 0 0

ROBOCOP 2  is nick-na me d The  M onste r -
and yo u  ca n se e  why. C a in 's pe rsona l
armoury comprise s a  le tha l six-ba rre l
mini-gun a nd a  re tractable  a rm tha t
de live rs a  na sty uppe rcut. The  M onste r is
so tough tha t for a  while  a ll Hobo ca n do
is a void h is a tta cks a nd t ry to dra w h is
succe ssor down to stree t le ve l whe re  he
can be  de stroye d. On ly then will the  city
be purged o f  Nuke  a nd the  e nd cre dits
begin.

Immo=
MOST OF TH E LEVELS ore  bigge r than the y fi rst  se e m. The y
are a ctua lly layered,  so  whe n one  area is cle a r (or a s cle a r a s
it's going to  get),  you punch through a  we a k spot in  the  wa ll (or
a door,  o r whatever) to  revea l the  ne xt se ction. D on't  pa nic,  I t 's
easier tha n it  sounds.
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MODEL
YOURSELF ON
ROBOCOP!
With These Tasty Ocean
Prizes!
YES INDEED! Now you too can serve
the public  trust, protect the innocent
and uphold the law — albeit on a slightly
smaller scale. The lucky winner of this
competit ion isgoing towalk off with not
one, not two but THREE limited-edit ion
RoboCop model kits f rom Forbidden
Planet. The three kits in the series are
RoboCop hims elf ,  h i s  arch-enemy
ED-209 and a scale replica of  Robo's
gun' And these kits don't come cheap -
oh no. Togetherthese models are worth
well ov er  a  hundred pounds !  A n d
there's more!  Ten lucky runners-up
each get  a copy of  RoboCop 2: The
Game. All you have to do is correctly
answer these three easy questions,
stick them on the back of a postcard or
sealed envelope and send your entry
(ROBOICOP THAT! ,  The One, Pr
Court, 30-32 Farringdon Lane, London
EC1R 3AU. The first correct entry pulled
out of the hat on the 28th of December
wins its sender the kits_ The nest 10 Out
win their senders the software.

THE QUESTIONS
1) What is RoboCop's real name?
A) Alex Murphy
B) Alec O'Doyle
C) Axel O'Leary

2) Who directed RoboCop 2?
A) Paul Verhoeven
B) Irvin Kershner
C) David Soul

3) In which city is RoboCop 2
set?
A) Manchester
B) London
C) Detroit
YOUR RIGHTS
Yea have the right to remain silent. The Editor's
decision is heel, and no correspondence h e
e n te re d  in to . U r n '  ro e  up th e  ri g h t to  rin n aim
anything pm soy cam and Mil he used against me in
cetirt l e e . .  Employees e i EMAP. Ocean. Speciel
FM and OCP. the ir friends end relatives are ne t
ollente to  enter. Yoe have the right to hese a s
ottani'',  presort during questioning. That la 111.

COLLECTING H OSTAGES is a  good wa y
to e a rn e xtra  live s. The y are  e a sily
recognisable ,  wa ving the ir a rms around
and shouting 'He lp!'. Re scuing 1 0  chumps
results in  an e xtra
RoboLile . Shooting a  hostage  ca rrie s an
energy pe na lty.

ON EVER Y LEVEL there  a re  some  pa rticula rly na sty obsta cle s
to negotia te . The se  Ele ctron Be a ms on Le ve l Three  crush  your
Coke ca n (Robo's e ne rgy indica tor) faste r than you ca n sa y
'Peace Office r'. while  me cha nica l crunching ma chine s kill Robo
with a  single  stroke !

GETTING FROM one part of a level to another often means
playing th is hove rboa rd se ction. Robo must hove r h is wa y
upwards, knocking out the  turre t-mounied ba ddie s a s he  goe s
In th is se ction. the  powe r-giving p ickups a re  a ctua lly ba d ne ws,
as they a re  the  on ly things capable  of  knocking Robo off h is
hover platform.

DIGITISED
PICTURES from
the movie appear
between levels to
help carry the 81
along a nd ge n
a suita ble  film-I
atmosphere.

BOXES SET INTO
walls and cartons
left lying around
should be blasted
to revea l Nuke
caniste rs a nd
useful powe r-ups
for Robe 's gun.
Scatter Bulle ts I ly
in a ll dire ctions,
Three-Way fire  off
in a T-formation,
and Ra pid Fire
provides
continuous tire .
But beware a l l
specia l a mmunition
is limite d. a nd once
expended it 's ba ck
to re gula r
RoboRounds.

ISN'T LIFE A wild and crazy thing, eh? While
RoboCop 2: The Movie is nowhere good as
its predecessor. RoboCop 2; The Game is a
massive improvement over its predecessor!

This isn't anything to do with the fi lm being any more
suited to conversion (both movies have equal quantities
of violent action) but Special FX'sclassy execution of the
same predictable design.  Like the original,  there's
nothing startlingly new about the gameplay, but  the
platform-based act ion that  f orms  the main bulk  of
RoboCop 2 is a considerable improvement over that of
its forerunner.  Fo r  a  s tart  there's  plenty  o f  OTT
bloodshed, with a never-ending army of scum to blow
away, and t he layout  o f  t he three main levels  is
impressively sprawling and maze-like. There's a lot
moreemphasison theplatform ideathist ime,with Robo
often having to execute Miner Willy style jumps across
chasms and conveyor belts in order to progress. The two
inter-level bonus sections earn their keep admirably,
Both are entertaining diversions from the 'norm',  with
the added bonus of playing a part in the overall objective
!unlike the shooting range and photo-fit sections from
the original RoboCop,  where points  were the only
incentive to do well).  The colourful and very stylish
visuals add polish, along ,
v i t h  s o m e  
a s t o u n d i n
g  
s o u n
d

in the form of a neat stereo remix of the film score and a
plethora of  atmospheric sampled effects. All this adds
up to one slick adaptation that might  have benefited
from a some more thought at the design stage (some of
the mov ie's  mo re  notable sequences hav e been
ignored, such as Robo's bike chase wit h Cain), but
remains top-notch entertainment  nonetheless. Well
worth a flutter, and destined to sell by the truckload.

SPECIAL FX is having this one produced out
of house, and so there are definitely going to
be s ome not iceable dif ferences o n  t he
graphic a n d  s ound  f ront s - Gameplay

however, should remain almost unaltered.

THERE ARE no plans asyet fora PCversionof
RoboCop 2. However, Ocean hasn't ruled
Out the idea completely, so we may well see
something later next year.
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NAG (Energy magazine) News, Reviews and

Graphics. Screen shots. pack shots, charts, latest
Giga-Savers. 40 colour reviews in every issue. Night
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NRG - bi-monthly to all Special Reserve members
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Catalogue, Membership Card & Folder tor NAG.
• Re f u n d .  or change of order on request it delayed.
• N o  Obligation to buy. We do not require a signed
contract, nor is there any age requirement. Wt t h
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"IT'LL MA K E
YOUR HEAD SPIN"

Spindizzy is back! Hanging In space is a
cluster of worlds and for each world a
different quest  awaits. GERALD (a
Geographical Environment Reconnaissance
and Land-Mapping Device) is all set to
explore the solar system, collecting energy
crystals scattered around the scrolling 3D
environment. You'd better have your Spindizzy
skills honed to perfection to escape before the
crushing time-limit spells an end to your game-
conquering aspirations!

e., ig isn Rin i Shit ley Rib ilished by Liet in t  Drearns S.I tWa Iv Ltd.
Klanutai. tuiod in  ihe  U K L ilt s l ive  en Orande Btellagne

Greco Shots Alan ST

"Will provide you with hours
of absorbing entertainment" -  ST Format

"It's great. You'd be more than
a bit dizzy to miss it!" -  The oneDEC

1990



ECEMBER 1990

The programmers of Beast and Beast 2
have made the leap into space. Gordon
Houghton discovered that it wasworth
the effort.
TIME IS RUNNING OUT for the Octarian planetary system.
For centuries they have refused to trade with the militaristic
Homikahns, so the Homikahns have finally flipped their lids
and decided to blow the Oclarians into the next universe.
Their mad  scientists have developed a  super-weapon
known as the Promethean cannon, which draws power
from their sun. It needs time to charge up its batteries, but it
won't be long before Octana becomes space dust...

Into t his  confl ict  cruises t he enhanceable Starship
Elapidae and hercrew, scouring theGalaxy in search of free
meals, t rading opportunit ies and large wads  of  dosh•
Intelligence reports have informed them that Octaria is
about to fry, and they are determined to extract as much
cash as possible before it happens.

Their on-board computers reveal that there are eight
planets in the system: all diverse and dangerous, but also
potentially highly profitable. Swarms of aliens infest the
planets, and there are rumours of giant Space Creatures
that lurk off-world waiting for hapless pilots. However, fuel
is likely to be the major problem • it 's only available in
exchange for fulfilling missions. On the other hand money
IDiogem Disks) and Chrollum Crystals (for trading) are
plentiful.

THE ONE

Awesome
BEFORE THE In te ract ion  b e g in s t h e
Elapidae is  en  ro u te  t o  Aq u o ss. t h e  wa te ry
centra l p lane t  in  the  Oct a n a n  syst e m
Unfortunate ly t h e  s h ip s  Ro ta t iona l
Scrolling interplanetary hyperspace
t rave ls a re  co n st a n t ly in te rrup ted  b y su ch
Irrita t ions a s p ira te s. ca rg o  co n vo ys.
space st a t io n s a n d  a st e ro id s. Pira t e s re ly
on n u m b e rs ra the r than  st reng th . a n d
yie ld  it e m s su ch  a s d isks and  e n e rg y
ce lls,  whe reas Ca rg o  a n d  t rade r co n vo ys
are guarded  b y in cre a sin g ly t o u g h
secu rit y lo rce s. b u t  t h e  b o u n ty i s  we ll
worth  th e  e t fo rt . Sp a ce  st a t io n s a re  ra re
but h o ld  su rp r ise s. An d  a st e ro id s...

N M ;
M E Z Z O

100111111
I

WHOL E FIEL DS o f  a ste ro id s b u rst in g  w it h
Chro llum a re  re g u la rly encoun te red  •  b u t

it  yo u  wa n t  t o  co lle ct  t h e  cryst a ls. yo u
need t o  b u y m in in g  la se rs a t  t h e  nearest
t rad ing p o in t . A s  in  tha t  a rca d e  cla ssic

Asteroos,  sh o o t in g  la rge  ro cks re su lt s inlots of smaller rocks. Collision with
anyth ing  in  deep  sp a ce  re su lt s in  a  lo ss o f

energy.
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AWESOME
Reflections
And Psygnosis

IIGP
PRICE 1 3 4  99
OUT N o w
GRAPHICS 8 0 %
SOUND 8 9 %
PLAYABILITY 87%
VALUE 7 9 %

OVERALL
85
%ATARI ST
PRICE E 3 4 . 9 9
OUT E a r l y  1991

IBM PC AND
COMPATIBLES
N/A

L EVIATHANS L I KE TH ESE d o n 't  lu rk
above e ve ry p lane t ,  b u t  t h e y ca n  b e
dangerous o p p o n e n ts wh e n  t h e y d o
appear. Th is d u e l i s  t a ckle d  on 3 D  b y yo u r
landing-craf t ,  a f te r d ise n g a g in g  f ro m  t h e
main b o d y.

A F EW TASTY sh o t s t o  th e  head o r  b o d y
send th e  m o n st e r st ra ig h t  b a ck t o  se rp e n t
cit y w it h o u t  a  su it ca se ,  a n d  le a ve  yo u  t re e

to la n d  o n  t h e  w o r ld  i t se l f
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FLYING ABO VE the  planet s surfa ce  a llows you to  ga in e xtra
oxygen b y de stroying a lie n cra ft. Th is is important,  since  when
you do la nd you ha ve  to  comple te  the  journe y to  the  tra ding
and N a vcom fa cilit ie s on tool. The  indige nous a nima l life
doesn't take  kind ly to  traders,  a nd a ny conta ct with e ne my M e
or we a pons deple tes oxyge n le ve ls. Annihila te  the  guardian a t
the e ntra nce  to the  comple x. a nd you ca n (a t la st) ge t down to
some se rious e xcha nging of  goods.

THE ONE

AWESOME
THREESOME
AWESOME is Reflection's fourth baby
after BaMinix, Beast and Beast 2. And, at
around 3.5Mb of data its definitely the
team's biggest project yet. Not surpris-
ing then than it's taken two of  the
Newcastle-based threesome, Mar tin
Edmondson a nd Cor mac Batstone
(Paul Howarth i s the third partner)
about one and a half years to write_ But
what prompted them to produce a
space-based venture in the first place
Martin Edmondson: 1  was sick and

tired of doing trees and people running
around with swords and I've always
liked science fiction films like Blade
Runner — we just felt like a change,"

Among Awesome's most impressive
technical achievements is the 3D snake
in the  Space Harrier style section.
Martin explains how they did it: "It's so
smooth because we programmed i t
differently from the way it was done,
say, in Space Harrier. Most people lust
have five or so frames of different sizes
which they move across the screen and
that's what makes it jerky. Every time
we moved the snakes position X or Y
we also increased its size " Awesome's

snake has 32 animation frames and
runs at 25 frames per second. Most of it
actually runs in 50 frames "but to do
that all the way through would have
made it too hard to play."

But the snake wasn't the trickiest part
of the project as a whole, "It was the
parallax section in the bit where you're
skimming around the surface of the
planet that was really time consuming.
Everything else worked more or less
first time but that took a lot of messing
about to get right." The rotating space
section ran a close second: "there was
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THE ULTIM ATE OBJEC TI VE I s to  escape  from Octa ria  be fore  i l lS  destroyed,  a nd the  price  ot fue l ma ke s
planet hopping the  only fe a sible  wa y Out of  the  syste m. De pe nding on the  re la tive  costs of fue l and hote l
bills,  you ca n e4ther fl y stra ight to  the  ne xt planet or wa it until the  plane tary a lignme nt is more  favourable .
Ava ilable  missions ca n de te rmine  your route  for you

tot cnPon

• mEoicnSUPPLAES
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ONCE INSIDE you
can se ll a ny ca rgo,
and e xcha nge
crysta ls and d isks
tor weapons. Th is
is where  Awe some
starts ge tting ta sty:
among the
hardware on offe r
are mining la se rs,
spherica l bombs,  a
pulse la se r,  a  fla me
thrower, morta r
bolts, a  wide-tyeam
plasma ca nnon
and a  ra dia l
disruptor

AWESOME i s  a  neat  balance between
trading and shoot 'em up elements, none of
which are compelling enough on their own
but which, as a collection, prove enjoyable.

ereare eight-way scrolling shoot 'em upsequences, a
Space Harrier blaster, an overhead exploration romp,
trading and navigat ion sections,. and mini-miss ions
within the overall objective. At the beginning its  tough
(you only have one life), and that means there's plentyof
annoying disk loading and swapping as you get to grips
with the action. However, as with Beast 2 loading has
been reduced by options to turn off  the Game Over
sequence and the music and sound effects. Awesome's
difficulty is ult imatelyto its advantage it  draws you into
a whole series of diverse action and leaves you wanting
more - so you can't help having just another go. The
trading and Navcom systems are part icularly  wel l
designed and give purpose to the blasting sections -
especially when you get  hold of  a couple of  juicy
weapons. Graphics and soundare well uptoReflections'
usual high standard (the music is excellent), although
some of the planetary sprites are bland and shapeless.
What Awesome lacks in originality, it makes up for in
variety and long-term playability.  I f  you have t he
patience for a long and sometimes frustrating haul, you
will be well rewarded.

AWESOME, like all of  Reflections' works,
was developed primarily  f or t he Amiga.
However, if Beast is anything to go by, the ST
Awesome (due next yearl should be almost

identical in content.
NARY AN awesome peep nor an awesome
pixel will find its way into caring DOS homes
just yet.

A

ST
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The Most AUTHENTIC MULTI-MANAGER Football Game Has Finally
Arrived. After 2 Years Research & Development The Uttimate Game Is
Ready And Waiting To Test Your Skills. FEATURES INCLUDE:-
Multi-Manager Game for 1 to 4 Players,
Full UK and European Cup itinary including FA, League, Zenith Data. Leyland Oat,
European, Cup Winners and UEFA Cups. All Cup matches are played to the precise
rules. eg. 2 Leg Ties, Extra Time, Away Goal Rule, Seeded Draws, Penalties, etc
Complete league line up with 20 1st division teams and 24 in the 2nd, 3rd and 4th.
End of season Play-offs with expulsions.
All team surnames are the real ones for all 92 dubs (CURRENT ass° SEASON).

Historic Records are maintained for 6 seasons with the ability to call up all previous
results against your next opponent.
A Lively Transfer Markel to Buy and Sell Players with an end of season deadline.
Player Loans, Free Transfers with Approach & Otters on players or trainees.
Managers can be sacked or offered jobs at better teams,
All screens are displayed in a pleasant format, which is easy to use and comfortable
to read. PRINTER facilities also exist

Complete Instruchans, for the beginner, are provided in a 16 page booklet.

...and would you believe it doesn't stop there' We have included many other line
details which are just impossibe to list in this space. They include all the regular
features you would e xpect like loading & saving you rg ame, player injuries plus much,
much more. The most genuine implementation of a Football Managers hectic
season awaits you for only El 9.95.

Take Your Team To The Top And
Win The Double.

Or Are You Good Enough To Win The
Quadruple Crown. Never Yet Achieved

By A League Team Manager
.

Available for the Amiga & All Atari ST's. P C  Version Comin. Soon.
MAIL ORDERS

Send C19 95, Guaranteed Cheque Postal Order i Credit Card Details tor
z
o
T

i
•

32 Southchurch Road.
Southend-on-sea,
Essex SS1 2ND.
Orders outside the UK please add El 00 extra

AVAILABLE
FOR IMMEDIATE

DISPATCH

TELEPHONE ORDERS

1 /AAF A X  ( 0
7
0 2 )  6 1 3 7 4 7  
E 3

( 0  7 0 2 )  6 0 0 5 5 7  Out of hours Answer Phone

149

THE
ONE

DEC
1990



If only everything in life could be a simple as a subscription to The One. For £24, anyone in the UK can have The One delivered to their
door, once a month for a year. The equivalent service for Europe costs £33 (Letter Mail) or  £42 (Surface Mail).  Air Mail delivery to The

Rest Of The World costs £52. Send Cheques, Postal or  Money Orders to: The One Subscriptions, PO Box 500, Leicester 1E99 OAA,
Alternatively, Credit Card Owners ( an use the Subscriptions Hotline on (0858) 410888.

Subscription Enquiries are answered on (0858) 410510.

ammor
FULFILMENT: ALAN WELLS INTERNATIONAL, MEMBERLINE HOUSE, FARNDON ROAD, MARKET HARBOROuGH, LEICESTER LE16 9NR.
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Having allowed you to ti
with a  city or two,

now gives
worlds.- Lauren

kes up the
co • a n  a

MAXIS' FIRST 'SOFTWARE TOY' was SimCity, released
during 1989. It was one of the two most original pieces of
entertainment software released that year, and,  l ike
Populous, SimCity gives the player god-like powers.

The idea behind Software Toys is that, unlike most other
forms of entertainment software, they are open-ended.
There is no set objective as such. SimCity allows players to
try their hands at running a city, either building one up from
scratch or starting with a pre-set scenario. This involves
manipulation of  the many elements that affect the
development of cities and also handling crises from fi res to
sea monsters.

SimEatth takes the basic principles behind SimCity and
applies them to whole planets. Now you are given the
opportunity to set yourself up as a deity and control the way
each planet develops. This is achieved by using tools to
adjust t he  Earth's four  elements: t he  Lithosphere,
Atmosphere, Hydrosphere, and Biosphere.

The SimEarth model is based on the Gaia Hypothesis,
which was originated by eminent scientist James Lovelock.
He believes that the Earth can be seen as a single organism
that has generated a self•regulatory mechanism to ensure
that life on the planet survives and continues to evolve.

A rather neat way of showing how you are doing is the
Gala window. This shows the planet's face changing state
from absolute misery to complete bliss. Keep the window
on screen and the eyes follow the pointer as it moves. It
really is as i f Mother Earth herself is watching you_

LIKE simcrrv, SimEarth Is eke based.
Initially each tile shows the althude of the
land al  that particular point, then water.
plant life, and animal tile. Event tiles are
then overlaid on these. By clicking on the
Data layer buttons on the panel to the left
it's possible to strip away the layers you
don"I want to see and concentrate on
particular aspects of the simulation.
Additional information is added by
selecting one of the Climate Overlay
Buttons. These indicate climate-related
variables ranging from temperature to
rainiall

ONE CHALLENGE worth taking up is that of terralorming. The
objective is to lake either Mars or  Venus and change them
from dead planets into successful litivbeanng ones To assist
with this some special terraforming tools are ava,lable.
Including an ice meteor to create oceans.

W I  •WbWoft. I t . 4 . .
I .

SIM EARTH
Maxis And
Ocean

IBM PC AND
COMPATIBLES

OVERALL
9 5 %
PRICE T B A
OUT Spring 1991
AM,
PRICE T B A
OUT Spring 1991



REVIEIN

PLANETARY
POINTS
TEN THINGS
you may not
have known
about the Earth...

The temperatunt at
the centre of the
Earth is about
10.1300 degrees
Centigrade That's
hotter than the
surface of the sun,

The Earth has a
magnetic field, the
poles of which
correspond
approximately to
the Earths
rotational axes.
Periodically the
magnetic field
reverses IthM is
North becomes
South and vice
versa) This last
happened over a
million years ago.

There are two
types of tide:
Lunar Tides
(caused by the
gravitaticmal pull
of the moon), and
Solar Tides (caused
by the
gravitational pull
of the sun). Lunar
t i d e s  M O W  e v e r y
six hours, while
solar tides occur
every 24 hours and
are half as strong
as lunar tides. The
tides are strong
enough to slow
down the rotation
of the Earth,
lengthening the
day by a very small
amount Hides slow
the Earth down by
0 00001 of a
second every year).

Earth is the fifth
largest planet in
the solar system (it
is 12,756
0kilometers in
diameter). k orbits
at 93 million miles
from the sun at a
speed of 29.8
kilometres per
second

Of all the planet's
IN the solar
system, Earth has
thei largest moon
relative to its own
size In tact, it is so
large that some
astronomers have
conjectured that
the Earth is one
component of a
double planet
system

Between 1930 and
the present day
the human
population of the
Earth has more
than doubled!

THE MAP WINDOW shows the whole
planet at once, which is useful for
observing widespread effects. The Edit
rectangle shows which portion of the
planet is currently being 'edited'. By
clicking on the Globe button, a globe is
displayed instead of a flat map

ONE OF THE MOST USEFUL touls at your
disposal is Examine. Switch this on and
point to any tile in the Edit Window and
generates an information panel detailing
the type of landscape, creatures, and
weather at that point.

BY USING THESE
MODELS it's
possible to modifythe actual rules
which run the
simulation. You
could, for instance,
create a planet in
which the
Greenhouse Effect
does not occur
(which should keepCFC manufacturers
happy). Adjusting
the models is, of
course. an easy
way of cheating.
but Ills also a
useful way of
simplifying the
simulation so that
you can
concentrate On
observing
particular
processes.
Alternatively you
might want to
Investigate what
would happen in
extreme
circumstances.

THE LIFE FORM GRAPHS show which
particular species is prevalent and which
are suffering. You can then either let
things run their course and see what
happens. or intervene and try and keep
the species balanced

THE HISTORY WINDOW is useful for
assessing how your planet is doing in
particular departments. Clicking on any of
the buttons al the bottom of the window
results in a graph against time showing
how that particular aspect has Increased
or decreased,

• -ai• -n o kL EIL mo o m• aan • c.

THE ONE DECEMBER 1990

M I E S M A G  CR I I O N
ACCORDING to the bible, God made the Earth in six days Rat and on the seventh day he

took a breather (and why not?). Here's our 'day by day* guide to the creation of the I D
,
together with a slightly more conservative time-scale.

DAY ONE
The Formation Of The Planet
14.7 Billion Years Ago)
A collection of dense gases and small chunks of matter
iknown as planetesimals) orbit ing the newly  formed
star, Sol, were drawn together by gravitational forces to
form planets. The third nearest to the sun was the
Earth. Primordial Earth was molten, and the heavier
compounds like molten iron were able to sink to the
centre of the planet where they formed a core.
Eventually the outer surface of the Earth became cool
and solidified to form a crust.

DAY TWO
The Formation Of The Atmosphere And Oceans
As it cools the Earth begins a period of rapid
differentiation. The crust separates into lighter areas
which become the continental crust, and denser areas,
which become the oceanic crust. During this t ime gases
escape f rom the interior of the planet in a process
known as outgassing. The heavier gases condense to
form the oceans while the lighter gases form the
atmosphere.

DAY THREE
Life Evolves
(3•5 Billion Years Ago?
From the primordial soup, amino acids are formed, and
these evolve into the first life form, Prokaryotes. These
were primit ive cells with no nucleus, They fed on
Methane through the cell wall.  It took another 2.5 billion
years for the first cell with a nucleus to evolve. This was
the eukaryotic cell. Shortly afterward the first
mult i-cellular lifeforms evolved. These were the
metazoans. It was as this point that the planet's seas
became a breeding ground for a wide diversity of life.
Just six hundred million years ago the first shelled
organisms evolved, and one hundred million years later
the first marine vertebrates appeared. Now things were
really starting to happen.
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DAISYWORLD, DAISYWORLD, DEMONSTRATE GAIA DO!
ALTHOUGH you can generate your
own plihets from scratch there are also
seven pre-set scenarios to play: Aquar-
ium, Stag Nation, Earth (Cambrian Era),
Earth (Modern Day), Mars, Venus, and
Daisyworld• What? Yes, Deisyworld,

So that he could demonstrate the
Gala hypothesis,  James Lovelock
created an imaginary planet on which
the continents are covered with daisies.
The daisies range in colour from Black
to White, the growth rate of which is
dependent on temperature.

Below five degrees Centigrade the
daisies won't grow,  and above 40
degrees Centigrade they die,  The
3ptimum temperature for daisy growth
s 22.5 degrees Centigrade. Like the
'teat from our own sun, Daisyworld's is constantly increasing. Let's see*hat happens.

As the mean temperature of  the planet passes five degrees
:entograde, daisies begin to grow. Initially thedarker daisies are
dominant because they are better at absorbing heat. As they spread
'hey absorb even more heat and begin to warm the whole planet.

e

Soon the temperature begins to rise
•  a b o v e  22.5 degrees Centigrade arid the

•  g r o w t h  rate of the darker daisies slows
down. But at the same time the lighter
coloured daisies begin to take over.
This is because they reflect more heat
and remain cooler. As they spread they
begin to reflect enough heat to cool the
whole planet.

Soon the temperature falls below
22.5 degrees Centigrade and the darker
daisleibecome more prominent again.
And so the cycle goes on, keeping the
temperature oscillating around 22.5
degrees Centigrade. This is an example
of Gaia in action.

Of course, eventual ly t he  sun's
output would be so strong that the self.

regulatory process eventually breaks down and the daisies on
daisyworld come loan end. Because there would then be no plant life to
absorb the excessCarbon Dioxide in the atmosphere, it would build up
again causing a runaway Greenhouse Effect. Eventually the result
would be an overheated planet like Venus - violent and utterly lifeless
GARETH! PANEL! (one pic for each day except last)
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The surface  of the
Earth is actually
made up of eight
major sections
known as plates.
These are the
indoAustralian
plate, the Pacific
plate, the North
American Plate.
the Norco Plate,
the South
American mete.
the African Plate,
the Eurasian Plate,
and the Antarctic
Plate The points at
which these plates
meet are known as
faults Because the
plates are always
moving, the areas
around these faults
are prone to
Earthquakes. This
Is why California
twhich is situated
on the San
Andreas fault) is
constantly
experiencing earth
tremors

The Earth can be
divided into four
components These
are the
Lithosphere (the
solid part of the
Earth that forms
the continents and
ocean floor), the
Hydrosphere (the
liquid part of the
planet), the
Atmosphere (the
gaseous part of the
planet), and the,
Biosphere (the
living part of the
planet ourselves,
animals, and
plants)

The a xis of the
Earth's spin is
actually tilted at an
angle of about 23.5
degrees to the
plane in which it
orbits the sun. The
direction in which
the Earlh's axis
points is slowly
changing direction.
This is a process
known as
Precession
The Earth has
periodically been
subject to mass
extinctions A
mess extinction is
classed as the loss
of 70 per cent of
the total !Reforms
lee biomass) on
the planet The
most famous mass
extinction was that
of the dinosaurs
about 100 million
years ago

90 D E C E M B E R  1990 ONE:

DAY FOUR
The Invasion Of Land
1435 Million Years Ago)
Day four is very important -  something incredible
happens. Plants began to develop sap-bearing systems
that allowed them to survive without being underwater.
Plant life began to creep onto the land and generate a
living soil, The crossopterygians (fish with both gills
and lungs: the first amphibians) appeared 40 million
years later. As t ime goes on they become stronger and
more adapted to life on land. Synapsida (the mammals)
and Diapsida (the reptiles and dinosaurs) will eventually
evolve from these.

DAY FIVE
Insect Life
Insect life appears and the Earth's ecology becomes
even more complex. The insects evolved f rom the
arthropods, soft-bodied lifeforms with exoskeletons.
And they allow a new plant form to evolve: the
Carniferns, carniverous plants that trap and feed f rom
insects -  the forerunners of the Venus Flytrap.

DAY SIX
Intelligent Life
(Two Million Years Ago)
The genus Homo Sapiens appears and learns to use
tools and perform complex communicat ion with his
fellows. In his two million years of existence he learns
to philosophise and question his own being, and even
come up with the Gala hypothesis_

DAY SEVEN
Gone Fishing
No wonder God needed a rest...

WIN A PLANET!
Thanks To Ocean

TO CELEBRATE t h e  r el ease o f
SimEarth. Ocean is giving you the
chance to win a world to stick on your
desk, All you have to do is correctly
answer t he  three quest ions below,
write your answers on the back of  a
postcard o r  sealed env elope (no t
forgetting your name and address), and
send it  to: GIVE A GAIA BREAK, The
ONE, Priory  Court ,  3032 Farringdon
Lane, London.  E CM 3ALI. The fi rst
correct entry out  of  the bag wins  its
sender a handsome desktop globe and
a copy of  each of  James Lovelock's
books on the Gaia Hypotheses, Gaia
and The Ages of  Gala. The next 10
correct entries drawn win their senders
copies of the books

THE QUESTIONS
1) Who originated the Gala
hypothesis?
A) Isaac As imov
B) James Lovelock
C) William Golding

2) What was the name of the
first lifeform?
A) Prokaryote
B) Eukaryote
C) Carnifern

3) Ho w old is  the Earth?
A) 450,000 years
BI 450 mi l l ion years
C) 4.5 bill ion years

The Editor's decision istinall, and no c orrespondence
will a s  entered into. E ntr ies  fr om  employeoe
EMAP liftoffs& Ocean and associated co m paniee i r
e
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REVIEW

THE GAIA
HYPOTHESIS
GAIA is an extraordinary, simple and
beautiful way of looking at something
apparently very complex: the evolution
of the Earth. It sees the Earth as being a
single organism in which the evolution
of animal and plant life and the shaping
of land, sea, and atmosphere are all
tightly coupled processes. Events that

affect one  aspect o f  t he  Ear thevolution have a corresponding effect
on all other aspects.

This remarkable view of our planet
was originated by distinguished scion
tist James Lovelock 25 years ago. At i he
time he was working for NASA's Jet
Propulsion Laboratories. Even in 1965
they were already planning unmanned
space missions to Mars, and one of the
most exciting aspects of that mission
was Life Detection_ James Lovelock
was assigned to that very project

He soon became aware that each
scientist on the team was looking for life
in terms of individual disciplines A
bacteriologist for instance, would want
to set up an Earth type laboratory with
Petri dishesfor the collection of soil and
growth of  bacteria.

James Lovelock thoug ht this was not
a sensible way of going about theirtask.
Life on Mars might be very different to
the lifeforms we are familiar with on
Earth. Also, the craft might land at a
point on the planet that is devoid of life,
This would be like an alien culture
sending a crewless spacecraft to Earth
and having it land in the Arctic. They
might, wrongly, getthe impression that
Earth was a lifeless, frozen waste

So he began to ask himself whether
there was a foolproof way& identifying
a planet that supported life. He came to
the conclusion that any life would show
up as a slowing down or reversal of
Entropy (the measure of disorder in a
natural system m os t  natural systems
move from an highly active state to a
stable inactive state).

One of the ways that life isevident on
Earth i s  t he  composition o f  t he
atmosphere. There is a much higher
concentration of Carbon Dioxide than
there would be in a atmosphere that is
not being breathed (and consequently
changed) by I ileforms. James Lovelock
proposed t o NASA that they could
determine whether there was life on
Mars simply by analysing the atmos
phere with an Infra•Red telescope. This
was an unusual top-down approach to
looking for life: an attempt to analyse
the whole rather than the parts. It was
this that led James Lovelock to apply a
similar view to the Earth.

Looking at the Earth i n this way
uncovers some remarkable facts. The
Earth's climate has remained stable
and able to support life for millions of
years, despite the sun's heat having
risen by 25 per cent over that time
Howcan this be explained? Certainly
not by trying to analyse the physical.
chemical, and biological factors i n
isolation. But by considering the Earth
as a  whol e a  single complex
organism i t  is easy to see how it
regulates itself in much the same way

as our  ow n body  temperature i s
regulated.

It was the novelist William Golding
(author of The Lord Of The Ries) who
attached the name 'Gala' to James
ovelock's hypothesis Gaia was the

Ancient Greeks' way of expressing the
concept of 'Mother Earth' and seems
Appropriate to the view of the planet
taken by James Lovelock.

Could t h e  Gai a  hypothesis b e
x tended beyond the Earth and applied

tootherplanets - or even solar systems
or the universe itself?

Recognising other  systems com-
parable to our own is simply a matter of
looking f or  t he  slowing dow n o f
entropy, j ust  a s  James Lovelock
proposed we look for life on Mars. Dead
planets are more likely to have attained
a more stable chemical state over their
millions of years of existence whereas
planets that support life show signs of
unlikely chemical activity i n  thei r
atmosphere, hydr ospher e ,  a n d
lithosphere.

According t o James Lovelocl,  i t
would not be fair to apply the Gaia
hypothesis to star systems, galaxies
and the like, because although they
may include individual life-bearing
planets they are still moving as a whole
towards states of equilibrium (this is
entropy at work again).

Quantum physics states that, at a
sub-atomic level, even a  chemically
stable universe is really a seething sea
of energy with particles receiving and
losing energy levels and even being
created and destroyed Some physi-
cists have proposed that every event in
the universe is linked to every other
event in the universe via this cosmic
web. Could it be that this process is
what ultimately drives G a t e
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this," says James Lovelock, 'but I have
always been a practical scient ist and I'm
more interested in theories that we can
directly apply now to the real world."

One of the most interesting aspects of
Gaia is the role that we play. Does
intelligent man aid the process, or is he
but a  spanner i n the works? Man
certainly does seem to fulfill a paradox-
ical role as part of this single organism
Sometimes he is like a cancer and other
times he behaves like an antibody.

"I think there is a lot of hubris in the
way we look at ourselves," exclaims
James Lovelock. "We think we are far
more impona nt han we actually are. Of
course we are damaging the environ-
ment and i n doing so we are not
safeguarding our  ow n future.  But
nothing we do will upset Gala in the
long term,  Ther e wi l l  b e  higher
!deforms to succeed us Perhaps, when
the planet becomes too hot to support
carbon-based life some form of silicon

We asked James Lovelock how he
came to be involved in the SimEarth
project: "Stewart Brand, the former
editor of Co-Evolution °monody, is a
friend of mine and I ves near Will Wright
of Maxis. When Will suggested doing
SimEarth, Stewart recommended that
Will contacted me,  and he did."

J a mes' function n the proiect was "to
give advice. &particularly provided help
with geophysical modelling. Attempts

"I don't think
religion has
anything to
do with it.

All Gala is is
another way
of looking at
life.on Earth..
It is a self-
regulatory

mechanism,
that's all.
Just like
those we

have in our
homes — •

thermostats
in ovens or

central
heating

systems."

to model  the Earth through single
sciences such as biology or biochemis-
try fai l  because t he  model s a r e
oversensitive to initial conditions and
prone t o chaotic disturbance_ Gaia
models, where the biology and the
geology are tightly coupled, are for
some reason stable and able to resist
perturbations."

Do you think that computers can ever
manage to simulate such a complex
and variable system with any great
degree of realism?

"Yes I do. I am amazed at how well
SimEarth does considering that it is
little more than a game."

Are there any other ways that we can
observe and better understand the G aia
hypothesis in action?

 The other  and essential way to
understand the world is to observe it
and see if the predictions from models
such as these map onto the real world."

How well does SimEarth manage to
encompass the many variables that are
part of Gala?

"That is up to the player to discover.
-Don't forget that SimEanh allows the

user to manipulate the conditions and
variables,"

Have you ever been involved in any
other computer simulations of natural
processes on this scale?

"No, and nor has anyone else! The
great- climate models that use super
computers look only at the atmosphere.
Most of them don't even include clouds
and none of them take into account the
ocean or  the biology."

THE ONE DECEMBER 1990

THERE ARE A WHOLE HOST of options to
allow t his  vers ion t o  work  wi t h  mos t
configurations of  the machine, but, as is
more often than not  the case, max imum

benefit is obtained from having a bit of speed (80286 or
better) and either an EGA or VGA card, As the simulation
operates using a WIMP style system, a mouse is pretty
much essential (it's worth spending the extra to buy one,
just to play this simulation). A hard disk also comes in
handy to avoid tedious disk accessing. The beauty of
SimEarth i s  t ha t  y o u  c a n  hav e  hours  o f  f u n
experimenting with it before you even read a page of the
manual. Then you can sit and absorb the informative
but far f rom amusing) manual and have hours of fun

experimenting AND understanding what you are doing.
This isnot a program you areever likelyto relegate to the
top shelf. Once you have played through all the pre-set
scenarios provided there are near-infinite variations
with which to experiment. Of  course, SimEarth has
tremendous educational possibilities, but it is also fun to
use. It's gratifying to see that Maxis has taken its subject
seriously without taking things too far (there are many
neat touches, such as  t he inc lus ion o f  t he black
monoliths from 2001: A Space Odyssey F. Even if you
don't agree with the Gala Hypothesis, SimEarth has an
enormous amount to offer when it comes to long-term
stimulating entertainment.
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no reason why  everything that  is  imp-
lemented on the PC version should not be
available to Amiga owners. Obviously if you

have a basic machine you are going to have to put up
with a lot more disk accessing, but at least it's worth the
wait.

FOR THIS ONE read as the Amiga. It's very
doubtful that there will be any detrimental
differences between the t wo versions.
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At least  15% o f  a ll software Guaranteed
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MORE C A L L

THE BEST DISKS-THE BEST  SERVICE-THE BEST PRICES

vSE OUR CREEHICARD HOT-

ACCESS•-0742 726485—VISA
NE ONLY USE S ONY  DISKS. THE

BEST AVAILABLE LIFE TIM E
GUARANTEE. SAME DAY DES-
PATCH N E X T DAY DELIVERY
STANDARD EXCEPT 4O(50/100
M KS WHICH TAKE 3 DAYS

PRiCES INC VAT & POSTAGE
PLEASE RING OR WRITE FOR

MORE DETAILS
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-
s

AM IGA SAFM.
NO CLOCK
WITH CLOCK
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CUMANA AMIGA
CUMANA STort

DISK ROX S

ONLY WITH DISKS
40 CAP BOX

80 CAP  BOX

HARDWARE DISTRIBUTION
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TEL EPH ON E OR D ER S WEI  COM E ON  0742 726485

E39 OC
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£75 00
En %

El 9c
E5.90

SOFTWARE EXCHANGE
Swap your used or Ponvieted Armpit and
Alan p ro 9 re m s FREE MEMBERSHIP.
The econcerscal eas to serve your hobby

Doe 1 leave programs on the shelf collects
dust Gel %placements to sod your tastes msollwree lor a 'rector, or the cosi ot new
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,
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detailS 10
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FREE TRIAL COPY ol "ARCADE PIER"
fanzine for ST, Amiga & Consoles. Daft
Viz style, don I bother about S.A.E. or
stamp to:- R. Kemp, 48 Currents Lane,
Harwich. Essex. C012 30E.

ATARI AND
AMIGA SOFTWARE

We  h aw*  On AU re u rt.1  se .e ctie n  t i t  d isk lo •  sale
Seale a le re e S . A  E t o t  a l i g  at  o ve r I  000 ti tle s In t
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Torn 10pan
LOW ATARI W01118

Atari 525 S tria 121800 unit nee I S  diain
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GAMES & SOFTWARE
Dept THO. 35 Tilbury Road, Thorne
,
/ C l o s e ,

Sunderland 5R3 4P1)
Tel (0911 525 8351

Prop P  Taves.

FOR SALE. Software for all consoles &
computers for sale. Best prices. Send an
S.A.E to G. Schofield, P.O. Box 13,
Feltham, Middlesex, Tw14 BAH or ring
081 890 0807, Please state machines
you are interested in.

AMIGA CHEAT DISK Xmas special
(Merry Xmas to all at The One!) Packed
with cheats, hacks & pokes. For 200+
games send E3 t o J.S. Smith,.  45
Maplecroft Crescent. Sheffield. S9 1 DN.
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DORSET
COLUMBIA
COMPUTERS
17 Columbia Road
Ensbury Park
Bournemouth BHIO 4DZ
0202 535542

ESSEX
STARBYTE COMPUTERS
416 Cranbrook Road
Gants Hill
Ilford
Essex IG2 6HW
081 518 1221

LANCASHIRE
PV COMPUTERS
104 Abbey Street
Accrington
Lancs. BB5 I  EE
0254 235345

/ 6 6 1 /  967/77CS Speel;94:57'
VU DATA
203 Stamford Street
Ashton Under Lyme
Lancs.
061 339 0326

LONDON
ADAMS WORLD OF
SOFTWARE
779 High Road
North Finchley
London N I 2
081 446 2241

ADAMS WORLD OF
SOFTWARE
265 Station Road
Harrow
NW London
081 863 7262

ADAMS WORLD OF
SOFTWARE
41 Church Street
Enfield Town
Enfield
EN2 6AJ
081 342 0240

MIDDLESEX
ADAMS WORLD OF
SOFTWARE
190C Station Road
Edgeware
Middx.
081 952 0451

SCOTLAND
VIC'S COMPUTERS
SUPPLIES
31-33 South Street
Perth
PH2 8PD
Scotland

SURREY
BARKMAN COMPUTER
SERVICES
1st Floor
'Cardinals'
Kingston
Surrey KT1 I V Y
081 546 5941

SUSSEX
\NORTHING
COMPUTER CENTRE
7 Warwick Street
Worthing
W. Sussex
0903 210861

WARWICKSH IRE
SPA COMPUTER
CENTRE
68 Clarendon Street
Royal Leamington Spa
Warwickshire
0926 337 648
0926 425 985 FAX
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Amiga A500 Screen Gems Pack

E379 inc VAT & Next dVour ie r)1 *
S o l o n  Gems Pack includes:

l e '  r I g r
Amiga

Amiga A500 Screen Gems Pack Extra
E399 inc VAT & Next day Courier

Screen Gems Pack includes:

AAmiga 500 512K keyboard with built in 1

Amiga 1500
The Amiga 1500 Personal Home Computer is
the ultimate in Personal Home Computers for

the whole family. Platinum works - integrated -
Word Processor, Database and spreadsheet.

Deluxe Paint 3 - the ultimate on paint packages.500 512K keyboard with built in 1 Meg disk drive • Free TV Modulator worth Populous and Sim City - State of the ArtMeg disk dr i v e
.  F r e e  
T V  
M o d u l
a t o r  
w o
r t h

E24.99 allowing you to use the Amiga with a
E24.99 allowing you to use the Amiga with

a normal TV.  10 free P L U S
strategy games, Battlechess - the chess

programme amongst all chess programmes.
normal TV 0 Joystick, mouse mat + 10

blank disks, mouse + mains plug •  Amiga

games
software has a potential RRP of E200 • Their Finest Hour -The battie of Britain

brought to life in a technical flight Sim. Al 0845
'basic, Amiga extra's 13 workbench 13 P ut s
Amiga

Joystick, mouse mat + 10 blank disks,
mouse + mains plug •  Amiga basic, Amiga

stereo colour monitor to get the best from your
Amiga. The Amiga 1500 has been designedstep by step tutorial •  With a fur ther extra's 13 workbench , 3 PLUS Amiga step around the already popular Amiga A500, butfour  new releases •  Shadow Beast II, Back by step tutorial a With a fur ther  four  new with hardware facilities that would put any mid

to the Future II, Nightbreed and Days of
Thunder releases •  Shadow Beast II, Back to the • range business machine to shame.

Please call for further details
Future i t Nightbreed and Days of Thunder E I 049.00 inc VAT + next day courier service,

AMIGA A500 SOUND & VISION PACK
AMIGA A500 CLASS OF THE £390 ine VAT a next day courier HALF MEGS - Quality four chip ram

1990's BUSINESS + Bat Games Pack includes:10 free games inc
BlaSteroids, wabaii, Menace, Buggy Boy* board with complete utility disk

-, EDUCATIONAL PACK
E499.00 Inc VAT & next day

Amiga A500 512K keyboard with built in 1
Megabyte Disk Drive 0 Free TV Modulator
worth E24,99 allowing t o  t h e  Amiga

support with software on/off
,e0.• s w i t c h .

c o u r i e r
4
s ,
FEATURES '

you u s e
with a normal TV • Deluxe Paint 11 Graphics

Package. Shadow of Beast II horizontal
scrolling games software a Back to the future

C34.99

Amiga A500 TV Modulator  •  midi Inter face- film action software • Nightbreed state of the AMIGA + ST DRIVES - A powerful
Software •  Kind Words II wordproc'or  •
Page

art grapnical arcade action
s F r e e  
j o y s t i c k ,

880K formatted drive with an
Setter  D I P
.  
S u p e r  
B a s
e  
P e r
s o n
a l

Database •  Maxplan 500 spr eadshee t .
mouse mat and 10 blank disks • Amiga Basic

Amiga Extras 1.3 Workbench 1,3 PLUS the external on/off switch, anti clicking
Amiga Logo BBC Emulator  Deluxe Paint II e Amiga Step by Step Tutorials All leads manuals and daisy chain facility.
Mouse mat 10 Blank Disks and disk wallet PLUS Mouse and Mainsplug •  PLUS Days of

Thunder serious fast action games software
E59.99

MONITORS PRINTERS
Commodore Amiga A1084 Stereo Naksha Mouse -  Quality micro Star LC24 1024 Pin incl lead ST/Monitor inc lead E 2 6 9 . 0 0 switched, accurate Amiga ST Amiga E 2 4 9 . 0 0

OR Amstrad PC Mouse
Phillips CM8833 stereo colour monitor E26.00 Star LC10 including lead for ST/

inc lead for ST or Amiga E 2 5 9 . 0 0 Amiga ............. .................. ........ .....E169.00

4096 coloured stereo monitor with fi r
s tclass reproduction including leads for
ST & Amiga E 2 5 9 . 0 0

Contriver Mouse -  The perfect
direct replacement mouse for

Star LC10 colour Including interface
lead for ST/Amiga E 2 1 9 . 0 0

eit 0 4 '
the ST or Amiga , . . .

-  
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0  
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E18.00 e i k  , quality printer on the market only
E219.00 with all Amiga + ST leads

Tel: 0908 5 6 4 3 6 9
9
F a x :  
0 9 0 8  
5 6 0 0 4
0

_
MICROSMART 24HR HOTLINE 24 HRS TELEPHONE0908 564369
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TITLE C O M P  P R I C E  H a v e  you ordered from us before? Y E S  N O

NAME:
ADDRESS'

TO

TEL NO:

Please send this to Microsmart,  125 High Street,  Stony Stratford,
Mi l ton Keynes.  MK11 l AT
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EINN. SPECIAL 0109 , .  99
BACK ID 'NS FUTURE 2 ,  _ .., , 6  99
BALANCE OE PMVER I 0,. 1 6  16 1 6  99

BAR GAMES 1 1 9 9
6 99ELAILISTIN SPECIAL On -

EL86166 TATE 7 NEW PRICI 6 4 6   6  99
BATMAN THE MOVIE ,  . . .  ........  9 . 9 9
RA IIIE CRESS •  .  .  ... 1 6  99
BATTLE Of BRITAIN 6,6091100 1 9  99 • 1 9  99
RATTUE AMSTER ,  ,  1910 1 9  99
BLASTEROIDS SPECIAL DEFER 6 0  8  99
W.INKYS SCARY SCHOOL •  ,  • 6  99 6 1 0
BLITZKRIEG NEW • _ • • N A   1 9 9 0
etiT2KRIEG AMY 160 •  • 1 6 . 9 1  1 6  91
1310E1IMONEY SPECIAL CFTER •  . WA 6  Ea

RI AnDwiCH DATA DISC 9  99 9.90  6 . 9 9
1 9091.300WYCH SPECIAL OMR

DOWMIACH 6  99 8 , 0
sou COSMO 4  19 4 9 9
BRIDGE KAMA 2195 • , ,  1 9 9 9  1 9 9 0

699 9 9 9
CADAVER 1 6  0  1 6  93
CAPRA/ NEW • ,• ...• 1 6 0 9  1 6  99
CARRIER COMIAMD•.•.• . •. , 9  99 9  99
CASTLE MASTER . •• . 1 5 • 9 9  1 6  99
CENTIMEOLD 901111126 9 , 9 9  9 • 9 9
CHAVAPIONS OF KRIONN 11 Anew W A  1 9 0
CHESSMASTER 2003., • W A  9 9 9
blue". YEAGER 2 NEW .  • ,• •  9619 .  NA
ri •• lo KENGOOMS. . . . 5 1 6   4 1 0
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CORPORATICM N A  1 6 , 9 0
COUNT CUCKULA P E N .  ,  WA  6 . 9 9.6.99 .  NA
CRACKET CAPTMS NEW , .  • N E W   1 5 9 9
Cunst cc RA NEWF.._ ,...,. • 1 1 1  0  . 1 6 9 9
DAILY DOUBLE HOIRSE RAOING • • 9  VI 9
9 9DAYs CA IHuNDER •  • . . .  .  1 1 . 9 9  1 6  99
Daum moo 1 . . . . .  ...... 3 4  99 W A
OELLINE STRIP POKER... • .  ,  .. .  9,99 9 6 9
DITLIOICE a  Ile 4 . 9 9
DOUBLE ORAGON 2 1 3 . 9 E 1  1 3 9 9
DRAGON RIGHT 4  19 99 1 9 . 9 9
DRAGONS LAM 2 9 6 9
EL011441041 •  4  0  , .  4  9912 99
EMLYII RUSHES WI SOCCER I S  0) _  • 1690
ESCAPE FROM SINGE'S CASTLE • • • .... WA • 6 9 1 6
ESCAPE-ROBOT MCNSTERS 1 3 E 1 1  •    I I  99
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fp; RETALIATOR . , . .  11.91 ,  1 6  99
21,91 2 1  91ti9STEALTH

FERRARI TOMMDLA ONE • .  •• 4  0  . 4  99
row' LAIIE

1.411'.196 SOCCER •  9  V). M A
FIEN3ISH FREDDY

OWN eArIE ,  •  . • ,  • . . .  19 la 1 8  99
. . •  16.9) •• • 1699

FIRE IINGADE V
T
A ingl ,  
1 9
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FLIP IT AP D MACAO& •, •• . • •  • • 1 9 . 0  •  .  16 99
FLOOD•  1699 , 1 6  99
FOOTBALL OIRECTOO 2 •  1 3 9 6  • 1 3  Erg
TODTBALL MANAGER .  • •  ...... 4  VP 4 9 9
ToDTLIAL I 6/MAGER 2 6 EAST .  93_99 •   1 3  99
FAIAMADER WORLD CUP ED •  . . . •  130) . •  93.09
E3OTIMLIER DE THE YES; 2 •  WA • 6 9 0
osnmuLA PEAT GRAAID PRIX ,. ...... . 4.10 •  4  98
ALE SCHOEN 3 L1140t6 $ •  . -  . - .... 95.0 I f  99
oUN 51NI1)E A 5-7 YEARS •  , 1 6 • 9 9  1 6 9 9
FIA SCtICIOL 3 . .  •  5 1 9  9 6 9 0

18,90 . 1 6 9 9
GMTY LINEKER S HOTSHOTS. ••,• • •  6  90 5 9 9
GAUNTLET 2 •  . •  . . . ,  . , ,  •  6 9 9  . . . 6 9 9
GHOSTS AND GCOLINS 11 IRIS . • 1 3 0  •  i3_99

GOLD OE 111E AZTECS,. _ 1 3  0  •  • 16.90
GPASO SEJL14 TENNIS •  . ..,.,•• ...... ... WA 4 1 9
GREMLINS 2 NEW •  •• •-••••-• . . • WA 1 6 9 9
0919e16ee SPECAL OREN .„  . .  2.92   % . 9
GUNSHIP I R I S  1 6 9 9
HAAAMERtiST SPECTAL O M  , 9 9 9  9
6 9KA OBALI 7 .  _  N A  9 6 . 9 9
HARLEY 0A110601 •  19.90 I g  99
HEROES CAUST .,1 mei W A  2 4 . 9 9
HONDA 99)1 750 •  .  16 96 1 6  09
HORst WING M A  1 6 . 9 0
HORSE RAC.046 CAVAE0 RS MODULE W A  9 9 9
HOUND Ct SHADOW 6
9 6  
6 9 9
MORTAL II Awl Leall• . • •  • •  15 99 A O )
1APE9ILM •  •  ,  1 6  IP?
PAPOSSIMOLE
- .  •  •  
•  
1 3
.
9 9  
,
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MPOSSIBLE MISSION 2 •  •  6  90 6  91
NolmA 301ES THE ADyENTVRE 1 0 1  99 .....96.90
14134ANAKIA IS 603 NEW. •  • M A  . 1 9 9 9
NTERCEPTDR NEW PRiCE •  N A  6 1 9
NT cHmAPKINSRIP ONIESTIN5 M A  9 9 9
NT SOCCER CHAMENGE 1 6  99 1 6  91
rokkeite ,  I I  99 1 6 9 3
JAN NICKLAOS GOIE ,  *6 EN 1 5 9 9
JACK RIM AuS CHAMP. COURSES N A  1 . 9 e
JOCKV WILSONS DARTS • •• . 6  90 6  96
KEEE THE ERIE W  •  1 • 9 9
1004 OFT 2 „  1 3  II)  • • 1 3 .9 6, WA • • . 16,99NOE art 1 il T,A)
FARLANC GAME SNOW W A  1 5 9 9
KINGS OUFST 4 •  . 1 0 A  •••• 2490

LEGED 01 EAERG16811. • .  WA . .  • P' 1 9 9 94N
L E I) STORM.,

V  MAGA

°MARE CITY
16 se
5499

I6A
9.99

9599
, 6 99

1E3 U n i t  4, EL M. ,  21 Temple Street, Wolverhampton. WV2 4AN.
Tel: 0902 25304. Fax: 0902 712751

CALL US ON : 24 HOUR CREDIT CARD HOTLINE 0902 25304

ATARI ST & AMIGA GAMES SIXTEEN KIT COMPILATIONS
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LITE 44... HAIR •
LOOM •  •• •
THE LOST PATROL
LOTUS ESPRIT TURBO Gem i
MAGIC FLY •  •
11614
1991MMININIEFI IN SNT IFIAPCISCO
MANIC MINER • •  _
AENACE 59E1I64 MEER
MiONIGHT RESISTANCE
MIDWINTER
MI)NrY PYTHON N E W
MR D1)911E6190
NA NA  NEW
NEVER LIWO

w ADAK WARRIORS
NEW ZEALAND ST1340 •
NOEL MANSELL NEW
MCHT BREED. •  •
NOLA SPSIT
NUCLEAR WM. • •
OPERATION SPRoNACE
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OPERATION 1 RUI9 0 0 0 3 1
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POOL OF RANO/CE(1 moo ceN) 4 .  . .. WA
PCPuLDUS . l e  99
POPULOUS NEW WORLDS.. 8 _ 9 9
POS TAM PAT NEW •  .. • 5  99
POWER090111. . .  .  8  91
POSERMONGEN .  .  •  1B 99
PRO TENNIS TOLOt .  .  16.90
Kill ,

116104130W *EMI)  •  •  .  • • •  1114
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OLESTION CA SPEIRT
RED STORM RISING •  ,  6  Pi
MO( OAPAGEROLS 2 •  9 6 .
9 9ROM:SLAVERS 6  99
ROBOCOP •  1 3 . 9 9
FUGUE 'ROOPER 1611
1
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N A

RORKE 9 0911.  1619
ROY OF THE novins 4 9 9
.ALPE AM3 READY 6 . 9 0

T M  142391 3 0 _  1 3  99
110.00W OF BEAST ISI woo .  i6.01 W A
Smocre OF BEAST *nes  22011 . . . ,  . NM ••_. 1 2  Pt
SPADOW Ef BEAST 2 P A M  ,, , 2 4 9 6
SHAMIR WARRIORS 1 3  V) .... • 16 99
SHERMAN ME , •  1 3 9 9 _  1 1 9 9
SHOOT EM UP CON KIT ..............1 9 9 9  • .. • 19 99
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SW CITY i t  0  .. 1 9 9 0
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SITOWSTRINE NEW • 1 3 . 0  .. • 1690
SPACE ACE • .  29.91 6 9 9 9
SPACE 00E513 ,  .  • . . .  •  W A  • 0  99
SPELLS:IOW) NEW• ,  1 3 9 9  1 3  99
SPORTING TRIANGLES • , ,  9  99 9  99
SPY M O LINED ME ,
3  9 9  
1 3 9 0

s9yvSPY10920R3 4  90 4 9 9
STAN FIA1 4  0  4  0
STEVE 0 AMS SNOOKER 9 1 9
S"ORA1 ACROSS EUROPE , •  WA
SUBBEITECI 1 6  91
SIMMER OLYMPIAD • . 4 . 9 1
SLPER CARE IGNEPAN 1 3  99
SUPREMACY NEW • ,  •
SVIDEIG OF ARAGON •  ....... • W A
51413ROS14 TONIGHT
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UNSEAL • 6 9 1 4
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HOLLYWOOD COLLECTION
ST AND AMIGA E19.99

1438000P B A I I M  •HE MOVIE
G14361111S1ERS 2 t  MOKPO ANIS
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PLATINUM
ST AND AMIGA 09,99
91963E9 &AEA 116E9. 10EIGOT1IN
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MINDGAMES
ST AND AMIGA E16.99
WATERLOO. CONILiCT 99EuROPE
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EDITION ONE
ST AND AMIGA E15.99
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MAGNUM FOUR
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FORGET C L AWS
and tee th -  a  cool

cat tra ve ls
nowhere without

his ba ll of wool. I t 's
durable,

long-lasting and
capable of

stunning a  whole
cal-a logue of bad
guys te mpora rily
And they come  in

all sha pe s a nd
sizes -  from t iny

eaping cricke ts to
huge

barre l-lobbing
Donkey Kong

monke ys.
CelliS10118 a r e

registered on the
'Healthmeter' to
the right  of the

screen. The  longe r
you touch. the

faster it  fa lls.

Faced wi th  cat-napping, cataclysm
and cat-astrophe can Catty Hamza
cope? Purr-fectly.
EN ROUTE TO THE evening caterwaul, Bob Cats life falls
apart. Claudette, flower among felines and queen among
cats has been catnapped by the Mad Scientist. Bob doesn't
even paws for thought. Nobody takes his bit of fluff without
prior permission. He's going out there, he'sgoing to find her
and he's gonna bring that kitty back.

This is way too complex for a one-cat mission so Bob's
first task is to get help from his friends. Six cat cousins are
caged up on each of  the four levels leading to the Mad
Scientist's domain. It's Bob's job to locate them and find
enough keys toset them free. The snag? There are hundreds
of perilous platforms, crazy conveyors and poisonous pests

in there.
So. will Bob wither

in the face of catast-
rophe or will he banle
against the odds, res•
cue his  mates  and
save Claudette wit h

lust nine precious lives and his trusty ball of magic wool?

BOB H ATES
WATER but for
Claudette he  will
even ge t h is
whiske rs wet. A$
soon a s ca t h its
water, a  ha ndy
helmet
automatica lly
appears a long with
a limite d supply o f
air. Wa tch the
ca •me te r on the
right: whe n it  h its
the bottom, Bob 's
out of bubbles,

THE ONE

BOO D OESN 'T JU M P the  regula r wa y. The
height of a  jump is determined by the
•Jumpometer o p  the  right. Pu ll ba ck on
the joyst ick until the  meter reaches the
required he ight,  the n re lease  it  to  se nd
Bob ca t-apulting through the  sky. The
trick is judging the  he ight corre ct ly: too
much thrust and he  hits h is head or
overshoots the  mark,  too little  a nd h is
paws ta ll short.
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SOME BON ZO in a  white  coa t and gla sse s
has le ft a  truckloa d of  ca t trea ts round
here. M ilk,  ca ke s,  chicke n a nd fish a re
high in  prote in a nd good source s a t
energy. Je we ls a nd pre se nts wilt  ma ke
good gifts whe n you manage to loca te
Claudette. Potions a nd othe r such I te ms
have diffe rent bonus e ffe cts; invincibility,
extra health,  points a nd invisib ility amongthem

•••••.,.t..•..,•.4.• 4
v r A l t 1
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1 .
4 4
• 1 . 1 1
0 V e t t
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t t r
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s
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M AKE YOU R  FRIENDS ha ppy with a
golden ke y. Re scue d ca ts re wa rd Bo b
with a  brie f wa ve  or a  che e sy grin a nd
then le g it  to se a rch for Claudeffe .

°644
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•
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9 LIVES
Arc

ATARI
PRICE f 2 4  99
OUT N o w
GRAPHICS 8 5 %
SOUND 7 4 %
PLAYABILITY 79%
VALUE 8 2 %
OVERALL
82%
A M I G A
PRICE £ 2 4 . 9 9
OUT N o w

IBM PC AND
COMPATIBLES
N/A

CAT
FACTS
THERE ARE
approximate ly
6,500,000 ca ts in
the U K.

THE U S A H AS
approximste iy
54,600,000 ca ts

THERE ARE 330
different breeds o f
cat. The  Ragdoll
the la rge st a nd
generally we ighs
between 15-20 lb,
The smallest,  a t
around 6 Ib is the
Singapura. The
largest U K ca t e ve r
recorded wa s a
tabby we ighing in
at 44  5  lb

THE ALL-TIM E
mousing re cord is
held b y Towse r
who kille d a n
estimated 28,899
mice in  24  ye a rs.

THE OLDEST ca t
ever recorded die d
at the  gra nd o ld
age of  36

BOB'S BREWS
9 LIVES features several potion
pickups - though not every variety
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o watch out for.

BLUE POTI ON
Increases sta mina .

YELLOW POTION
Turns Bob into a
chicke n,  ca using

temporary
• p a r a l y s i s .

GIP

STRIPY POTI ON
Turns Bo b  stripy,

causing te mpora ry
pa ra lysis.
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Turns Bob spotty.
ca using te mpora ry

pa ra lysis.

g
o

I
W
H
I
T
E  
P
O
T
I
O
N

Makes Bo b  choke .
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BOB CATS
IT'S NOT EAS
contortions.

AIRBORNE

eing a cat: Bob go

SWIMMING

TEMPORARILY INVISIBLE

WITH A  PAI R  o f  m a g ic w in g s. a n y ca t  w it h  a  t a il ca n  d e f y t h e
laws o t  a e ro d yn a m ics. F lyin g  is  le ss h a ssle  than  ju m p in g  b u t
even w it h  a  m a g ic ch o p p e r it  d o e sn 't  la st  lo n g . M ake  su re  yo u
are p o sit io n e d  w e ll f o r a n  e m e rg e n cy la n d in g .

1 4 4 4 1 4 .  : 4 1 1 .  A t  A O  4 1 0 V i e t l i t .

 •

A C AT  C AN  L OOK a t  a  kin g  b u t  it  t h e  ca t s  in  in visi-Bo b  m ode
the kin g  ca n  I  lo o k b a ck. I n visib le  sa ve  t o r h is  head, e n e m ie s
tail t o  no te  o u r le h n e  b la n d  a t  a ll. I t s o n ly d isadvan tage  is  tha t
you ca n 't  se e  whe re  yo u  a re  lu m p in g .

through a lot for Claudette. Here's a selection of  his best

FALLING

DEAD

THE ONE

BOB'S BAD
BOYS
THE MAD SCIENTIST'S world is
swarming with enemies. Here's a
selection of its most common
inhabitants.
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subaquatic soul

FISH

with  teeth tha t
wou ld  p u t  a

piranha t o  shame,

OWL
These co m e  in  t wo

fo rm s: w ise  o r
mad. Ne ithe r i s

pleasant.

DOG
As e ve ry ca t

knows,  d o g s are
th ick. A  q u ick fl ick
of the wool ball is

all i t  t a ke s.

RABBI T
Th is hare -b ra ined
lepus p u t s th e  b o o t
in-

RAT
Vermin  is  ve rm in ,
and n o  f rie n d  o f
fe lines. A  cu d g e l
makes it  le ss cu t e
than it  lo o ks.

CRICKET
Th is sp in n in g
insect  ca n  b e  ve ry
irrita t ing  i f  yo u
don't  ca t ch  it
q u ickly.

JUMPING

SMOKING
(AND SUFFERING TH E I NEVI TABL E ILL -EFFECTS)

NO M ATTER  h o w  te rrib le  the  ha rdsh ip ,  h o w  h o rr ifi c
the ordea l,  so m e h o w a  ca t 's t ru e  lo ve  ca n 't  h e lp  b u t  w in
through. Claude t te 's a  re wa rd  in  h e rse lf  b u t  Bo b  g e t s a
spo rtsca r t h ro wn  in . I t  co m e s w it h  a  ca t -a lyt ic co n ve rt e r -
na tu ra lly.

9 LIVES isn't a licensed product but it's what
all those mediocre cartoon 'conversions'
ITom And Jerry, Garfield, Snoopy) should
have been. It's got all thecartoon essentials:

cute animation, comic-book artwork and bags of visual
gimmickry. Add t o that  a sophisticated network  of
conveyors, ledges, spikes and underwater channels,
and y ou  hav e an  exc it ing plat f orm game whic h
guarantees hours of  absorbing fun, Admit tedly,  the
unusual jumping controls do take a bit of getting used to
and moving about can be a tad awkward at first, but half
an hour's patient practice early on adds up to lots of
entertainment later.  A l l  that 's  miss ing are  a  f e w
well-chosen sound effects: Bob's animated antics are
crying out for the odd sampled bang, crash and miaow.
However, 9 Lives sports a suitably comic soundtrack, is
addictive, silly and well-designed.

AN AMIGA version, claws and all, should be
in the shops as you read this.

ST

PC

DECEMBER 1

BAD NEWS for PC cat-lovers. You won' t
cat•ch Bob on your machine.

I M O



by B o n d w e l l

STARFIGHTER - QS 127
Far and away the most versatile remote
controller, effective at 20 feet, compatible
with most video game systems."'

PYTHON 3 - QS 135
Precision performance
for Sege GENESIS
16 bit video game
systems.

40

,

VO W
ON 1 - QS 130F
rip control and deluxe
ai response plus
speed auto41011

al triggers.
_Pa,..ttble

polF most video
systems."

VERICK - US 128F
.ection, arcade-type

o1 stick with two
er select switch.
patible with most
o game systems.* FLIGHTGHIP - OS 129F

High-speed auto-fire and
8-direction thumb-pads.
Compatible with most video
game systems.* .411P

,  I N S I S T  ON QU1CKSHOT...
:-w—THE GENUINE PIECE
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by Bondwell•
Available at most major department stores and computer dealers.

*Sega, Atari, Commodore, MSX and Amstrad

APACHC - QS 1
Fast action and
RioGrip for
maximum control.
Compatible wit
Atari and
Commodore

ame systems.

0 0
0 .
1 *
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114a at the beginning of the Nineteenth Century. The
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this the ultimate arcade strategy challenge.

Epic cinema-style presentation.
K
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Stunningly atmospheric soundtrack.

Stage elephant races and tiger hunts.

Face natural disasters: earthquake, flood
and famine.
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'I WAS WATCHING Them! on TV, '
explains VID's graphic artist, Dokk, "when I
rust started talking about samurai. At the
time we were in the middle of designing
another game but we weren't very happy
with it, That's when it hit us."

From random thoughts great designs
emerge. When Dokk sat down with Mev
Dim and John Twiddy -  head honchos of
Vivid Image Development, creators of The
Last Ninja (8-bit), Hammerfist and Time
Machine -  in the company's Watford
office, they decided the samurai concept

• was exactly what they were looking for,
"We wanted something fairly mystical so

that we could put in lots of special effects.
Samurai also have a very strong sense of
honour -  that fitted in with our plot,"

And honour is what it's all about. For you,
a highly troined samurai bodyguard, the
murder of your ancient Japanese lord is the
ultimate disgrace. Under normal circum-
stances immediate horo kin i would be the
only honourable way out, but this crime is
different, The moustache twiddling perpet-
rator is no ordinary Japanese villain but a
megalomaniac demon who laughs in the
face of goodness, tweaks the nose of
respectability and makes his escape by
warping thr ough
time. Before the
body was cold you
snatched up your
magic sword and
swore on your mas-
ter's beard to travel
',to the future, bat-
-fe through four
death-defying l e -
vels, and sort out
that double-cross-
ing demon.

They called it The
First Samurai (the 'pun' on The Last Niniu.
by the way, is purely coincidental) and as
Dokk (whose previous work includes
Vendetta, Dominator and BMX Kidz)
began designing the graphics, Vivid Image
discussed who should program it. That's
where Raffaele Cecco came in.

"I'd just converted Time Mach' ne forVivid
Image on the Spectrum and Amstrod and
they asked me would I do this. I was looking
for a 16-bit project to do at the time but
everybody kept offering me 8-bit stuff
because I'd done so much of it before. Then I
sow Dokk's graphic sequences a nd
thought, h a v e  some of those'."

The admiration wos mutual. Mev Dinc:
'We wanted Rat to do it because he's not
only a very good programmer, he also
comes up with lots of really good ideas. If I
suggest one thing, he usually comes back
with three."

Development so far  has been on
Dngoing creative process in which every-
one is encouroged to participate, "Deciding
on sprites and backgrounds that everybody
is happy with can be time-consuming. We
don't argue, we just have constructive
discussions"

What they don't need to discuss is their
determination to make The First Samurai a
tad more special than your average hock 'n'
stcry romp. User-friendly controls are a top
Dricrily: "You have to be able to pick up the
Dystick ond just ploy the game." The First
Samurai comes with a variety of different
fighting movements but there's no need to
se down and learn them before you play. As
John Twiddy explains: 'The main thing is to
get lots of manoeuvres in there. They're all

—A

A PLAI N  la ndsca pe
like  t h is o n e  ca n
be tra nsforme d
Into t h is jum ble  o f
graphics a n d
figures in  a  ma tte r
of m inute s. T h e
graphica l b lo cks
are se le cte d  f ro m
the m e n u  a t  the
lop a t  t h e  scre e n.
White b lo cks
superimposed o ve r
the gra phics de fine
the 3 D  b y
spe cifying th e
position o f  the
edge o f  th e  roa d,
climbable  wa lls,
pilla rs yo u  ca n
jump o n  a n d  a n y
Outcrops a ga inst
which yo u  m ig h t
bump yo u r he a d.
The numbe rs a t the
base o f  the  scre e n
are a  m in e  o f
Information o n
Current b lo ck
positions. -
F o r  
t h e
ST conve rsion w e
have to pre-shift a ll the blocks,  Ws need to know how many there are so we can ca lcula te  them in advance; theeditor
automatica lly keeps tra ck of a ll the different typos of blocks on scre e n.
-  I t  a l s o  a l l o w s  y o u  
t o  d e fi n e  
p o i n t s  
t o  
t r i g g e r

happenings, a rock fa II or an alien appearance for example The  figure 200 on the right is the code foi a bat 2 0 1  would
be a  lla m a .

Kati
Hamza

is
rewarded

with
samurai

execution.

FOR AN  INTRODUCTORY sequence ,  %OD
is ta king the  e ve r more  tre ndy cine ma tic
approach. T h e  fi na l ve rsio n  wo n 't  lu st

feature la vish graphica l e ffects like  this,  it
will a lso  g ive  a  movie -style  fla shba ck o f

preceding e ve nts. T h is isn 't  ju st
cosme tics: VI D  is convince d tha t a  good

introduction a d d s t o  th e  a tmosphe re .

SPLITTING the main character up into
separate limb and torso sprite s isn 't  just
more m e m ory e fficie nt,  i t  a lso  me a ns
that t h e  numbe r o l  pote ntia l move me nt
sequences is pra ctica lly unlimite d. While
our he ro 's a rm  i s  sla sh ing  yo u  ca n
make h im  sta n d  o n  o n e  le g ,  be nd h is
knees o r  tu rn  h is  he a d a round,  An
added advantage  is  tha t huma noid ene -
mies don 't  h a ve  t o  b e  de signe d f ro m
scratch,  yo u  sim p ly u se  h e  sa me  lim b s
and st ick o n  a  diffe re nt he a d,

THE ONE

Turnin
Japan 5

WORK IN

ARTOF 11015E
COMPLEX musical score complete with in-game

arblings is one feature The First Samurai is highly unlikely
have. A full soundtrack isli't specific enough and eats up

memory. Instead VI D has something more subtle in mind,
preferably eerie, atmospheric sound effects with delicate
crescendos as you approach features like running water
or reach a crisis point. Exactly who's going to create this
series of sonic masterpiece hasn't been decided yet.

165
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AUTHOR
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RELEASE

AMIGA
September 1 9 9 1

ATARI ST
Sapiember 1991

ISM PC AND
COMPATIBLES
N/A



166
THE ONE DECEMBER 1990

A FR AM E f ro m  a  sp r it e  an im a t ion
demonst ra t ion  wh ich  d isp la ys our samura i
he ro 's po ten t ia l m o ve m e n t s one  b y o n e .
In add it ion  t o  a se rie s o f  unarmed fi g h t in g
manoeuvres t h e re 's t h e  po ten t ia l t o  co l-
lect  enough m a g ic t o  u se  that m a rve llo u s
mag ica l sw o rd .

TAKE A LONG lo o k at t h is screen  because
chances a re  yo u  w o n t  se e  m u ch  a l i t  in
the fi n a l p ro d u ct . Th e  se we r b a ckg ro u n d
is a lm o st  d e fi n it e ly b e in g  d ro p p e d  a n d
even th e  fu tu re  o f  D o kk ' s sp e ct a cu la r
ca sca d in g  wa te r sp r it e  h a n g s in  t h e
balance b e ca u se  it  u se s u p  t a r t o o  m u ch
memory,  a lm o st  a s m u ch  a s th e  m a in
sp rite  [Me lt .

TEENI1OPORI
SPEED Th e  First

S o .
-
R a
v i  
r
u
n
s  
a
l  
2
5

frames pe r second
'We decided not to
go For 50 frames

because its got too
many limitations You

cool hove huge
areas of sprites and

animation if you
wont that kind of

speed.'
DATA It's for too
&arty to soy how

much data the game
will take up - o  lot"
is the nearest guess.
SPRITES- There ore
105 different limb
sprites, which cur.
rently build up to

about 30 or so diffe-
rent movement

sequences
HARDWARE. Ref

uses a 386 PC and
PDS'

D OKK'S L AN D SC APE d e sig n s e m p h a sise  th e  o ld  a n d  th e  n e w.
Waterfa lls a n d  b r id g e s a re  re m in isce n t  o f  a n cie n t  Ja p a n .
Strange m o d e rn  e f f e ct s l ike  these  b iza rre ,  sp in n in g  p illa rs a im
for t h e  m o re  f u t u rist ic took,

NMI TWINY IMO HIS
MIME MRP EDITOR
FOR MAXIMUM flexibility in background design, John
Twiddy has put together on oil-singing, oil-dancing map
editor which runs concurrently with Deluxe Point. This . . . ,
clever little utility allows you to lood in graphics, select, f f
.
'
position and animate background blocks, as well as define
their depth relative to other objects. So far, the bulk of
development has involved perfecting the editor's features.
Its on ongoing process, as Dokk explains: "Whenever we

1
wont a new feature we simply phone.John up and ask h
to include it." •  r "
1 - -

110i,

CURRENT PL AN S a llo w  f o r t w o  d if fe ren t  st yle s o f  opponen t .
Killin g  a  h u m a n o id  su ch  a s t h is o n e  w in s b o n u s p o in t s a n d
handy p icku p s. Sm a sh in g  tougher,  m o re  m yst ica l e n e m ie s
endows yo u  w it h  m yst ica l p o we rs. Exa ct ly wh a t  kin d  o f
con f ron ta t ion  w i l l  ro u n d  o f f  each  le ve l h a sn 't  been  fi n a lise d  ye t :
'I t  co u ld  b e  a  mega-baddy o r  it  co u ld  be  so m e t h in g  e lse . Eit h e r
way, i t ' s  b o u n d  t o  b e  sp e ct a cu la r .
-

• Adr--•••• • • • • • • • •
•
• , 1 6 • • • • • •A M ORE RECENT exam p le  o f  t h e  fi rst  le ve l sh o w s p leasan t

coun t ryside  in ste a d  o f  st in kin g  se w e rs. Fro m  h e re  o u r va lia n t
samurai t ra ve ls in t o  two  in cre a sin g ly t e ch n ica l le ve ls o f
cit yscape . L e ve l Fo u r re t u rn s t o  a n cie n t  Japan  a n d  a  co n f ro n ta -
t ion w it h  th e  g rea t  m aste r-m urde ring  d e m o n  h im se lf .

THE TEAM  H AS
researched i t s
materia l w e ll. Th is
piece o f  o rien ta l
ca llig raphy i s
genuine Japanese
for 'sa m u ra i' .
However, a n
in terest ing  fact  f o r
t rivia  f a n s is  tha t
h ist o rica lly n o
samura i co u ld  e ve r
be fi rst . Acco rd in g
to Ja p a n e se  t ra d i-
t ion . a ll sa m u ra i
wa rrio rs a re  equa l.

THE CREATI VE
gen ius b e h in d  Th e
First  Sam ura i,  o u t

 Viv id  Image
Deve lopment 's
Wat fo rd  b a se : M e v
D i m  Jo h n  Tw id d y,
Rat C e cco  a n d
Dokk,

effective so ultimately you don't actually
need to know how you've done each one.*

There's no need to socrifice visuol impact
to eosy-to- handle controls: "In some
arcade games, when your opponent's in a
certain position you end up grabbing them
and throwing them over your shoulder, It
looks you're doing something very spec.
'ocular but in fact it's the computer showing
standard joystick moves in different ways
on screen. That's a feature we'd like to
include."

The First Samurai definitely won't be one
of those games that restricts you to walking
in one direction. The aim is to get you
experimenting, leaping about ond explor-
ing your environment, so there's a plethora
of rocks to climb on, platforms to jump off
and ledges to lond on. One option under
discussion involves more complex search
and map factors on Level Three.

Three sub-games ore included for
variety's sake. As you are whizzed into the
future on some form o f  fast-moving
transport, o train, or a lift for example, you
leap from point to point, negotiate traps
ond avoid treacherous obstacles (as yet
unknown).

Another major VID innovation is a direct
trode-off between kicking ass and watching
your bock. Approaching the demons
tower, your rudimentary knowledge of
magic is boosted by power-ups. The
simplest way to exploit them is to charge up
your magic sword or release your karma in
the form of a  fireball. The strategic
alternative involves charging up a trans
-portation p o d
further along your
route. Next time
you die, there's no
need to fight your
way through fami-
liar enemies agoir

you restart from
that spot.

Though Rof's CV
consists of a list of
Spectrum and Am-
strad titles as long
as your arm (Equi-
nox. Exolon, Cy-
bernoid, Stor m.
lord, Solomon's
Key) The First Samurai is his first protect on
16-bit, specifically the Amigo. Inevitably,
most of the two months in which he's been
involved in the project been token up with
getting used to the mochine: "Obviously I
couldn't use any old sprite handling or
scrolling routines because I didn't hove any.
I've hod to start everything from scratch,"

There's plenty of time for him to get the
hang of it: The First Samurai isn't due to be
released for another nine months. VID
deliberately opted for a  fairly long
development period: 'We want to make
certain there's plenty of lime at the end for
tweoking This is the sort of game where it oll
comes down to how many enemies there
ore and where they're positioned ." The final
version will hove had all its levels
extensively tested one by one.

Meanwhile, VID has various other
projects up its sleeve, though what, how and
why is something the team's not prepared to
reveal at this delicate stage of negotiation.
Some dabbling with a  16-bit console
( we're nolsure which one") may also be on
the horizon, though nothing's settled yet. As
for Raf, it doesn't look like he'sgaing bock to
the Spectrum: "I'm enjoying 16-bit too
much."

• FOS rioads be  Prow.
rammer
.
' 
D e v
e l o
p m e
e t

Systems. Created by
Farad Katon, it is the
most widely used
development tool toe
prolessional eatertotn-
mem softwore prog-
rommers. The system
roes on an IBM PC or
compatible which
limited to the target
machine, and allows
programs to bemerVieted and altered
in Teal time. The code
can also be written on
the P-C, and thee down-
loaded to the target
machine.
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FOOTBALL MANAGER 2
An all time great from
Kevin Toms.inventor

of the Ivories greatest
selling fooMall game.
Man to man marking.
choke of formations
and substitutions,

tackling, crosses and
diving goalkeepers,

Football Manager 2 is
full otiection with

spectiwular graphic

,Prisari o r p o r d i l o n  Plc.
that I  B a l d  Road.
Enfield, Middlesex EN1

G AMS SUPER SWAMI 4 1
1 1 .
Garza mania is about
to hit your computer
screen! Realistic Ball

c a r o l  allowing you to
chip, curl or dribble

through the opposition, -11111
- maybe one day you'llhave the skill of

Gasgoine himself. 7"
- 1 1
"

FOOTBALL MANAGER.
Wpm CUP IINTION

&gel
, 
t h
e  
i n
t e
r n
a t
i o
n a
l

arena with a World
Class game from Kevin
Toms. This will be the

chance for you to
manage the national

m into sporting
history.

L IVE iTHATiDREAM

INICROPROSIE SOCCER A l
Football crazy, footbaillil
mad, this will challenge

your skills right from
the kick off. With d

features that range
from overhead kicks taw.
an overheaSview of the'
411

pitch! youi  pia" for
much longer thrillextra time.

Available ea:.
114.99S i x l

-
t r u
m 
1
1
1
1
2

LC"ftIBM641712'63p .  1
11
1
1
6
64
.
:
9
99
:
9 1 0 1

CIP464/128
Am,irad T a p e  114.99
Amirod 116.99
Mimi ST A N A .
Agliga 1 2 4 . 9 9t  24.90
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The world
warmer as a
snow joke.
he'd dig up

of Midwinter is getting
sequel approaches, and it's
Gordon Houghton thaw-t
the details.

THE FIRST SCREEN you see is this, and it
affords many more options than
Midwinter. The War Room is the place to
execute all disk operations. In Personnel
you can modify your hero or heroine,
while Training gives you the opportundy
to try Out different modes of transport on
your home island, or sample a mission, os
plan strategies. Raids allows you to
attempt individual missions, and Control
is where you tackle an entire campaign.

GRAPHICS
THE BASIC 3D routines created for Midwinter have been
slightly speeded up for its sequel. The program is currently
having to scan 400 faces at once because the terrain is
irregular: if it was totally flat, fewer calculations would be
necessary. In addition, all the scenes and objects have
more complicated vectors and greater detail •  for
example, there ore 1 20 faces on the helicopter alone. The
role of the graphics has changed subtly, as Mike Singleton
observes: "The solid graphics environment is the main link
between everything that goes on in the game"

The fractal techniques used in the mops hove also been
modified to accommodate the larger area and new
colours: in essence, they have been crammed into smaller
memory space and run at higher speeds. Maelstrom has
designed its own landscape creator to facilitate mop
design: "It was written in a couple of days, used for a
couple of days, and it won't be used again until Midwinter
III."

THE ONE D E C E M B E R  1990

THE STORY SO FAR... In 2039 a rogue
meteorite struck the earth head on, causing
widespread global cooling and lowering
the sea-level. in 2060 a colony of survivors
established a crude society on Midwinter
island using basic technology. In 2099 a
threat to their freedom was posed by the
dictatorial schemes of  the evil General
Masters. A  resistance movement was
formed, led by Captain John Stark.

In Midwinter II it's now several decodes
later, and both Masters and Stork have left
the scene. The world is beginning to thaw,
and t he sea-levels o re  ris ing again.
Exploration parties heading south have
discovered a  new archipelagos o f  42
islands of f  the coast o f  Africa. They
colonised ore  of  the largest, named it
Agora (Greek for market ploceff arum I. and
settled down Then the trouble started._

The sequel so territorial contest between
the Atlantic Federation (that's you' and the
Saharan Empire. Because o f  climatic
changes, the Sahara is now a green and
pleasant land, and its people hove become
insatiably acquisitive. They ore threatening
to launch an armada pretty pronto, and
unless you acquire enough islands to thwart
them, your civilisation could be wiped Out
before it begins.

This is the most fundamental change in
gameplay between Midwinters; the switch
from a single island to a cluster of 42. Hugh
Botterbury, Midwinter Ws 'Producer', exp-
lains: 'One of the problems in Midwinter is
that the island itself is too big - playing for a
few hours at a time can be more of a hassle
than on intrigue. A number of  different
islands means more variety, ond a greater
total land area to explore.'

The idea for the island g roup emerged as
Mike Singleton looked closely at ways of
improving t he act ion o f  the original;
"Midwinter could be too much of a long
slog. One of our programmers finished it in

Reuiving The
THESE ARE THE

42 islands of
Midwinter II

displayed on the
tractally-rendered

main map. Agora is
the land mass at

the top left, and Is
actually based on

the Cape Verde
islands. The team
has combined the

two Midwinter
map-modes (Relief

and Coloured
Contour) and has

added shadows on
the sea to give an
idea of an island's

shape. The boys
have also

attempted to
recreate a
GEM-style

environment, so
that the map is

full-screen at all
times, and you can

zoom in on any
spot with up to 84

times
magnification

(Midwinter had 32
timesl. But the fun
doesn't end there,

because masses of
information is dist

the click of a
mouse button

a wa y .

BEFORE ANY CAMPAIGN. you can plan your strategy In
advance I t  cuts out the hassle of experimentation. You are
able to simulate capturing any of the islands in any order or
combination, before torcing the enemy to launch its armada
(which always takes the tine of least resistance). I ts well worth
spending some time with this screen, since d could save you a
lot of time and ell art For example, if islands are cut off from
enemy supply tines they liberate themselves: you don't
necessarily have to capture all 41 islands to win._

HOWEVER, THIS IS probably the most
useful map mode, since it gives access todetailed vitoi information. For example.
that scorpion insignia and the red dot
Indicate the location of a unit of the
Saharan Empire. information is initially
restricted, but you can glean further
details from characters and from
encounters. An additional information
window reveals the contents of any vIllage
on the map,
1
1

iF THAT'S NOT enough. you can access
an exaggerated isometric viewpoint,
which gives you a cross-section Of any
point on the map, so that you have a
rough idea of the type of terrain you face.
For trivia tans, the two Islands shown here
are Sikasso (foreground) and Dhafra
(background).
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Cold W r

AND TH ER E'S M OR E... You ca n a lso toggle  a  fia t politica l map,
aosich re ve a ls the  name a nd politica l orienta tion of  e ve ry isla nd
al a ny time . I t  a lso points out the  enemy strongholds I three of
?ern indica te d with light green shading),  a s we ll a s shipping
mutes a nd supply line s. I f  you like ,  you ca n plot an a utoma tic
route from whe re  you a re  to anywhere  e lse  on the  ma p l u s t
bear in  mind that tra ve l ta ke s time . You ca n follow the  route  in
soild gra phics,  ta king pot shots or a dmiring the  sce ne ry,  o r just
gel stra ight to  your destina tion.

FOR EXAM PLE,
how a bout a

relief-map of the
lea-bed? I t s vita l

you na viga te  a
subma rine -.

THE ONE

under on hour in twining mode, but it
usually takes nine to 10 hours to complete.
People prefer something that can let you
have a quick blast as well as a deeper
challenge
- The structure of Midwinter II has been
adopted accordingly you can ploy it as 41
individual missions, or os a campaign. The
missions are island-based, with o  skull
notation indicating difficulty: if you wont to
ploy for half an hour, pick a small island (one
skull). If you fancy on all-nighter, opt to
liberate one  of  the five-skull enemy
outposts.

Each mission can include up to a dozen
objectives, selected from six basic types:
Assassinate, Rescue, Enlist Help, Seize Vital
Documents, Destroy Enemy Unit,  o r
Sabotage Building. In turn, each of these
could involve sub-missions - key individuals
might make additional demands before
helping you. You pick up information and
get to know each island's social structure as
you go along. Free an island and you are
rewarded with a couple of gifts: mundane
items such as toasters fscore is kept in
dollars), and items useful to later missions.
such as extra weaponry.

There ore no time deadlines on individual
missions, but if you play a campaign, you

r

Am V . . ,  star
Alt C r .  N O
C.00,0 % M r
Loa Cr. .
Soo
S .  0 . 4  • lin
0 •00 ,4 *.
,sog..I

THE VEHICLE SETU P utility is where  the
parameters are  se t for e a ch of the  22
ve hicle s. I t a llows the  progra mme rs to
toggle the  different a xe s o f  movement. se t
the turning speed a nd acce le ra tion,  a nd
,
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ground -  e ve rything that you'd need to
distinguish a  subma rine  from a  ze ppe lin.
Mike e xpla ins the  beauty of I t: -
W e  d o n ' thave to write  an individua l progra m for
each ve h icle .
-

need to be swift. For the first six months you
concentrate on freeing enemy islands. After
that, the Saharan armada sets soil for you r
stronghold. I f the enemy reaches your
capital city on Agora, it has won.

The mission structure isn't the only major
difference between the original and the
sequel. Midwinter's basic quartet o f
vehicles hos been replaced by a current 22
modes of transport - 'and there may be
more
-
. 
O u
t  
g
o  
t
h
e  
s
k
i
s
,  
s
n
o
w
-
b
u
g
g
i
e
s  
a
n
d

hang-gliders, and in come vehicles more
suited to the warmer climate: jeeps, ships,
submarines, zeppelins, rocket packs, para-
chutes, spy planes, balloons, hovercraft, jet
skis, buses, trucks, tanks, as well as walking
and swimming. This is partly due to the vastly
different terrain used throughout from flat
plains to huge craters in extinct volcanoes.

However, much of Midwinter hes been
retained: you still have to stop and rest after
injury and exhaustion, you need help to
fulfill tasks, and you need transport to get
around. Every aspect of the original has
been enhanced,from increased complexity
in the landscapes (250,000 square miles
compared to Midwinter's 160,000, ondd
four times as many pixels), to a greater
variety of encounters. There ore even P.

WORK IN PROGRESS

THE M AJOR  DIFFERENCE between M idwinte rs in te rms a t 3 D
environment is the  absence  of snow. D own in  the  wa rming
tropics,  the  te rra in is lush a nd ve rda nt t h e r e  a rs even a  fe w
palm tre e s. However,  you st ill encounte r va st cliffs,  rough
ground, a nd e ve n some  stra nge  aqua tic sce ne s. Ve hicle s are
distinguishe d b y a  re levant gra phic ove rla y i n  th is case ,  a
jeep. The re  s a lso a  wide  va rie ty o f  weaponry,  from ha nd-he lds
(sub-machine  guns. p isto ls. grenades,  ba zooka s) to
ve hicle -spe cific a rmoury (a ir-to-a ir missile s,  ta nk guns. a nd so
on). The  displa y pane l a t the  top is constant,  a nd conta ins a
radar, muscle  powe r indica tor,  24 -hour clock,  M ini-ma p,
compass. speedometer,  turnometer,  a rtificia l horizon,  a ltime te r.
fuel a nd we a pons indica tor.

A FLYI NG JEEP?  N o t h i s  is st ill the  jeep ove rla y,  but it  ha5
been give n the  qua litie s of  a  he licopte r b y a lte ring its
parameters on the  ve hicle  se tup scre e n. You ca n tra ve l
anywhere a s long a s you ha ve  the  right type  of ve hicle .

1691

MIDWINTER I I  a lso fea tures a  night-tome mode . including a
halt-hour sunrise  and sunse t se que nce . M ae lstrom is ma king
great cla ims lo r the  PC ve rsion,  which will run in  VGA... The
one ma jor omission a t the  moment is the  'misty dista nce  e l e c i

that's going to  come  later,  a s M ike  Single ton points out:
-
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we put it  I n ."
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FRAME RATE.. Al-

though it's only run-
ning at six frames

per second right
now,. Maelstrom is

looking
to increase the

speed. Mike Single-
ton elucxlates. I t  de-

pends on the diner.
lion you're looking,

but
the overage is six
frames, On the fi•

rushed product we'd
be pleased with a

top rote of 10
frames,

with six in more cons.
plex scenes"

POLYGONS_ The
number of polygons

on screen at any
lime vories, again ac-

cording to the
viewpoint, 'ob-

viously, if you're
looking at the sky,

there oren't any. A n
overage of 200

polygons
ore displayed at

once, but the pro-
gram can process up

to 500 "not all of
which will be

displayed,
but all of which have

IQ be calculated
DATA_ The three

disks use a combine'
lion of compressed
and row data' "the
major work is done
on the graphics ond

sound, which ore
compressed at a W-
ho of about three to
one -  so the 400K

of compressed
graphics amount to
about 1.5Mb of un•

compressed da le
The program ond

missron
disks don't feature

such hefty compres-
sion, but do contain
onother 1Mb. In to-
tal, there's probably
about 2.5Mb across

all three disks - al-
though Maelstrom is

keen to point out
that it's not finished
yet, and more may

be addedl

speciol icons activated at  key moment
throughout -  f or example, in the rig
situotions you can jump from one vehicle
another!

So how is Maelstrom managing to fit it all
in? Well, three disks help: a Master Disk,
which contains the program, a Mission Disk
containing oil the islands, and the Graphics
Disk, which sits in the computer for most of
the time. Hugh Batterbury explains the rest:
"Midwinter took about nine months from
scratch. 'Mien Midwinter II come around
we'd already developed the routines, and
there W05 much greater scope to design
and explore"

The team is  already thinking about
Midwinter RI, osMike Singleton points out.
"We haven't  planned i t ,  bu t  we'v e
mentioned the idea, and I certainly think we
ought to do it." However, a Midwinter
scenario creator based on the utilities
Maelstrom is currently using isn't likely: 'a lot
of the game design would be too tedious."

The more  immediate future holds
Stodord, which is based on an old PBM
game written by Mike in the eorly '80s • I t
wosprobobly the first PBM game in Britain."
It's a 3D space combat epic in which you
con control anything from single ships to
whole fleets, and it's been underway for
some considerable t ime.  " i t  k eeps
getting interrupted by  other proiects "
MicroProse wi l l  publish i t ,  probably
sometime next year. •

THE ONE

—

MIDWINTER H AD  32 cha ra cte rs,  its se que l ha s 1500, e a ch with a  diffe rent portra it,  The
major di•erence is that this time you control only one person, and interact with the
rest. Be fore  the  adventure  be gins prope r you choose  your name a nd se x,  a nd se t up
your own portra it,  a lte ring the  style  a nd colour of  ha ircut,  eyes,  mouth,  nose ,  lips a nd
the sha pe  of the  face . Once  se t,  th is face  appears in  minia ture  throughout the  game,
on obje cts such  a s pa sse s. As M ike  points out: "it 's fun to  pla y e ve n on its own -  and
you can get some pretty good likenesses!"

T WA AgoDot oNetn p i rt

BEASON

44 g o d

'DECEPTION
ahoetalipt

DECEMBER 1990

Ali 1
0
40
-

The secret police have
captured you. Y o u  languish in
your cell, wa it ing For a  chance
to escape.
Your guard today is Schwabe.
WM  you do nothing or wiN you
ta K e  destiny by the  throat?

MEETING CHARACTERS is one  of the  ma jor pa rts of the  a ction. Ha ving seen on ly the  barest de ta ils about
them, you ha ve  to de cide  whether or not to ta lk,  a nd whe the r to use  cha rm o r force . I f they cooperate ,  the y
cou ld  o f fe r h e lp  in  t h e  t o i l  o f  a  m yst e ry t r ip  t o  a  leader,  f o rg e d  d o cu m e n ts,  weapons,  ve h icle s,  co n t a ct
with othe r people,  o r she lte r from the  e ne my. Bu t  beware •  some  cha ra cte rs he lp more  than others,  a nd
some a re  t ra it o rs wh o  t u rn  yo u  o ve r  t o  t h e  se cre t  p o lice .

IN ADDITION TO the  lace ,  you a lso se t
your cha ra cte r's psychologica l ma ke •up
from e ight cha ra cte r tra its,  So,  for
example, you might wa nt to incre a se  your
bribing skills,  o r improve  your se x appea l
However, to  ke e p a  ba lanced character,
increasing one  a ttributes de cre a se s
others. You ca n a lso cha nge  a spe cts of
the physique ,  su ch  a s sta mina .
recuperation and endurance- These  skills
are a ll enhanced by pra ctice  during pla y.

501111111
SOUND Will BE a cornbin of sampled effects
ond music. The music will be more prevalent on the
Amiga than the ST, but even then will only be used at
appropriate points during the game.' The sampled
effects only make use of a couple of channels, but
include o  bubbly suboquatic scuba-diver and a
rhythmic helicopter effect, Compressed data is
replayed directly, as Mike explains: Ifie greater the
compression, the foster the sample.' Other noises (such
as bongs) will use the sound chip.

1

MAELSTROM wa s formed five  ye a rs ago and,  a s Hugh
Botterbury comme nts. it  "wa s proba bly the  lust  spe cia lise d
development team a round." The  M idwinte r squa d is (from le ft
to right,  sta nding). Bruce  Butte rfie ld,  M ike  Single ton. Da ve
Gautrey, Hugh Banerbury, Andy Mer lon.  George Williamson,
and (seated) Da ve  Oilma n a nd Va l Fra nco.

•
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FIGHTER BOM BER

GREAT
COURTS

9
I

STUNT C4
fl  
R A c t
eAvailable on ATARI ST, AMIGA, IBM PC

and compatibles, COMMODORE 64, SPECTRUM and AMSTRAD CPC.
NOTE1 ! KICK OFF is not avail* in the PC version.

NOTE 2 In the SPECTRUM version STUNT CAR RACER and SUPERSKI MT replaced by CARRIER COMMAND, P 47 and RICK DANGEROUS.
UN SOFT UK
SADDLERS HOUSE, 100 READING ROAD
YATELEY CAMBERLEY, SURREY GMT TRX
TEL.: 0252_860.299

171

THE
ONE

UB
tertamment Software

PO) - ti31(w) NIONITI - I I I  S WAS -  TH 1 1 1

DEC
1990



172 M 5 • M

MAIL

AMIGA
AMIGA PACAS

S O O N  GO O
RIGHT  OF FANTASY

06,939

kr

ORDER TO-

.1to•

.

..

DEPT

ERPANSION
inc

• DUNGEO N

i
e
b
y
-
x
l
i
n

ONE, 55 HARROW
TEL: 081-803

AMIGA
PACK

I /  NEG KWA
MASTER

I fil l  9.99

DRIVE, LONDON
0893
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Happy ST The Ultimate
Backup Device

oolv 04
999*No external floppy required
•Read & write Mac disks

'Regular software updates
available free of charge

• Floppy to file transfer allows
programs to be modified etc.
*Does not require device to be
Installed to run backups
'Over 200 copying routines
induded with the cartridge.

When order ing p leas e s tate whether  you require the c ar t r idge for  the STE or  not

Available From: Third Coast Technologies Unit 8, Bradley Hall
alkft T r a d i n g  Est, Standish, Wigan, Lancashire, WN6 OXQ,

Telephone (0257) 472444, Fax: (0257) 426577

A 'BIT' ON THE SIDE
PUBLIC DOMAIN SOFTWARE

8 THOROLD PLACE, KIRK SANDALL
DONCASTER DN3 1NU

TEL: (0302) 887332
(between 6pm 8 p m  Monday -  Friday)

* OVER SOO MEMBERS IN THE FIRST THREE MONTHS
* NEARLY SOO AMIGA PD TITLES IN STOCK
* ONLY DOUBLE SIDED BRANDED DISKS USED
*E1.75 PER DISK
* ALL PRICES INCLUDE FIRST CLASS POST + PACKAGING
* SAME DAY DISPATCH
* FREE MEMBERSHIP, NO HIDDEN COSTS
* COMPETITIONS AND SPECIAL OFFERS ON CATALOGUE

DISKS

OFFER A: Catalogue disk contains 2 Music/Graphics
Demos, 1 PD Game, Complete list of titles available
-  E1.75

OFFER B: 5 disks containing Utilities, Music, Games,
Music/Graphic Demos -  Catalogue disk, All 6 disks
for E9.00III

ALL CHEQUES/POSTAL ORDERS SHOULD BE MADE
PAYABLE TO: A 'BIT' ON THE SIDE

*Comes supplied with analyser
software so that you can find the

protection on the disk.
'Version available that supports

MAC TOMS call for details

•Badtops all Atari software as well
as most Amiga and PC software
*Software available every week

'Uses custom hart chip

• The only worthwhile backup
system available for the Atari

'Don't buy a copier that only copies
25%, 30% or even 40% buy a copier

that copies 100%.
Don't delay order Ihippy ST today!

OSA
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THE LOCATION OF

HORRIFYING HOMICIDE
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Police hiot toda$ been in
 o f  the murder o f

Mr Charles Hines, aged 46,
an attorney f ro m B a r-
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MURDER!
I9TH JUNE 1941

DISTINGUISHED
PEER HAS 2

HOURS TO FIND
THE KILLER...!

Lord Alfred Andrews has
only 2  hours to  t ry  and
solve the murder o f  Mr
Charles tones who was
attending a cocktail party
at 'Ghastley Manor'.
He reports. "Things are
not quite as I  in it ia lly
thought. The guests are en-
twined with lose affairs.
disputes over inheritance
& outbursts o f  jealous
rage"
Intestigations continue.

U .  S •  G O L D
Purleors of

Fine Qualit;
THE SCENE OF THE HORRENDOUS CRIME!  Sofinare
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PEOPLE!

Get moor% and send
us your pictures.

music, animations and
the like. Each month

we punt whatever
takes our fancy. so
make sem good or

entertaining or both
and the space is

yours- The address, as
ever, is DEMOS. The

• O n e ,  Priory Court,
30-32 farringdon Lane,

London EC1R 3AU.
Dont forget to send a

stamped addressed
jiffy bag it you want
y oll f

AND HERE'S
WHERE TO CET
TM MONTH'S

STUFF...

ATM $T
The Demo Club

Catalogue Disk and
all other Demo Club
wares a re  available

from (surprise
surprise) the Demo

Club, 2 3  Alma Place,
So !shy, Lams PE23

5113. Te l: (0790)
53741.

AN SA
The Dig ita l Concert
comes f rom Demon

Software.
Harbledcwm,

Westland Green.
Little Hadham: Herts

SG11 2AQ. Ghost
Pool and Spigot  can

be obtained f rom
ADS. 7  Pa rk

Crescent Worth ing.
East Sussex BN11

4AH. Tel: 10903)
210279, The Goldfire
megademo wa s sent
d irect ly to  us b y the

authors, bu t  they say
it is available f rom

Start Cornputei
Systems. Barb ican

House, Bonnersheld.
Sunderland S116 OAK

Tel:10911 564 1400
(EXT 206). Total

Recall was sent to u s
d irect ly b y Pendle
Europa. bu t  is a lso

available f ro m
Diamond PD. 21

Bettiscombe Close.
Canford Park,  Poole.

Dorset BH17 9011.

RAI PC ANO
CORWARBLES

Both Captain Comic
and Triclops Invasion

are availab le f rom
PDSL Winscombe

House, Beacon Road:
Crowborough. East

Sussex Th16 TUL Tel,
(0892) 663298.

LIGHTS COIN'
OUT AND 4

P-P-P-P-PLE F ASI _ '  Sie ve  s  Ro g e r Rabb it .

GH OSTL Y
g o in g s-o n  in
-
p
o
l
t
e
r
g
e
i
s
t
'  
p
o
o
l
.

AND A  F I N AL  b u rst  a t  'Tu r t le '  R e ca ll b e f o re  w e  b la st  t h e
g reen  g e e ks in t o  sp a ce  f o re ve r .

HAVING BEEN a bit thin on the ground recently.
Atari ST demos are now pouring in (hooray!).
Most of the realty good ones came from the
Demo Club, including its dead neat Demo Club
Catalogue disk. This professional piece of work
includes free textual and graphic blending
intros, one each by SYNC and AXEL plus a pair
by the Replicants. Let's hope the boys can keep
it up for the next few months., On the Amiga
front, Steve Packer impresses with some
peachy graphics. His swell sideshow collection
features Roger Rabbit  and Steve's own
versions of 'famous' graphics, such as the
Power Drift cars. Sound-wise we have a quality
display in the form of Digital Concert VI by
Flash It's a clever piece of music, and very nicely
mixed too, with a lot of proper stereo handling
going on. That's not easy to do well, so full marks
to old Flasher. From Amiga Digitising Service
comes a  duo of  Dr Gandalts ray-traced
animations, one entitled Ghost Pool and the
other called Spigot Ghost Pool is a lengthy
animation of a ghostly pool cue clearing the
table Hurricane Higgins eat your heart out
Spigot is pleasantly rendered animation of a
bowl arid a tap. The bowl has the Amiga logo on
the bottom, and drops of water ripple the water
-  a totally brilliant effect' Goldtire Me gad em o

Phil South
shakes it all
about and
does the
Hokey

Cokey with
what turns
around in
the Public
Domain.

1 1 1 0 1 1  R A P P I N G  w i t h  R e ca ll,  t o t a l ly ...
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is the first megademo from a new British crew
based in Bedford There's lots ot smart stuff
here, such as bubbles over a rocky honzon, a
well-hard picture of Big Brother from 1984.
NewIek style lips as music metres, arid a swish
Teenage Mutant Ninla Turdes 'sequence'. It's
all we il worth having. Faye rave this month
though, is the super-slick Total Recall demo
from Pendle Europa It's agreat sideshow with a
good soundtrack containing a lot of samples
from the movie. Heaven only knows where the
team got all the digitised stilts and sounds from.
The quote about sticking the thing up your nose
is here, although fortunately the horrible
grinding noise when Arnie does rsn't The bit
when he's in a mechanical disguise is used too,
although unfortunately it's not animated. A big
tick for an entertaining sequence, guys... After
being a bit quiet lately, the PC scene has livened
up again. Captain Comic is a brand new version
of the famous graphic adventure, this time
featuring new options and considerably less
bugs. It you haven't played this game before
then get rt. Triclops Invasion is another
example of a brilliant Public Domain game (it's
also available on the Amiga) Interestingly
enough the source code in C is actually on the
disk, so clever people can fiddle with it!
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- 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, corners and free-kicks.

THE COMPETITION'S OVER
AND HERE'S THE 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.

7
1
C
1
1
1
!  
1
1
7
1
1

1/4
„
:1
,
11
_!•  
•
"
.

Tacide 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, gel Marradonna excited,

and have Hullit 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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6BUICK MOON BUkCI

C
WON

COMPUTERS

SCREEN GEMS
ANL

BLACK MOON
COMPUTER CLUB

The prestigious members
only club for computer
software, b lank med ia
and peripherals. Wh a t
you get;

Free membership card
exclusive to you.

Free updates on all new
releases.

Free advice and helpline.

No obligation t o  buy.
(Unlike other clubs)

Big Big discounts. Look at
these examples.

Robocop II 1 6 . 9 9
Kick off II 1 2 . 9 9
F19 stealth
fighter 1 9 . 9 9
Days of thunder 19.99
Midnight
resistance 1 6 . 9 9

Night breed 1 6 . 9 9
Annual
membership E5.00
MEMBERS ONLY

All our
hardware comes with
1 years GUARANTEE

and FREE
delivery

time:94
+ BLACK MOON PACK

512K RAM I  MEGABYTE DISK.
DRIVE, TV MODULATOR. MOUSE

MANUALS & TUTORIAL DISK
KICKSTART 13, WORKBENCH 13

BACK TO THE FUTURE II, DAYS OF i t
THUNDER SHADOW OF THE

BEAST II. NIGHT BREED, DELUXE
PAINT II. DISK BOX, MOUSE MAT

DUST COVER. 10 BLANK DISKS
AND rwo SUPERB JOYSTICKS

I
t  
A
M
I
G
A 
5
0
0

110
1

CLASS OF 90 1 STEPS

• BLACK MOON PACK
512K RAM. 1 MEOABYIE DISK

DRIVE TV MODULATOR, MOUSE,
MANUALS & TUTORIAL DISK.

KICKSTART I.3, WORKBENCH 1
Fla RETALIATOR, RAINBOW

ISLANDS, E Fr Po TR M DELUXE
PAINT II. DISK BOX. MOUSE MAT

DUST COVER, 10 BLANK DISKS
AND TWO SUPERB JOYSTICKS
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4 0  
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1
1
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9

3.5 40 holder with 20 3.5 d.s.d.d 1 5 . 9 9
3.5 40 holder with 40 3.5 cl.s.d.d 2 7 . 9 9
3.5 80 holder with 10 3.5 cl.s.d.d 1 3 . 9 9
3.5 80 holder with 40 3.5 cl.s.d.d 2 9 . 9 9
3.5 80 holder with 80 3.5 cl.s.d.d 4 9 . 9 9
Cheetha 125 7 9 9
Cheetha starprobe  1 4 . 9 9
Pro 5000 extra  1 4 . 9 9
Konix navigator   1 4 . 9 9
Replacement mouse  2 9 . 9 5

AMIGA 500, KICKSTART 1.3, WORKBENCH 1,3, MANUALS
& TUTORIAL, MOUSE, MODULATOR.

CM B833 COLOUR, STEREO
MONITOR  2 4 9  35
1 MEGABYTE (is
EXTERNAL DRIVE 6 9  95
512k MEMORY EXPANSION

CLOCK 4 9 . 9 5
COMMODORE GS GAMES
CONSOLE . . .  9 9 . 9 5
SEGA MEGADRIVE   . .  1 8 9 . 9 5

+ BLACK MOON PACK
AMIGA SOD, MOUSE MODULATOR,

MANUALS, A501 MEMORY
EXPANSION. PRO WRITE 26

D PAINT II. D PRINT II, INFO FILE.
LOGO, MUSIC MOUSE, TALKING

TURTLE, BBC EMULATOR. BOX OF
ID DISKS. MOUSE MAT, RESOURSE

TILE. INTRO VIDEO, LET'S SPELL AT
HOME DUST COVER AND IWO

SUPERB JOYSTICKS.

AMIGA A590

ARD D •
• BLACK MOON PACK

20 MEGABYTE HARD DRIVE WITH 2 MEGABYTE
UNPOPULATED BOARD DISK BOX. MOUSE MAT

AND OUST COVER FOR AMCA 501 SPRITZE.
COMIC SETTER, FANTAYISION

4k
,
V
o

•
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CONSOLE
Colour handheld Console

•
High definition graphics

a
Multi-player Capability

•
CommS link cable

4 Channel Sound
•

Power Adaptor
•

California Games

Pallette of 4096 Colours
•

Cartridges to 8 megabyte

LYNX GAMES
Gauntlet
Electrocop
Gates of Zendocon
Chips
Blue Lightning
Zer lour
Mercenary
Xenophobe
Paperboy
Slime World
Road blaster
KiE1)(

CM 8833 Colour stereo
monitor  2 4 9 9 5

1 megabyte D.S.
external drive 7 9  95

SM121_ monochrome
monitor 9 9  95

Megatile 30 hard drive 4 9 9  99

Megatile 60 hard drive . . . 689.99

Sega megadrIVP. 1 E 1 9 9 5

mien! N M
-  
M o oTITLE

ONE NOV

COMP

TOTAL E

PRICE

D
I
S
C
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Y  
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PACK
512K 16 bit Computer
Pallette of 512 colours
16 on screen
2 Joystick ports
Midi ports
Printer ports
GEM operating system

L _
c o
m
p l
e l
a i
t h
: -

BLACK MOON PACK
— 1 1
s w —

STOS •
Neochrome
First basic
St tour
Carrier Command
Outrun
Space harrier
Bomb jack
Disk box
Mouse mat
Dust cover
10 blank disks
2 superb joysticks

299 95

I A T A R I  520 STE
TURBO

• P A C K
512K 16 bit Computer
Pallette of 4096 colours
16 on screen
Upgradable to 2 mea
Stereo sound
Hardware Scrolling
Genlock Capability
Blitter chip fitted
Analogue Joystick port
corriplet0
BLACK MOON PACK
STOS
Basic, Music Maker II

i i k 7 a i n t
na Jones

sible Mission II
Human Killing machine
Super cycle. Outrun
Dragons breath, Anarchy
Bloodmoney, Disk box,
Mouse mat, Dust cover,
10 blank dis
2 superb

as 40 hdlder with 10 15 d sd d
3540 holds
,- w i t h  
2 0 3
5  
d i
d d

15 40 holds
, w i t h  
4 0  
3 5  
d  
s
a d

3 .5
8 0  
h
e
d
d
e f  
w
i
t
h  
1
0  
3
5  
d
s
d
d

15 80 holder with 40 35  asact
35 80 holder with SO 35 a s ad

Cheetha 125. . . .  . 7 . 9 9
Cheetha starprobe 1 4 , 9 9
Pro 5000 extra  1 4 _ 9 9
Konix navigator  1 4 . 9 9
Replacement mouse 2 9 _ 9 5

36A Osborne Street, Colchester, Essex. CO2 7DB
PHONE (0206) 560638

CHEOUES AND POSTAL ORDERS PAYABLE TO BLACK MOON. POST AND PACKING FREE IN UK. Overseas charged at cost.
Subtect to availability and price change without notice. Some titles may not be released at time of going to press. Shop prices
may vary, but personal callers can claim advertised doscounts on production of cut-off slip. All prices include VAT_

Tel No.

11 99
15 99
27 99
1399
2999
4998

m ina

ATARI 1040 STE
EXTRA
PACK

1 Megabyte 16 bit
Computer
Pallette of 4096 colours
16 on screen
Upgradable to 4 meg
Stereo sound
Hardware Scrolling
Genlock Capability
Blitter chip fitted
Analogue Joystick port
complete with:-

BLACK MOON PACK
ST Word
ST Calc
ST Base
ST.A.0
Hyperpaint
First Basic
Prince
Disk box, Mouse mat,
Dust cover, 10 blank disks,

12 superb ioysticks

gk
i

All our
•irdware comes with
' years GUARANTEE

and FREE
delivery

_A!

111.11L
4
11Name

Address

Have you ordered from us before lyesino)
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SPIOEY
SP1N-OFIS
THERE HAVE
BEEN many.

ranging from
pyjamas to action

figures. To date
there have been

three Spider-Man
movies, all looking

cheap and
cheerful and

starring Nicholas
Hammond as

Peter Parker and
his arachnold

alter ego. Let's
hope that the

forthcoming effort
won't be so poor._

The animated
television series

on the other hand
was marginally

more impressive.
It ran for 52

episodes. each of
22 minutes in

length. They were
made between

1967 and 1968 by
Grantray-Lawrence

Animation, who
were also

responsible for
bringing to life on
the small screen

other Marvel
superheroes such

as The Mighty
Thor and The

Fantastic Four. But
how well can you

remember the
theme tune's

laughable lyrics?
Try these for size...

Spider-Man.
Spider Man.

Does whatever a
sorrier can

SPins a web any size,
Catches thieves lust

I•lie
look out!

Here consin the
Spider-Man
Spider-Man,
Spider-Man,

Fnendlly
neighbourhood

Fio•der-Man.
Is he strong?

Listen bud,
He
-
s 
g
o
t  
r
a
d
b
o
a
c
i
t
v
e

blood,
Hey there!

There goes the
Spider•Man
Spider-Mao
Spider. Man.

Does whatever a
spider can,

Can he swing from a
thread'

Take a look overhead.
Hey there'

There goes the
Spider-Man

In the dead of night,
At the scene of a

crime.
Al the speed of light,

He arrives lust in time,
Spider-Man,
Spider Man,

There goes the
Spider-Maaaaaaaan!

PI SENG SPIDER-MAN made his debut in
1962 in Issue 15 ot Amuing Fantasy This was
an anthology comic, a test-bed for new comic
styles, and Spider-Man was one the most
successful strips to spin off from thrS title.

In Amazing Spider-Man Number One we
were told about Spidey's origins, how science
student Peter Parker was bitten by a radioactive
spider and how he invented his costume and
web slingers. It also showed how he became a
crime fighter alter his Uncle Ben was killed by a
burglar (copies ol this magazine sell for about
£1000 at present).

Issue Two featured the first Spider-Man
super villain, The Vulture, and Spidey's first ever
battle high above the street around the tops of
the New York skyscrapers. The Vulture was a
bald man with wings, and a typical Stan Lee off- .
beat villain. T h e  next super villain to cross
Spidey's web was the Sandman in Issue Four. He
was a mob hitrnan. whose body could turn to
soft sand or hard stone. This was very nearly
Spider-Man's last issue. as Sandman smothered
him with sand and nearly defeated him.

Issue Six at ASM saw Spidey take on The
Lizard (currently knocking 'em dead in a new
Spidey magazine which is apparently selling in
the millions), a former sc ientist turned into a sort
at human alligator by an accident in his lab (a
common origin story in comics to this day!).

One of the foes people remember most
vividly is Electro, who crackled along in Issue
Nine. He was a man who alter being struck by
lightning discovered he could throw electricity'
around. Another classic Stan Lee creation, in his
lightning-covered blue and yellow suit.

A more important meeting for Spidey was I rmuwa t i on .  C
with Harry Osbourne and Gwen Stacey (who was Entertainment Gro
originally groomed by Stan Lee to become Mrs
Parker one day) Harry and Gwen's fates would
both be sealed when the Green Goblin came
onto the scene

Although at first seeming not too significant.
the first meeting with Betty next door's pushy
daughter Mary Jane fin ASM Issue 421 was later
to be of great importance

AN P e t e rN E l g  g r k • r.
ionel wallflower turned

sionai w a i l
-
c r a w l e r  
f o l l o
w i n g  
h i
s

g bitten by a radioactive spider at a
ce exhibition. Now Parker possesses

proportionate strength. speed and
y of a spider. This made his lob as

freelance photographer for the Daily
Bugle a little easier.

favourite
Issue 50,
been wo
York for

Issues

THE ONE

EKING OF TH

Mervei
All Rights

one of creator Stan Lees
e into the Marvel universe in

• it  was revealed that he had
Ind the scenes of crime in New
me

were a special anti-drug series,
and are quite rare. This was one of the first times
that 'real issues were treated in a comic-book,
and marited the beginnings of Spidey being
portrayed as the first 'real life' superhero

Disaster struck in issue 121 when Gwen
Stacey was killed by the Green Goblin, Harry
Osbourne's alter ego. To make this still worse. in
issue 122 the Green Goblin gets his and Spidey
finds out it was Harry all along. This was a sad
period for Spidey and he didn't get over it for
some time.

In Issue 252 Spidey made himself a new all
black costume. This led us into the 'Secret Wars'
where Spidey's costume was replaced by an,
alien which took es shape (Incidentally, very few'
superheroes of Spidey's vintage are allowed by..
the readers to change their costumes for long -
periods When Superman did the same, for
example. the readers rebelled and the costume
went back to normal).

But ths phase dein t last long, and as soon as
Issue 259. Spidey was back in his old suit a
free of the alien overalls to boot (this being,
would come back to haunt him later).

Alter meeting Mary Jane again in Amazing
Spider-Man, of' webhead fell in love, and in true
rapid comic-book style the pair were soon
married in a special wedding edition of the
Amazing Spider Man Annual Number 21. In real

DECEMBER 1.95ICI

The Amazing Spider- i s  one of the
oldest super-powered swingers in town.
Phil South opens his arachno-file to look at

webhead's life to date, taking in the wall-
crawler's new software venture along the
way.

'FREAK! PUBLIC
MENACE! Believ e
it or not, thase are
some of the more
nattering
descriptions
S pi de r
-
Ma n 
r e c
e i v
e d  
w
h
e
n  
h
e  
f
i
r
s
t  
m
a
d
e

his appearance. Originally content with
being a circus attraction, S p i d e r
-
ma n ' s
decision to fight crime came about
following the murder ni his Uncle Ben.
The killer was a petty criminal that
S pi de r
-
m a n 
h a d  
p r e
v i o
u s l
y  
a l
l o
w
e
d  
t
o  
g
e
t

away. Riddled with angst. the teenager
k to the streets and rooftops.

Neb..

life the two were 'wed' by Stan
Lee at Shea Stadium at the time
the comic came out Spider-Man's
still swinging in the Amazing
Spider-Mae, available from all leading book
stores. His earlier adventures can be
found bound in Marvel Masterworks
Volumes One and Five. Things haven't
changed that greatly sirce his formative
years_ When he's not hanging trait) a web high
above the streets, he's still getting hung up
about his private life It's reassunngto know that
even superheroes are hernanl

Many thanks to all at Forbiddvn Planet Nevi
Oxford Street London (071 379 6042) for their
help in assembling this collection of SO s
historic moments,

/ •

J JONAH
JAMESON,
publisher of the
Daily Bugle, was
riot One of
Spider-Mans
biggest tans as he
continually
declared him a
danger to the
public. Little did
Jonah know that
he was in fact
persecuting the
alter ego cil one of
his own
employees!
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he

of

A TESTING time  loy 2 -
n o v i c e  
a n

tra takes on an w i l l  aggres t h e
term ot The Vulture . Apa rt born Spidey• s
wore obvious unique abilities, one of his
a r w  stre ngths is h is continua l use  of
senal banter a rid STATISM to unhinge  h is2pponents.
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THE
WAILL•CRAWLER

does battle with
Doctor Octopus, the
villain most likely to'

appear in the nest
Spider-Man movie,

S SS
Spider-Man attempts to dampen Electro s
enthusiasm. 111

SPIDEY swaps
slaps

The Sa

THE ONE

PETER PARKER
shares a tender

moment with wile
Mary Jane

Walson•Parker.
Parker was never

really a big hit with
the chicks -  at

least not until he
became

Spider-Man and his
confidence grew In
leaps and bounds.
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takes on
'costume in the collected wOdt,1
Spider-Man Vs Venom.
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SPANN
WAY...
HERE'S 10 things
you never knew
about spiders...

elACK VADOW spiders
eat their husbands
after sex We  thought a
cigarette was
customary, but there
you go.

A SPIDER not miry has
eight legs but also up
to eight eyes

A SPIDERS bottom
has spinnerets Meth
secrete a  viscot6
houid. This liquid
hardens on exposure
to the air and lorms
the web on which it
nests and catches its
food

THE BIRD•EATINS
spider of South
America, Mygale a s  a
body which is two
inches long and leg
span of 12 inches

THE WATER SPIDER
l
i
v
e
s 
u
n
d
e
r
w
a
t
e
r
.

breathqg air trapped in
the hairs of its body.

THE VENOM of the
North American Black
Widow spider is potent
enough to kill small
animals, but only
causes pain and fever
in humans, from which
they usually recover.

OLD WIVES' TALES are
,
u
l
l 
O
f  
r
e
f
e
r
e
n
c
e
s 
t
o

•-Oders, one such
being that a fever
could be cured by
wearing a spider ,
n  anutshell on a chain
around your neck

OTHER SPIDER
remedies include the
cure for jaundice,
which owohnts
swallowing a large nye
house spider rolled up
in butter

SMALL MONEY spiders
we so called because
in the Old Days a
spider on your clothes
meant good luck, or
that you ivotAd come
into money
.
AS FATE would have it,
a Solder-Man is a
person who works at
great height on
buildings and
constructions.



THE TEAM behind this computer incarnation of everyone's
favourite wall-crawler is  Oxford Digital Enterprise. ODE's
previous output for Empire includes Sleeping Gods Lie (see
Review in Issue Eleven) and Team Yankee (see Review in Issue 26).
We asked ODE's Rick Yapp what it took to translate Spidey to the
small screen.

THE ACTUAL CONCEPT and design was a joint
effort although I think the two programmers.
John Wood and Kevin Ayre, had the most to do
with the game

'We have a relationship with Marvel, through I T WON'T oOncla al any aufladallrlIrlan
Paragon in the States who has the Marvel tha t  wall-crawling and web-
. s p o o n i n g  t i r eficence For example, Paragon wrote Dr Doom. a n  b
k
'
i
t
s
eg
u
r
s Ad
s i  P a
n
d
o t
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f  n
t h
l
:
t o
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i n g
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/  s

16-bit versions, and we just crunched it and did a otherwise unreachable areas of the
few bits and bobs on it, and we wrote the 8-be screens but also to stun any col the rogue
versions last year. Now, this year. we're writing robot  r iwis f s t rot t ig
,  t h e  S t u d i o s .the game and Paragon's marketing it in the
States.

'The scenario is that Mysterio has kidnapped 1
Mary Jane Parker. Spider- Mans wife. in order to
lure Spider-Man into a trap. He leaves a
message behind saying If you ever want to see
Mary Jane again, get Spider. Man to meet me at
Rockwell Studios at midnight'

'Rockwell Studios is a deserted film studio.
and Mysterio has basically set up lots of traps for
Spider-Man and he tries to go through all these
disused sets There are all kinds of sets, western
sets and so on. It's got 56 rooms. Some of them
are fairly easy, but they get progressively harder
Also. ther e are lots of robots in each room, which
Spider-Man has to get through. So it's a sort of
puzzle-cum-platform game really. And also
swinging on webs is a very large part al it.

'The platform idea wasn't part of the original
brief. It just seemed to fit in quite nicely with the
ability to swing 041 webs properly. And we
thought a straight beat 'em up was a bit boring
for someone of Peter Parker's intelligence. In
this game he can't beat anybody up at all. He can
only stun the robots with his webs He can kill
them. but only it he stuns them at the right time.

'One thing you notice is that the SpiderMan
spree is quite small The reason we've done that
is that we can have a massive animation table Ir.
there. Because he can be shown in all the
orientations, such as walking along ceilings and
crawling up walls, there's 256 frames of
animation justfor the Spider-Man sprite. He can
walk, he can crawl, he can swing, he can fire
webs, arid jump. There are 10 different kinds of
robots, and they have varying kinds of animation
depending on what they are. There are sharks
fins, which doesn't of course take up too many
frames. there's Godzilla, and a lot of other
strange looking robots.

'We managed to M a good few movie 'jokes'
in there. That's one of the reasons we set it in a
movie studio, we thought 'We can have some
fun with this'

'On the sound side there's an original tune
that was composed here. It's not really based on
any of the previous Spider-Man tunes — the
cartoon or anything like that And after that it's
just sampled sound effects.

'The PC version supports all graphics cards,
and the AdLib sound board, so you can have 24
channel sound or whatever. You can also set the
speed you want to play it at, obviously if you want
to play it fast on a slow machine you can't' But
you can slow the game down on a fast one. And

• o n  all three formats there's a feature which
A SERiES ol comic-book style frames eel allows you to save position, not to disk, but to
the scene, with of webheed arriving at
Rockwell Studios at midnight. R A M . .  in certain rooms. That may help you get abit closer to rescuing Mary Jane.' •
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quest begins, outside the s N o w  all he has to do is get I n s i d e l p i r  t h e
guards snit throw a low awkwardly-placed switches to open up new areas.

ROBOT GUARDS aren't the only adversaries ol webhead encounters. Fortunately,
almost all of them aren't too Intelligent and move in predictable patterns.
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GOLDIN THE AZTECS
"GUNS AND BUT TER
'GOLDEN AXE
'HUNT FOR RED OCTOBER
HAMMERFIST
'HARPOON
HARLEY DAVIDSON
HERO QUEST
HEROES (COMP)
•HARD ORNIN 2
HALLS OF MONTEZUMA
HOLLYWOOD COLLECTION
IVANHOE
INTERNATIONAL 30 TENNIS
iNT CHAMP WRESTLING
IMPERIUM
'INTERCEPTOR
iTALY 1990
INDIANAPOLIS 500
IRON MAN

• IMMORTAL
IT CAME FROM THE DESERT
'JUDGE 041E00KNIGHTS OF KnysTALLIoN
KICKOFF 0
KICK OFF 2 WCE
KICK OFF 2 I M EG VERSION I
KICK OFF EXTRA TIME
KICK OFF COMP
KILLING GAME SHOW
•LINE OF FIRE
'LORDS OF CHAOS
'LIGHT CORRIDOR
'LEE AND DEATH
LOTUS TURBO
LEGEND OF FAERGHAIL
LEISURE SUITLAARY
'LEMMINGS
'LEAVING TERAmIS
LAST NiNJA
LOOM
LOST PATROL
'LAST STUNTMAN
'LEGEND BILLY BOULDER
'MUDS
MANIC MANSION
MAGIC FLY
MIDWINTER
MONTY PYTHON
MIDNIGHT RESCUE
'MYSTICAL
MURDER IN SPACE
mANCHESTER UNITED
MATRIX MARAUDERS
MEAN STREETS
MI TANK PLATOON
MURDER
MAGICIAN
'MOONBLASTER
•mYTH

LNES
NIGHT SHIFT

NEW YORK WARRIOR
NUCLEAR WAR
'NAVY SEALS
'NARC
NITRO
NIGHT BREED
NORTH AND SOUTH
NEUF1OMANCER
• OMNICROM CONSPIRACY
OPERATION STEALTH
'OPERATION HARRIER
'OUTBOARD
'0131TUS
ORIENTAL GAMES
• POWERPAOK (COMP)
'PREDATOR
PARADROID 90
'PANG
'PLOTTING
PROJECTILE
PINBALL MAGIC
'POWER MONGER
• POP UP
POLICE QUEST II
PLAYER MANAGER
PHOTON STORM
'PANIC STATION
'ROCKY HORROR SHOW
'ROGUE TROOPER
*ROTATOR
• RAMROD
REACH FOR THE SKY
'RALLY
RAINBOW ISLAND

i 6 99
19 99
13.99
16.99
16.99

19.99
'24.99
19 99
16,09
1699
1999
13.99
•16 99
•16.99
16.99
16 99
13.99

13 99
16.09
16.99
1999

12.99
16.99

999
1599
16.99
16.99
16.99
13.99
19.99

•16.99
16.99
29 99
16.99
13.99
16.99
16.99

•13.99
12.99
1699
16.99
16.99
16.99
19.99
13.99
16.99
16.99
1699
1399
16.99
16.99
19.99
16.99
1699
16.99
1699
16.99
19 99
13.99
16 99
16.99
16.99
1599
1690
1599

16.99
16.99
16.99
16.99
24 99
15.99
16 99
16.99
1699
1699
16.99
16.99
13 99
1999
13.99
1699
12.99
13.99
13.99
16 99

16.99
16.99
1699
16.99
13 99

Ş
Ş

ST AMIGA

RESOLUTION 101 1609 16.99
ROURKES 16.99 16.99
RICK DANGEROUS 2 16.99 1899
ROTOx 16.99 16 99
• ROBOCOP 2 16.99 1699
'RAIL ROAD TYCOON 16.99 16.99
RED STORM RISING 15 99 15.99
'RIDERS OF ROHAN 16.99 16.90
•Z OUT 1399 13.99
'SOCCER MANtA 1699 16.99
'SAINT DRAGON 1699 16.99
'SEARCH FOR THE KING 18.99
SECRETS OF MONKEY ISLAND 19.99 19.99

'SECRETS OF LUFTWAFFE 19.99 1999
'SILKWORM IV 13 99 1399
'SKULL 8 CROSSBONES 13 99 1399
"STUN RUNNER 1699 16.99
'STRIDER 1599 1619
SEU C K 19 99 1999
'SPEED BALL 2 1699 16.99
'SWORD OF SAMUARI 1699 16.99
SECRET AGENT FLIES BY 13.99 13.99
STORM ACROSS EUROPE 19.99 19.90
SPACE QUEST 19.99 1909
•SPINDIZZY 2 16.99 16.99
'SILVER BLADES 16.99 16.99
*SIMULCRA 16_99 16.99
SHADOW OF BEAST 2 16.99 24.99
ST O S 1999
'SHADE/IN SORCERER 16.99 16 99
STREET FIGHTING MAN 13.99 13 99
SLY SPY 1399 1699
'STEPHEN HENDRY SNOOKER 18.99 1699
SNOW STRIKE 1899 16.99
SHADOW OF BEAST 1 6

9 9
16.99

SHADOW WARRIORS 1399 18.99
SUBBUTE0 16.99 16.99
SIM CITY 19.99 1999
STAR FLIGHT 16.99 16 99
SUPREMACY 1999 19 99
SUPERCARS 1999 16.99
'STUN RUNNER 16 99 18.99
SPY WHO LOVED ME 1399 13.99
'TEAM YANKEE 19 99 19.99
'TORVAK THE WARRIOR 16.99 16 99
'TOYATTA CELICiA 16.99 16.99
'TV SPORTS BASEBALL 19_99
'THE PLAGUE 16.99 16.99
TIME MACHINE 16.99 16.99
'TEENAGE MUTANT TURTLES 16.99 16.99
THUNDERSTRIKE 16.99 16.99
'TOURNAMENT GOLF 13.99 16.99
TRIAD II 'COMP' 19.90 1999
'TEAM SUZUKI 16.99 1599
'TOYOTTES 13.99 13 99
*TOTAL RECALL 16.99 1699
'TOW 1999 16 99
TNT 19.99 19.99
TENNIS CUP 1699 16.99
TURRICAN 1699 16.99
TUSKEIR 16.99 16 99
'THE KEEP 16.99 1599
TV SPORTS BASKETBALL 16.99 1999
'ULTIMATE RIDE 19.99 1999
ULTIMATE GOLF 16.99 16 99
UNTOUCHABLES 1399 16,99
UNIVERSE III 1599 1599
•
I
I
M
S

19.99 19,99
ULTIMA V 1999 -

1
9
9
9

'UP AND AWAY 1699 16 99
VAXINE 13.99 13,99
VENUS FLY TRAP 13.99 13.99
*VENDETTA 16 99 16.99
VOODOO NIGHTMARE 16 99 16.99
"WALKER 16 99 16.99
'WILDFIRE 19 99 19.99
'WRATH OF THE DEMON 16.99 16.99
WARHEAD 1 6 .9 9 1699
'WELLTRIS 16.99 16.99
*WAR JEEP 16 99 le 99
•WOLFPACK 1699 1999.
WHEELS OF FIRE -

1
6
9
9

19.99
WINGS 1999 19.99
'WONDERLAND 19 99
WORLD CHAMP SOCCER 13.99 16 99
'WLF 16.99 1699
WAR MONGER 16.99 16,99
'WARE 12 99 12.99
XIPHOS 16 99 16.99
XENOMORPH 1899 16.99
'YOLLAN DER 18.99 16.99
'ZONE WARRIOR 16.99

GOLDIN THE AZTECS
"GUNS AND BUT TER
'GOLDEN AXE
'HUNT FOR RED OCTOBER
HAMMERFIST
'HARPOON
HARLEY DAVIDSON
HERO QUEST
HEROES (COMP)
•HARD ORNIN 2
HALLS OF MONTEZUMA
HOLLYWOOD COLLECTION
IVANHOE
INTERNATIONAL 30 TENNIS
iNT CHAMP WRESTLING
IMPERIUM
'INTERCEPTOR
iTALY 1990
INDIANAPOLIS 500
IRON MAN

• IMMORTAL
IT CAME FROM THE DESERT
'JUDGE 041E00KNIGHTS OF KnysTALLIoN
KICKOFF 0
KICK OFF 2 WCE
KICK OFF 2 I M EG VERSION I
KICK OFF EXTRA TIME
KICK OFF COMP
KILLING GAME SHOW
•LINE OF FIRE
'LORDS OF CHAOS
'LIGHT CORRIDOR
'LEE AND DEATH
LOTUS TURBO
LEGEND OF FAERGHAIL
LEISURE SUITLAARY
'LEMMINGS
'LEAVING TERAmIS
LAST NiNJA
LOOM
LOST PATROL
'LAST STUNTMAN
'LEGEND BILLY BOULDER
'MUDS
MANIC MANSION
MAGIC FLY
MIDWINTER
MONTY PYTHON
MIDNIGHT RESCUE
'MYSTICAL
MURDER IN SPACE
mANCHESTER UNITED
MATRIX MARAUDERS
MEAN STREETS
MI TANK PLATOON
MURDER
MAGICIAN
'MOONBLASTER
•mYTH

LNES
NIGHT SHIFT

NEW YORK WARRIOR
NUCLEAR WAR
'NAVY SEALS
'NARC
NITRO
NIGHT BREED
NORTH AND SOUTH
NEUF1OMANCER
• OMNICROM CONSPIRACY
OPERATION STEALTH
'OPERATION HARRIER
'OUTBOARD
'0131TUS
ORIENTAL GAMES
• POWERPAOK (COMP)
'PREDATOR
PARADROID 90
'PANG
'PLOTTING
PROJECTILE
PINBALL MAGIC
'POWER MONGER
• POP UP
POLICE QUEST II
PLAYER MANAGER
PHOTON STORM
'PANIC STATION
'ROCKY HORROR SHOW
'ROGUE TROOPER
*ROTATOR
• RAMROD
REACH FOR THE SKY
'RALLY
RAINBOW ISLAND

i 6 99
19 99
13.99
16.99
16.99

19.99
'24.99
19 99
16,09
1699
1999
13.99
•16 99
•16.99
16.99
16 99
13.99

13 99
16.09
16.99
1999

12.99
16.99

999
1599
16.99
16.99
16.99
13.99
19.99

•16.99
16.99
29 99
16.99
13.99
16.99
16.99

•13.99
12.99
1699
16.99
16.99
16.99
19.99
13.99
16.99
16.99
1699
1399
16.99
16.99
19.99
16.99
1699
16.99
1699
16.99
19 99
13.99
16 99
16.99
16.99
1599
1690
1599

16.99
16.99
16.99
16.99
24 99
15.99
16 99
16.99
1699
1699
16.99
16.99
13 99
1999
13.99
1699
12.99
13.99
13.99
16 99

16.99
16.99
1699
16.99
13 99

Ş
Ş
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ORDER

$ O F T S E L L E R S
6 BOND STREET, IPSWICH, SUFFOLK, IP4 1JE M A I L

r, A DOG'S HEAD STREET IPSWICH ORDER
(RETAIL) N S A

MAIL ORDER PUR E (0473) 257158/ (0473) 210605 F A X  (0473) 213457

'4TH DIMENSION
688 ATTACK SUBMARINE
'AINDAS CHAMPIONSHIP TIE
BREAK
ANTS HEAD [DATA DiSK
'ALPHA WAVES
'AMNIOS
'ANCIENT ART OF WAR
'ANCIENT ART OF WAR AT SEA
ATF 2
ATOKItCS
•ALCATRAZ
ATOMIC R0130 KID
'ADIDAS CHAMPIONSHIP
FOOTBALL
ANARCHY
•AQUAvENTURA
AWESOME
'ARMOUR GEDDON
•BAT
'BACK TO FUTURE III
BANKOK KNIGHTS
'BARBARIAN II 0
9
B Y G N O S I S
)

'BARDS TALE Ill
BAT TLECHESS
• BAD LANDS
'BATTLE COMMAND
BATTLE MASTER
BSS JANE SEYMOUR
'BETRAYAL
BOMBER MISSION DISKS
'BILLY THE KID
'BAD BLOOD
BLACK TIGER
•BLADE WARRIOR
BUDAKHAN
• BuCK ROGERS
'CHALLENGERS
'CAPTIVE
'CHASE HO II
'CODENAME ICEMAN
'COLONELS BEQUEST
'CONQUEST CAMELOT
'CRUISE FOR A CORPSE
•CUTiP0
CABAL
CADAVER
'CRIME W.
4
4 7 E
*CARTHAGE
CONQUEROR
CORPORATION
CHAMPION OF RAJ
'CORVETTE
COMBO RACER
CHESS CHAMPION 2175
CHUCK YEAGERS AFT.
COLARACC
CHAOS/DUNGEON MASTER
CHAOS STRIKES BACK
'CHESS SIMULATOR
'DRAGONS LAIR II
'DEATH TRAP
'ECK TRACY
DEFENDERS OF THE EARTH
DUNGEON MASTER EDITOR
DRAGONS BREATH
'DRAGON INAR
DAYS OF THUNDER
DRAGON FLIGHT
DRAKKEN
'DUSTER
'DYNAMIC DEBUGGER
DYNASTY WARS
'EPIC
'E • SWAT
ESCAPE FROM COLDITZ
'EAGLE RIDER
•ECSTASY
EMLYN HUGHES INT SOCCER
EDITION I  (COMP)
'FULL BLAST
'FORD 06  PALL"
'FLASH DRAGON
•FINALE (COMP:
'FOOTBALL SIMULATOR
F29 RETALIATOR
Fig  STEALTH FIGHTER
F16 COMBAT PILOT
FALCON
FALCON MISSION 2
FLOOD
•FUTURE BASKETBALL
FIGHTER BOMBER
FiiPPIT MAGNNOSE
'FLIGHT OF INTRUDER
'GREMLINS II

sT A m i G A

16.99 1 6 . 9 9
16,99

16.99 1 6 9 9
12 99

16.99 1 5  99
13.99

1699 1 6 . 9 9
16.99 1 6 , 9 9
16.99 1 5 . 9 9
13.99 1 3 . 9 9
1699 1 6  99
16.99 1 5 9 9

16.99 1 6  99
13 99 1 3 9 9
24 99 2 4 . 9 9

-  2 4  99
16.99 1 6 . 9 9
16.99 1 6 . 9 9
16.99 1 6  99
13 99 1 6 . 9 9
16.99 1 6 9 9

-  1 6 . 9 9
1699 1 6 . 9 9
16.99 1 8 . 9 9
16.99 1 6 . 9 9
19,99 1 9 . 9 9
16.99 1 6  99
19.99 1 9 9 9 .
1299 1 2 . 9 9
16 99 1 6 9 9
19.99 1 9 . 9 9  •
1339 1 6 . 9 9
1599 1 5 , 9 9

16.99
16.9
- 9  
1
6
9
9

19.99 1 9 9 9
16 99 1 6 9 9
16_90 1 6  99

•2999 2 9 . 9 9
2999 2 9 . 9 9
29.99 2 9 . 9 9
16 99 1 6 . 9 9
1699 1 6  99

'13,99 1 6  99
16.99 1 6 . 9 9
16.99 1 6 . 9 9
15.99 1 5 . 9 9
1699 1 6 . 9 9
16.99 1 6 . 9 9
16.99 1 9 . 9 9

-  1 9 . 9 9
16.99 1 6 9 9
19.99 1 9 . 9 9
16.99 ' 1 6 9 9
16.99 1 6 . 9 9
1999 -
1699 1 6 . 9 9
16 99 1 6 . 9 9
34.99 3 4  99
16.99 1 6 . 9 9
16.99 1 6 9 9
12.99 1 2 , 9 9
999 9 9 9

1909  1 9 . 9 9
16 99 1 6 . 9 9
19.99 1 9 , 9 9
19.99 1 9 . 9 9
1999 1 9 . 9 9
16.99 1 6 9 9
1599 1 5 9 9
15.99 1 8 9 9

-  1 6 9 9
1899 1 6 . 9 9

' 16.99 1 6 . 9 9
16.99 1 6 . 9 9
13.99 1 3  99
18.99 1 6 9 9
19.99 1 9 9 9
19 99 1 9 . 9 9
16_91 1 6 9 9
13 99 1 3 . 9 9
16.99 1 6 , 9 9
13.99 1 3 . 9 9
1699 1 6  99
19.99 1 9  99
15.99 1 5 . 9 9
1699 1 9 . 9 9
1399 1 3 . 9 9
1699 1 8 . 9 9
16.99 1 6  99
19.99 1 9 . 9 9
1999 1 6 9 9
16.90 1 9  99
16 99 1 6 . 9 9

ST A M I G A

1E99
19.99
13 99
16.99
16.99
19 99
1999
24.99
19.99
16.99
16.99
19.99
1899
16.99
16 99
16 99
16.99
13.99
16.99
13.99
16.99
19.99
13.99
1999
12.99
16.99
16.99
9.99

18.99
1999
16.90
1699
13.99
10.99
16 99
16.99
29.99
16.99
16.99
1699
16 99
16 99
12.99
16.99
16.99
16.99
16.99
1999
13.99
16.99
16.99
16.99
i 6.99
1699
16.99
1999
16 99
16.99
16.99
16.99
16.99
19.99
13.99
16.99
1699
16.90
16.99
15.99
15.99
16 99
1699
16 99
1599
16.99
24.99
1599
16.99
16.99
16_99
1699
1699
16,99
16.99
19.99
13.99
24.99
12 99
13.99
13.99
16.99
16.99
16.99
16.99
1999
1699
16.99

CHEQ UES AND p iss M t  O RDERS RATABLE TO  M IN TEA. LEERS PO ST  6 F A C K I N C  FREE I N UK.

o wE RS E As t9  50  PER ITEM. EXCEPT  NARDWARE  CHARGE D AT CO ST S UBJE CT  TO AMMAEIT I ITV M 4 0  P i n i ct  CHANGE  WIT HO UT  NO T ICE NO T  AI T I t  FS REL EASED AT T IME GE GO ING TO PRESS •
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HARDWARE

AMIGA 500
Standard
£339.95

AMIGA 500 'Screen Gems'
Back to the Future 2, Days of

Thunder, Shadow of the Beast 2,
Night Breed, Deluxe Paint 2

£369.95

IGA 500
ntasy

F29 RetaIiatc5arnbriw Islands,
E.F.T.P.O.TR.M., Deluxe Paint 2

£369.95

AMIGA 500
'Class of the 90's'

1st Steps, A501 Expansion,
Pro Write 2.5, DPaint 2, DPrint 2,
Info File, Logo, Music Mouse,
Talking Turtle, BBC Emulator,
Box of 10 disks. Mouse Mat,
Resource File, Intro Video,

Lets Spell at Home
£549.95

COMMODORE 1084
Stereo Colour Monitor

£249.95

AMIGA External Drive
1 Megabyte DS

£69.95

AMIGA Memory Expansion
512K 5 1 2 K

with clock w i t h o u t  clock
£49.95 £ 3 9 . 9 5

A590 Hard Drive
20 Meg Hard Drive

£279.95

JOYSTICKS
CHEETAH   7 . 9 9
CHEETAH STAIRPROBE   1 1 . 9 9
PRO 5000 EXTRA GLO GREEN  1 3 . 9 9
PRO 5000 EXTRA GLO RED   1 3 . 9 9
PRO 5000 BLACK   1 1 . 9 9
OS TURBO 3  9 . 9 9
EuROMAX RACEMAKER ....... 2 4 . 9 9
KONIX NAVIGATOR   1 1 , 9 9

DISC BOXES WITH DISCS
3.5" 40 HOLDER LOCKABLE WITH
10 3.5" DSDD DISCS   1 1 . 9 9
3.5" 40 HOLDER LOCKABLE WITH
20 3,5" DSOD DISCS   1 5 . 9 9
3.5" 40 HOLDER LOCKABLE WITH
40 3,5" DSDD DISCS   2 7 . 9 9
3.5" 80 HOLDER LOCKABLE WITH
10 3.5
- 
D S
D D  
D
I
S
C
S    
1
3
.
9
9

3.5" 80 HOLDER LOCKABLE WITH
40 3.5" DSDD DISCS   2 9 . 9 9
3.5" 80 HOLDER LOCKABLE WITH
BO 3.5 DSOD DISCS   4 9 . 9 9

PERIPHERALS
REPLACEMENT MOUSE + MOUSE
HOLDER + MOUSE MAT  2 9 . 9 5
FOUR PLAYER ADAPTOR 5 . 9 5
MOUSE MAT  4 . 9 5
JOYSTICK EXTENDER  5 . 9 5
DUST COVER  4 . 9 5

-
3
I
S
C
S

3.5" DSOD UNBRANDED
10   6 . 9 9
20 ........ . . . . . . . . . . . . . . . . . . . . .  11.99
50   2 9 . 9 9

100   4 9 . 9 9
3.5" DSDD SONY BRANDED

10   1 1 . 9 9
20   2 2 . 9 9
50   5 4 , 9 9

100   9 9 . 9 9

DISC BOXES
3.5" 40 HOLDER LOCKABLE 4 , 9 9
3.5" 80 HOLDER LOCKABLE 6 . 9 9
5,25" 50 HOLDER LOCKABLE 4 . 9 9
5.25" 120 HOLDER LOCKABLE 8 . 9 9

TITLE COMP PRICE

TO TAL
:

HARDWARE
ATARI 520

STFM Discovery Pack
Bombjack, Carrier Command,
Outrun, Space Harrier, STOS,

Neochrome, First Basic, ST Tour
Discover the ST

£269.95

ATARI 520
STE Turbopack

S.TO,S,, Basic, Music Maker 2,
Hyperpaint 2, Indiana Jones,
Impossible Mission 2, Human
Killing Machine, Supercycle,

Outrun, Dragon Breath,
Anarchy, Bloodmoney

£349.95

[  A T A R I  1040

STE 'Extra'
Prince, Hyperpaint, STAC, ST Word,

ST Basic. ST Calc, ST Graph
£449.95

ATARI
Lynx Handheld

Portable games Machine,
California Games

£179.96

ATARI SM124
Monochrome Monitor

£99.95

PHILIPS 8833
Colour Monitor (Stereo)

£249.95

ATARI
External Drive
1 Megabyte DS

£79.95

ONE DECEMBER I

CHEQ UES AND POSTAL O RDERS PAYABLE TO E P S ,  PO ST
O VERSEAS EI 5 0  PER ITEM, EXCEPT  HARO V ARE  CHARGE D AT CO ST  SUBJECT  TO AVAILABIL ITY • • -  C H A N G E

- F R E E  IN UK.
E NO T  ALL T ITLES REL EASED AT T IME OF GO ING TO PRESS •

NAME:
ADDRESS:

TEL NO

Have you ordered from us before
(yes/no):
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Please rush me a copy of Bug-Bash/Nucleus
1 I enclose a cheque/postal order for 112.99
: plus £1.00 post and packaging
a NAME1
• ADDRESS
1
1
•

I •
•
•

P O S T C O D E

CROTEC
P F Z E S E I \ 1 7
-
S

In coniunction with Mutation Software

P o  s

MICROTEC ENTERTAINMENT, 61 STROUD GREEN ROAD, LONDON N4 3EG.
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RING

071E281 9022
Also a v a i l a b l e  f r o m  y o u r  l o c a l  c o m p u t e r  s t o r e
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So w hat inspired '.oii to write cumics in the first place?
Purely accident -  I wanted to be
in actor. When I  was about
'lateen or seventeen there was
imething called the  WP A
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a. as a  govemment-sponsored
theatrical organisation, really to
help people who wanted to be in

theatic atiu didn't have enough funds. I belonged
to that and I acted in a num her of plays. Orson Welles
belonged to it too, actually. I used to think, before he
died. when I would mention this to people , it would be
ace to think that Orson was giving an interview
aomewhere... and was saying 'Yeah, and Stan Lee
belonged to the thing too!' Although I sort of doubt
that that happened. Anyway, you couldn't make
much money acting in those days -  at least I couldn't
-  and I was always good at writing, and somebody
said come 'Gee, why don't you think about being a
professional writer?' So I was looking at the ads in the

per for Help Wanted, and I saw that they needed
somebody at a comic-book company to bean assistant
and help out. I applied for the job. I must have been
Me only one who applied because I  got the job! I

ways thought it would be temporary, and by the time
lgot to be twenty years old I thought 'This is no job for
&grown up, working for a comic-book company'. But
every time I was about to leave they gave me another
lute salary increase or something, so I decided to stay
another year. And before I knew it l•cl been there all
ma life! I'm beginning to think its a permanent job.
Where did you actually get the idea for Spider-Man?!
trad done quite a lot of supe therms before that. When
sou create a new superhero the first thing you think of
a 'What new power can you give him?' And we
already had characters who were strong, and
tharacters who ran fast, and characters who could fly.
and I was trying to think of something different. The
anly thing I  could think of was 'Hey, how about
somebody who had the powers of an insect and crawl
on walls? Maybe that would be fun.' Si. then I had to
aarne up with a name. I thought Insect-Man was silly.
and I didn't think Mosquito-Man made it. Then I
remembered when I  was a kid there had been a
magazine, what we called a 'pulp magazines.., these
were just cheap little stories you could buy for dime,
and they were printed on cheap pulp paper_
anyway, it was called The Spider, Master Of Men.
knd it was just about a crime-lighter who wore a mask
and called himself The Spider, and he went out and
-aught crooks. To me as a kid that was so glamorous
and dramatic... 'I le called himself...The Spider!• So I
said 'How about if I call my character Spider-Man?'
land that's how it happened. Once you knew the na me
and you knew what the powers were everything else
.arne pretty easily.
la Ito else were you reading at the time?
Est always been, especially in those days, a voracious
leader, I read everything I could get my hands on.
ioct very eclectic tastes. I  would read i i  G Wells
eaCIICe fiction, Conan Doyle -  I  loved Sherlock
Soirries -  a lot of 0 I lenry and Mark Twain. arid I
awed Shakespeare. When I was very young I didn't
melt rstand most of what Shakespeare was saying, but
lkwed the rhythm of the words, Everything he wrote

St
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•How can you kill a spider?' So I have to get a little paper cup and try to
catch it and dump it outside. I  almost feel like we're relatives."

was like poetry. Even if you didn't understand what it
said it was beautiful. In fact, years later when I wrote
comics like Thor The God Of Thunder and Doctor
Strange The Magician, I  would use the type of
phraseology, the rhythm and sentence structure that
Shakespeare used. Rut as I say I read everything I
could get my hands on. Another thing I loved was
larzan
Is that vi here you got Spider-Man's web-swinging
from?
Yeah, actually,! thought of Spider-Man as an Urban
Tartan, Where Tarzan swung from tree to tree,
Spidey swung f rom building to building.. .
Do you suffer from arachnophobia?
No. not me. In fact it's affected me the opposite stray.
When I see a spider in my house my wife won't let me
kill it. She says 'How can you kill a spider?' So I have to
get a little paper cup and try to catch it and dump it
outside. I almost feel like we're relatives.
Do you like what all the new writers have dime to
Spider-Man since you let go of it?
Yes. I'm amazed that they're doing it so well, some of
the stones are wonderful. The only thing that shocked
me after I turned the hook over to someone else was a
few months later, a girl who I thought maybe someday
would marry Spider-Man in a future issue got killed in
one of the stories! I wasn't happy about that. Other
than that everything is tine
Talking about his marriage, he's one of the only
superheroes who's actually married-.
That's right, and the public has lived through his
courtship and his wedding... I n fact when he got
married we hada real ceremony here in the States, at a
baseball park called Shea Stadium. There were fifty-
five thousand people in the stands waiting to see the
baseball game, and before the game started the poor
fifty-five thousand of 'em had to suffer through a
wedding ceremony conducted by me, in the middle of
t he field with two actors who played Spider-Man and
his bride... It was a big ceremony, it was very funny, it
was in all the newspapers... An' I'm standing there
asking these two if they take each other lobe man and
wife, and there was music playing and a lot of other
people in costume as other Marvel superheroes,
standing around and cheering! We had a nutty
publicity department_
Was it a bit like your son getting married?
Oh very much so. I'm glad I didn't have to pay for the
wedding. And one of these days he'll probably have a
child if I can figure out a way to do it.
Some nice little spin-off comics in that—
Oh yes. We have to figure out l i
t h e  k i d  c a n  
c l i m b  
o n

walls... or just have red hair, although that's not much
of a super power.
Which artists' and writers' work do you admire
greatly?
Oh there are so many.., of the guys who work for us,
John Romeda, John Buscema... We have a new guy
called Todd McFarlane who's very good. Steve
Ditko, who started Spider-Man with me... Jack
Kirby, of course, who's done a lot of books with me,
And then there are a lot of European artists. I love
Moebius' work.
You did a Sliver Surfer with him—
Yes, that's right. Let me see... Hugo Pratt, he does a
kind of Western character, I like him There are a lot
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STAN LEE is a
name synonymous
with comics. These
data hc's the
Chairman of Marvel
Entertainment, the
largest comic-book
pubhsher in
America. Years ago
he had been the
Head Writer. the
Editor and the Art
Director of the
Marvel comic-books,
and after that he
became the
Publisher. He
created many of the
characters
established in
today's society. In
the sixties,Spider-
Man, The Incredible
Hulk, and The
Papaw:it' Four were
some ot the first
American comics to
make it to these
shores, being
reprinted in British
comics like Pow!
and Wham!. Marvel
itself had been in
business for at least
a year or two before
Stan joined in the
late thirties,
although the
company didn't
become Marvel until
the early 1960
.
s. a n d

that was after it had
created Spider-
Man.the Incredible
Hulk ,The Vantratic
Four, I ron Man,
Daredevil and all the
other Marvel Trade
Mark s .
-
We  
s a w  
t h
a t

we were doing
something new and
different that we
thought it was time
to change the name
of the company to
give us a new
image,
- 
L e e
captains. Before the
Marvel Trade
Maik,the company
had many names.
When Stan came to
work for the
company it was
called Timely
Comics, and before
it became Marvel it
was Atlas Comics.
Today the characters
have gone from
strength to strength.
being spun off
iegularly into TV
shows, animated
cartoons, computer
games and fihns.
One such fi lm is in
the offing, a new
Spider-Man movie
reputedly set to put
even the recent
Burman film toshame'
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of English artists I  like too, like the guy who did
Watchmen — David Gibbons, I think he's great. And
the fellow who wrote it too — Alan Moore. He's
wonderful.
What art our  opinkins of contemporary works like
Watchmen and even the Teenage Mutant Ninfa
Turtles?
Originally I think it was supposed to be a parody of our
own comic. The X-Men, who are teenage mutants.
I'm very flattered that i t became so successful.

• A r e  you surprised how successful they are?
Nothing on the face of thisplanet surprises met  think
the people who did the strip are more surprised than
anybody. I low can you believe it? A little silly strip in
a little obscure magazine... bingo! That's America!
That's entertainment... that's showbiz!
Do you have a favourite Spidey strip?
No, I've written so many that I don't even remember
most of them. Very often I'll be at a convention where
I'll be autographing books, and some youngsteell
bring me a book to sign, and it's one of the old ones_
And I'll just start flipping thought it and s a y  'Gee,
did I write this?' Then I begin to remember it • and !say
'Wow, this is terrific!' I think I'm my own biggest fan.
What about Spidey's foes, which are your favourites? I
think my favourites were Dr Octopus, and there was
The Sandman, and The Kingpin He was probably the
most realistic of all our characters. His only super
power was that he was very strong, and he was very
tat, which isn't a super power. The difference was he
looked fat but it was all muscle! Those three, at least
those are the first three I  can remember. We're
planning todoa Spider-Manmovie, and I'm hoping to
have Dr  Octopus be the villain in that movie
Do you have a great deal of contact with home
computers?
I use one, in fact I have one at the office, one at home,
and a portable. I  don't know how I've ever lived
without them. I  use PC compatibles. and I  run
WordPerfect software. Wherever I am I  can write
something.
Do you play computer games?
lam aware of the existence ol the games. I amaware of
the popularity of the games, butt simply have never
had the time to play 'cm. Strangely enough, I do love
my work, I  do fund it to be fun. There's always
something I have to do... a script I have to edit, or
story that have to write, meeting I have to go to, or
thing that I  have to read... and I'm so involved in
movies now, and television, that every spare minute
have I have to rent video casset les and look at movies I
may have missed 'cos there may be an actor that we're
considering for a new picture. and there's so much of
THAT! Years ago I had so many hobbies, now I don't
even have time for a hobby. I'm lucky, because to me
working is like leisure. If I had nothing to do. I'd want
to do just what I'm doing. Maybe I would take little
time to play video games because they look so
interesting. The only thing is they're so complicated
and they require somuch skill.

Some years ago we were publishing a Dungeons ct
Dragons magazine and comic-book, so I thought I
better look and see what this game is all about So I
bought a set and started reading the manuals, and I
realised that this is like a life's work. It's like learning
another subject in school, you have to study it! You
can't just take the game and play it. I never realised
that youngsters today can get so involved in what they
do that they make a STUDY of it! I imagine these
video games can be very similar
Do you see a future for computers and other media like
comics combliwd?
Oh I  think there is so much in the future for
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computers. They won't be computers as we know
them now,I  don't think. What's gonna happen is
there won't be the great distinction between a
television set, a computer. a stereo system and
compact disc player. They're all going to become one
You'll have a big screen in your house, and you'll have
music, and you'll have games and you'll have all sorts
of communications through that screen. thi nk the
future is that everything will be on screens, whether
it's a television screen or a computer screen, or smile
combination o f  the two.  Even now i t's too
complicated for me, hut you can get software to turn
your computer into a fax machine, enabling you to fax
things. I  think the computer's going to change
civilisation, it's going to change our social structure.
it's going to change the way we live. We've only
scratched the surface of  what we can do with
computers.
As with any artliorm, innovators such yourself create
cliches. Do you find yourself using your own cliches?
I think that I .  and all writers, do our best to avoid
usingeliches, or at least use them as little as possible.
Now you can only have one basic plot. A villain is
trying t o
-
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him or her in some way. That's your basic comic-book
plot, I don't care what the story is. And of course you
just get variations on that. In the beginning it always
has to appear as if the villain is going to win, there has
to be at least one or two good tight scenes, and in the
end the hero has to win, but not in an obvious way. It
should be something surprising that enables the hero
to win, besides the fact that he uses his powers. We try
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to make all our characters as different from each othe r
as possible.

When I used to write the hooks, I even tried to give
the characters different dialogue. I would Make sure
that Spider-Man didn't speak the same as Daredevil.
and Daredevil's speech patterns were not the same as
Captain America's. But I  suppose even Sherlock
Holmes, after a while, that was cliched. Sherlock
Holmes would say something that seemed miracu-
lous. I  mean, how could he possibly have known
that the cabdriver who was driving him had been born
in Afghanistan. and had a daughter in an orphan
asylum? But then he would explain how he figured
that out. So that became a cliche even though each
example was different. You can't escape that if you're
doing a lot of  writing.
Of all the interviews you've done, vs hat was the one
subject you've never been asked to talk about but
would like to?
Brain surgery! No. I like to talk about whatever I'm
asked, I  guess everything in the world that doesn't
have to do with comics I haven't been asked about!
Although it's funny. I have been asked about many
things. People are always asking me about philosophy
and religion, and what do I  think of various social
situations. But I never really stopped to think, and I
don't think anybody does, 'Gee, I  wish they'd ask
that' — unless you're trying to sell a book, a movie, a
toy, a game or something. Otherwise you just listen to
the questions and talk about them as entertainingly as
possible.
Nur! said!
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C H A S E  HQ IIV Special triminal

Investigation
- continuing where CHASE HO

• l e f t  off, The Arcade thriller takes you from
••••• A M S T R A D  t h e  bright lights of Paris to the rugged terrain of the Sahara

COMMODORE Y o u r  mission is to track down, chase and apprehend the
SPECTRUM d a n g e r o u s  criminals.
CIM AMIGA W S  ' F A S T E R _  explosive power sends 3  through•  •ATARI ST O  r a i n s  W 4i.,• hold the line or plough the fields!. I t ' s  TOUGHER -

the criminals wield some heavyTi  ITO H hardware - but so do you! You can
shoot but you must dodge their flak_
heavy gunfire, trucks unloading their
cargo onto your bonnet... i t s the

. m e a n e s t  pursuit game to hit your micro
XEAN S•FTWARE LIMITED • 6 CENTRAL STREET • MANCHESTER • MITVIS ; TEL: 061 832 6633 , FAX, 061 834 0650
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•  Very  simple to use, requires no user knowledge..

•  Ideal for clubs, user groups or just for your own disks.

•  Probably the only duplication system you will ever need!
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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*.
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•  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
disk drive controller chip wheYeby hidh speeds & great data accuracy are achieved.

•  Me nu driven selection for Start Track End Track u p  to 80 tracks. 1  side, 2 sides.•
•

•  Als o duplicates other formats such as IBM. MAC etc.

•  N o  more waiting around for your disks to copy.
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If y n ' t  have a second drive we  can s
NCRO EXPRESS together with a driv

ONLY £104.99 (AMIGA)
ONLY £119.99 (ST)
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IS NOW EVEN BETTER
THE WORLD'S MOST POWERFUL FREEZER-UTILITY CARTRIDGE

•  S A V E  TH E  E N TIR E  O G R A M  I N  M E M OR Y  T O  0 1 5 K  . . . .

/

14.

Specia l compa cting I  h n lq u e s enable  up to 3  programs I
. fi t  o n  o n e  d i s k .Now sa ve s dire ctly? d i s k  a s Amiga  Dos • re loads indepe n t l y  Of Ow
cartretige • even I ran o r  to bard drive l W o r ks  with up to 2  g s  of R a m .
e v e n I  M e g  C hip M e  V a t t e r  A gne s ' .
•  U N I QU E INFINITE LIFETIDRAINER MODE • NOW MORE POWERFUL
Allows you to generate more  and even infinite  live s,  fuel,  ammo, e tc.
Perfect a s a  tra ine r mode to oell you past tha t vimposa irle • le ve l. V e r y
easy  l o  us e . .
s I M P R O V E D  S P R ITE  E D ITOR
The lu ll Sprite  Editor a llows you to vie w..modily the whole  sprite  se t
including any "a tta che d" sprite s. R AN G E OF IMPROVED FEATURES.

VIRUS DETECTION
Comprehensive e lms de tection and remova l fea tures to prote ct your
software  inve stme nt. W o r ks  with a ll pre se ntly known viruse s.
•  S AV E  PICTURES AND MUSIC TO DISK
Picture s and sound samples ca n be sa ve d to '
d i s k .  F i l e s  a r e  
s a v e d
dir e c tly  OFF fo r m a t s u i ta b le  tor  us e  w i th  a l l  th e  m a jor  gr a phic  a nd  m us ic
packages. Sa m p le s a re  displayed a s scre e n wa ve form.

SLOW MOTION MODE
Now you ca n slow down the a ction to your own pa ce . E a si ly  adiustable
I ron lu ll speed to 20% speed. I d e a l to he lp you through the  t ricky parts?

RESTART THE PROGRAM
Serially pre ss a  ke y and the  program will continue  where  you le ft e ll.
. F l id i . .  STATUS REPORTING

Al th e  pr e s s  of a  k e y  n o w  y ou c a n  v ie w  th e  M a c hine  S ta tus ,  inc luding Fe a t
Ram. Chip Ram, Ramidisk,  Drive  Sta tus. e tc.

POWERFUL PICTURE EDITOR
Now you r  an manipula te  and se a rch tot scre e ns throughout me mory.
Ov e r  SO c om m a nds  to  e di t th e  pic tur i•  p lus  unique  on  s c r e e n s ta tu s

S HERE!!

POST FREE
FOR THE A500/1000

STILL ONLY

PLEASE STATE WHICH COMPUTER YOU HAVE WHEN
OR D ER I N G

INTO E  EXPANSION PORT O F  YOUR AMIGA AND GIVES
EZE NTOST ANY PROGRAM, THEN YOU CAN...

o v e r l a y  • s h o w s  All.  t h e  .sale re n ....4 0 .1  yo u ,  u ta4 -d  u s e ,  n e e d  t o  w o r k  o n  s c r e e n s .
No othe r product come s close  le  offering such dynamic scre e n handling 01
fr oz e n pr ogr a m s !! •
•  M U SI C  SOUND TRACKER
With Sound Tra cke r you ca n find the  comple te  music in programs
driomeeetc• and sa ve  them to disk. S a ve s in forma t suitable  few most t ra ck
pla y e r  pr ogr a m s . W o r k s  w i th  loa ds  o f pr ogr a m s !!

• •  A U T O F I R E  M A N A GE R
From the  Action R •pla y 1111 preference scre e n you ca n now se t up autofire
from 0  to 100%. J u s t  imagine  continuous ERR power? Jo yst ick I  a nd 2  are
set sopa/ late ly tor tha t e xtra  advantage!
•  D I SKC OD ER
With the  new "Eltskcoiker" option you ca n now U l f  your d isks with a  unique
code tha t will prevent the  disk from be ing toadied by anyone M S.. •
T a g g a i l l
•
disks will only re load when you enter the c
e d e .  v e r y  u s e f u l  
f o r  
s e c u r i t y .

•  PR EFER EN C ES
Action Replay I I  now has scre e n colour pre ferences with Mega... se tup.
CUSIOMal Ige y our  s c r e e ns  to  s uit y our  ta i tte .  V e r y  s im ple  to  us e .
•  D I S K  M O N I T O R
Inv a lua ble  dis k  m on i to r  -  dis pla y s  dis k  i n fo r m a ti o n  in  e a s y  to  unde r s ta nd
format. F u l l  modify/ease options.
•  D O S  COMMANDS •
Now you h a ve . se le ction ol DOS commands a va ila ble  a t a ll tunes • DIR.
FORMAT. COPY., DEVICE. e tc.
•  D I S K COPY
Disk Copy a t the  pre ss of a  button - te ste r than Des Copy. N o  need to load
Workbench a va ila b le  a t a ll t ime s.
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Just what a game should be: looks good,
sounds good, and plays like a dream.

The 30  vector graphics ',a tom le
SiMailers teatimes solid t ille d  3 0
graphics with O o d le s and light
leteesity solaces. The system E111110/1
solid and waistline tuataras to be beery
Mixed. Stipple and traespareetisemi.
Inivaparent surfacers we aim moldered.

The game code ruesap lo 252 non player M HO; en
the map. The game cycle rate sod lire dew cycle are
ledepoadent se that game time cm be kept mince or less
dawatimi evee ri the dispiay rate m slowed down.

Sprawl explosion elects are achieved using a higNy
etiolate pellicle controller that indtvidualty mores up le
100 particles. Oirillettely a game that goes with a bong!

&melds lases a grid-bland reap similar to
Viols but mciodes bush squares
introduclog grosind•based
add Main action

Simulcra
s verging on the

awesome, conjunng up
immediate comparisons with the classic Virus.
Your SRV rotates 360 degrees and can fly or
drive The rotation and shading are excellent
and the game has a great tooling of speed
Battle is fast and furious and you can power up
the SRV with loads of goodies including speed-
ups, radar, fire and forget missiles. target
disoiay systens, shields. and extra lives.
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A D V E R T I S E M E N T

Chris Morley, ACE °done' 1990
/
*
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MICROSTYLE hurl you into the
computer war of the future
and produce a red hot 3D

shoot-em-up as an
incentive...

Cyberscape rules in the tar future, where ever
war is played out inside massive computer
simulators. A particularly unpleasant virus has,
however. had the effect of projecting the

combat into the real world and as a result you
have hordes of bloodthirsty simuicrall pilots
wreaking havoc all over the piace Your objective is
to enter the battle matrix' and destroy the other
craft as well as the matrix itself.

You control a sophisticated Suface
Reconnaissance Vehicle (SAY) with swing wings
ttat give it limited night capabilities. You drive your
SRV around the matrix, encountering every so
ollen a Inn red line that denotes an energy barrier
beyond which you cannot pass. You must then
locate the relevant energy projector and destroy it,
which vAll lift the barrier and allow you to proceed.

• • - •  6

• ,er versions (flanged

To wild variety Is am already meanie,
who. Micorstyle have thrown le a wide
variety e t ementies. first,  cud most
common. are the laser turrets that
slowly sweep in a complete circle mid
they led
,  
o d i
c  
y o
u ,  
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viciously. Various remind and a ll ;AUKS Ve t,  ISIS IS
leeps and small tanks, taco dddddd the walkways.
theektully needing only one shot Is kill. Thad you reads
the megatanks -  theme ems oily be killed with
bid when shot septette in the ma i satistasiory way yet.
by that *Moire the gun turret and then collapsing is le
theoriseldes wills a * fi t ly smolt' effect.

Throughout the game you eiso have access to a map
screen for strategic Manning a rid  thongs else a neat

posset•up that gives yea short range
mapplogiradar facilities while

you re moving.

result is a las:
pacet130 shr • • J o
that is slightly •  • •if to Resolution 101 in
garnep lay terms but blends in elernents at
Falcon and Virus as well In addition, the grid
construction introduces a maze element.
Sound effects are superb and add to the
sensation of speed There's also a wonderful
intro sequence.

Just what a game should be: !Doss good
sounds good, and plays like a dream.

Here at MicroStyle we couldn't think of anything
more to add to Chris Moneys' review for Octobers

edition of Ace.

R E L E A S E  D E T A I L S
'TAM ST E N  99 O C T  90

EN 99 O C T  90

All excerpts quoted by kind permission of Ace



nil of hero t ies got a
body hke Arnold Schwarzenegger arid a brain
like the innards of a pinball machine On the
outside Ranx is soft. pink flesh, but underneath
he's reliant on the kind of electrical gadgetry
you'd find in any hi-tech fridge

No-one knows where he comes from or, even
more mysteriously, exactly what a creature like
Ranx was manufactured tor. These are the facts.
RanXerox was created at some unspecified
tome, b y  manufacturers unnamed, most
probably in Rome. If it weren't for his screw-lop
head, the giant battery insert where his spline
should be, or those piercing violet eyes clever*
constructed (torn a pair of swimming goggles,
he'd be lust like you and me (only thicker)

Closer inspection reveals that Ram is no
more natural than dehydrated tea lie's three
times as strong as Mohammed Ali, four times as
hard as Superman and a lot more gratuitously
violent to boot. A minor imitation is enough to
prompt him to assassinate the entire contents
of a railway carriage or squash the lingers col
innocent flower girls until the blood runs
through his hands

Squeezing Ranks right nipple turns his
internal radio on (nobody is quite sure exactly
how it's tuned in) Flip open his head and the
electronically-educated hand needs only flick a
switch to turn him off. Two other tell-tale robot
signs: RanXerox has blue lips and comes
equipped with dummy ears There's just a lamp
at smooth synth-skin where wax and liars
Should be.Pi
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finds out what makes him
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THE CAST
RANXEROX He's
big. ha's strong

and he's very
violent Raniftroi
or mdatenninats

age and
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origin may be
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SANK ON RE THE COMIC BOOKS
•;ANKEROX IN NEW YORK

• 2nXerox's debut adventure it's lubna's Stupidity that puts
s life in danger. On a desperate trip to her drugs supplier

sete's persuaded to demonstrate what happens when she
matches off the lump of synthetic sinew that acts as her
,xlyguard, and is instantly kidnapped. After much passionate
searching, murdering and mauling, aided and bedded by
—ona's friends he finally rescues her, only to find ifs all been a

stardly ploy, It was all a complex ruse to get Ranx to New York,
eta s the only machine capable of learning how to impersonate
&le Astaire in the 24 hours left before curtains go up on a major

retrospective. Needless to say he's a great success: Ranx
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LUBNA
Young. pretty and
totally corrupted.

Lubna, lust 12
(going on 13), is

cared tor by

1
1
1 
n
o
b
o
d
y
,  
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n
d
s

most of her time
shooting up or
hanging out in

bars, She's fond of
Rank but not fond
enough for total

faithfulness
especially when
she meets a guy

she wants.

CARMEN
She le a rns te st. At

t hr e e
-
a nd
-
a
-
ha l f

she rune  he r own
gang (armed with
guns. knives and
whips) and is a

veteran at getting
her StartRile shoes

into the sleaziest
Roman joints. One
of Lubna's closest

friends, Carmen
has learnt most of
her t ricks from he r

elder brother,
Chariot The Sniper.

RAPIXEROX 2: NAPPY BIRTHDAY, LORNA
kanx and Lubna are stuck in New York, victims of art h Century
Inflation. Lubria works as a babysitter (tying up the lads for 20
bucks), while Ranx cruises the night streets as a taxi driver with
his friend Timothy, the kind of guy who gets kicks out of watching
the victims of car accidents die. Using his usual reserves of
charm and diplomacy Ranx manages to sunilve a snuff video,
gives Timothy the biggest thrill of his life and gets Lubna a ticket
back to Rome all in one night. But is life really any more fun back
home

11111AGIO
Fated forever to

live with a second
head as a result of
drugs taken by his
pregnant mother.
Giorgio Naos a

solitary lift in his
bedroom listening
to Elvis records.
His better head,
•  smaller Romeo,

• a  peace-loving
:Cerebellum, battles
I n vain against hia

violent rages-
• W h e n  riled,

nothing can 'top
Giorgio and his

rattling chainsaw.
Or can k?

MR VOLARE
Head-honcho of
amulti-national

• m usi c  corporation,
M r  V e lur e

 of man who
V e lur e  is  th e

can make robots
famous.

Unfortunately he
doesn't know when

to leave their
girlfriends alone._
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Rant is not what you'd call a delicate
machine His emotions are generated by crude
and primithreelectrcmic circuits. They respond
to three primary stimuli
. c o l o u r .  
t i m b r e  
o f  
v o i c e
,

and smell These in turn release mechanical
relays which dictate rudimentary emotional
responses such as anger. hate, love or
indifference As this is, at best, a makeshift and
haphazard setup, RanXerox is renowned lor his
unpredictability l ie can kick you in the head,
satisfy your wildest desires and smash the skull
of your worst enemy in a matter of seconds
generally without pausing for breath To
machine its all the same

Generally Rant is Sckle. but he does have twi_
overriding motivations The first is a bestial
desire to survive even robots come with a basic
drive for self-preservation. The second is on an
all together higher plane By some quirk of
machinery, reputedly due to a malfunction
incurred from a kick in the head in a bar room
brawl, RanXerox has (alien in love

The apple of his eye is a thoroughly modern
woman Lubna doesn't want to wont, she steals
and to rges to make money and she's ad dicted to
cocaine At the ripe old age of 12 she's also a
veteran ot  Rome's sleaziest hangouts she
knows where to go, she knows who to see and
she portions out advice to younger members of
her gang They don't need it most of them have
known how to handle a blade, pick pockets and
do drugs since the age ot three-and-a-halt

RanXerox is clearly a monster, but in the
world in which he lives, a distorted version ante
late 1980s. he doesn
-
t e v e n  
s t a n d  
o u t  
T h i s  
i s  
a

Rome in which people frequently get shot by
psychos on public transport, where heroin
comes in seven different C13101.0S and mutila-

TANINO LIBERATOR E and Stefano
Tamburini (with Mond), Me men behind
Ranterot's iron brain. The idea came to
them in the early HMOs.

NEW YORK, PALERMO. ROMS - wherever
Rant goes, ida's just one big platform
game. The bad guys carry knives and
machine guns; everyone else is a walking
punch-bag lust asking to be hit. Hidden
somewhere in this urban jungle is a series
of objects - weapons, aeroplane tickets
and money among them. Collected and
used in the correct order they add up to a
return flight to New York.

IT JUST ISN'T safe to go out In broad daylight these days. Wherever you look there's a
guy with a machine gun, a ninia chucking shurikens or some psycho armed with a
chsinsaw. Rant does what a robot has to do, though too much fighting can lead to
body damage. Luckily some doped-out bio-worker has WM the odd spare part lying
around and there are several power sources to provide a refreshing battery re-charge

lion is the trendy way to get your kicks
RanXerot. anti-hero, metal monster and

walking radio tower is the brainchild of comic
artist Tanino Liberatore and writer Stefano
Tarnbunni Together the Italian duo has created
a machine that's violent, bloody and often
repulsive Rant lolls indiscriminately and he
doesn't spare the innocent Nor do the comics
RanXerot's activities are shown in sexually
detailed frames so explicit they are strictly for
adults only (what's shown here is the less
controversial stuff) The emphasis of the artwork
is on realism RanXerox is so offensive partly
because his flesh and body look so real.

To apprec late these bizarre chronicles of the
underage beauty Lama and her metallic beast,
Rant, you have to take their adventures with a
pinch o f  salt  Clearly a  battery-charged
Superman with r poling muscles and a tendency
to shout 'Znortl
- i s n ' t  
m e a n
t  
t o  
b e  
t a k
e n  
a
t  
l a
c e

value RanXerot ercapsulates everything that is
worst about modern urban life. Rant has no
morals, he's congenitally violent, he !Lathers
drug abuse, he corrupts the young and he
certainly doesn't practise safe set The irony is
that this man-made iumble of circuitry, capable
of nothing more than the most rudimentary
electronic impulses is the closest thing this
parallel world has to a hero because everyone
else is even worse Rant's love for Lubna is his
one redeeming feature
. l o v e  
e n g e n d e r
e d

accidentally by a kick in the head •

IF YOU  PUNCH first you  ca n't a sk
questions later. Sometimes a bit al cool
ta lking re a ps its re wa rds trolortumide ty
Rana's manufacturers didn't weld a
dictionary into his brain. The full gamut Of
his expressions are a disarming laugh, an
insult, a quizzical look and a warlike
'ZNORTV In the right situation, the effect
Is magical.

IT DOESN'T TAKE much for a big guy like
Rant to run • small battery down. When

things got too tough our hero's knees
buckle and his heed fella oft

IN DIGITISED FORK RariXercit, Roman robot
extraOrdinaire. is known exclusively by his
pithier nickname Rant (RanXerot sounds just
too like the photocopier manufacturer) Rant
by UttSoft is a lot cleaner and tamer than Rant
by Tamburini and Liberatore He had to be A lot
of gamesptayers are minors — drugs and
paedophilia don't go down too well with the
people who watch over them When neither of
the available RanXerox books proved suitable.
UbiSoft uncovered an unfinished RanXerox
story, sat down with Liberatore and discussed
how it should end

The upshot is a plot which still centres around
drugs but in a rather more wholesome way
Psycopeste is the disease of the 90s, it's
ravaging the planet, and it's being beamed in
tram outerspace The symptoms are nasty
.sufferers have to cope with acute pain, an
unfashionable purple
rash and a tendency to
psychosis. Already the
Pope has been wiped
out by  a  kamikaze
prostitute and it looks
like the United States'
President is next

• B y  some bizarre twist
of fate, New York is the one place worst affected.
and only Rant is man enough to take the vaccine
there Hotly pursued by Lubna's lather (the
vaccine is produced by him) he battles against
screen after screen of psychopathic maniacs
His mission to make it to New York. His passion.
to return to Rome and seek out Lubita whom
daddy has hidden away somewhere

Inevitably, all this can't quite capture the full
flavour of the corm though Rant - a run of the

, mill platform affair - is better than you might
expect. There's a convincing atmosphere of
sleaze and decay and enough of an arcade
element to keep you collectingand punching f or
a while. There are plenty of slick graphical and
sonic touches, including some sleazy low-life
sampled city sounds But ultimately it's design
rather than execution that lets it all clown Don't
expect any of the risque elements that have
given RanXerox his comic book following If you
want a taste of that, read the books
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RANK
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Available NOW
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EPYX

YOUR CHANCE TO WIN A GOLD MEDAL...
Achieve your place amongst the immortals in this truly exhilarating

sports extravaganza SPORTING GOLD'... offering
no fewer than 21 captivating events, each one
a game in itself.
Featuring CALIFORNIA GAMES",
THE GAMES WINTER EDITION
- a n dME GAMES SUMMER EDITION
-
.
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NEXT MONTH!
IT'S NINETEEN NINETY THE ONE!

A NEW YEAR IS UPON US! And what better way to see out The
Old and bring in The New than the January issue of The One.

Here's a taster of what we have in store for you in 28 days' time...
FREE!

INSIDE there will be a
rather swish, not to
mention sexy, 1991

calendar with a difference.
It's just the thing to

brighten up those bland
bedroom walls!

DISK-0 INFERNO!
WATCH OUT for that
perky piece of plastic

stuck on front of the cover
of the next issue. Packed
into 20 grams of plastic
and metal (plus some

paper for the label) is a
ton of entertainment in the
form of a playable preview

of a hot new title...

A DANGEROUS
MAN

LEGENDARY
programming genius

David Braben — the man
behind the classics Elite
and Virus — reveals all,
including details of his

current project, the
eagerly awaited Elite

Lt6111.---2- a im &

GALLIC GAMES GO GOLD
FOLLOWING the success of Future

Wars and Operation Stealth,
Delphine's taking to the water with its
next Cinematique epic Cruise For A

Corpse. We hop across the Channel to
look at Cruise and much more besides!

TOO MUCH WORK TO
HANDLE

YES, THERE'S MORE that too much
Work In Progress at the moment. The

One has tracked down some of the
year's most eagerly-awaited sequels —
plus a few that no-one's even heard of

yet!

AND OF COURSE...
MORE IN-DEPTH REVIEWS of all the
top stuff, including Dragon's Lair II:
Timewarp, Wrath Of The Demon,

SWIV, Prince Of Persia, Billy The Kid
and... And even more besides that can't

be mentioned here.

THE ONE ISSUE 28
ON SALE FROM LATE DECEMBER

GET REAL!
WE TOOK A TRIP to a
rather large Computer
Graphics Exhibition in
London to bring you a

look at the latest in
big-noise visuals. Plus,
there's some wonderful
weirdness with virtual
reality to experience.

CEO WHIZZ!
SNK'S TECHNICALLY
STUNNING new home

console, the Neo Geo, is
taken apart and played to

death by our team of
white-coated boffins. Is it
really worth putting your

16-bit baby up for
adoption or what?

SO WHAT'S THE
DAMAGE?

NOT A PENNY MORE
than £2.50, so start saving

now...



PLOT YOUR OPPONENTS DOWNFALL AND...STRIKE

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!
C r A M I G A  - ATARI ST
Ocean Software 'melded • 6 Central Street • Manchester - M2 5NS
Telephone: 061 837 6633 • Telex: 669977 OCEANS G • Fax: 061 834 0650
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NC:01•01N H A D  THE
'GUTS loorriL NOW

The arcade action thriller with the BIG finish.
Infiltrate the criminal underworld - your mission is to seek out
and destroy the king pin of the MR BIG CORPORATION -
IF YOU GET THAT FAR.
You'll hove to outwit his enormous army of body guards... gangs of
charisma-bypass patients in trench coats, the bullet brain with
he build of a rhinoceros and the breath of a dung beetle, pocks
f vicious canine yappies, the psychotic clown with an evil

se of humour -
i l l  DIE BUT NOT LAUGHING!
there's the gas guzzling cadillac jock - a cool specimen,

w hanging on the door rail, a serious looking piece in his
hand and ready to blow you away as he rolls down main street

,leaving you coughing lead.
It's not all bad!... You've got a chopper to back you up, a mean,
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'pretty neat moves. And what about the king pin...
it:lid I say he was
'Mr. Big?... k  No, he'sMR. BIG!
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