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4 UP FRONT

HERE'S WISHING you all, on behalf of
The One staff, a very Merry Christmas and
aHappy New Year. And that's allthere s 1o
be said!

REGULARS

8l 6 LETTERS

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

| 14 DISK

¥OU GET to play The Assembly Line's
forthcoming epic Cybercon Il before
anyone else, thanks to this exclusive
playable preview. Here's how to do it.

16 NEWS

WHAT HAVE we got? The lot, that's what,
And this includes the Damocles Mission
Disk, sequels galore, and a first in-depth
look at Audiogenic's conversion of the cult
arcade machine Exterminator.

WORK IN PROGRESS
MORE NO-NOMNSENSE development
details on some of next year's finest
including Maelstrom, Arc Developments,
Vividimage, lan Bird, Random Access and
MOre More maora,

67 Deuteros (lan Bird)

165 The First Samurai (Vivid Image
Developments)

53 Hunter (Paul Holmes)

168 Midwinter Il (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 Car-Vup, Ocean's RoboCop 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
slick al.

101 Cadaver (Image Works)

96 Corporation (Core Design)

85 Monty Python’s Flying Circus {Virgin
Games)

95 Operation Stealth (Delphine)

111 Rick Dangerous Il (MicroStyle)

86 Shadow Of The Beast 2 (Psygnosis)

! GRIPPING!

N Pradstor 31 The Hoek Continusa, . ,

.....

174 DEMOS

PHIL SOUTH opens the doors once more
tothe Public Domain and names his pick 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 Ona.

CONT

DECEMBER 1990

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 joysticks
and associated odds and sods worth
checking out for Christmas.

178 A WEB OF

INTRIGUE

AS EMPIRE'S official Spider-Man game
warms up for release, Phil Southtracesthe
history of the world's most famous
web-slinger.

191 NAME RANX AND
NUMBER

COULD RanXerox be the world's most
violent cartoon character? Kati Hamza
finds out, with the halp of UbiSoft's game,
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z :'”'m 80,81  captions used to
re 23,31,44, 51,58 h“'F convey the
BestByle 109 ‘fgel’ of the game.
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i 37 Updates follow
Meadusa 149 where
a Mix 151 :
m"‘“’wm 56,57,96,99 BPRIEPE.
Microsmart 158,159
MicroStyle 117.118,119,190 nm%ly
Miorotes 184 how colourful or
Millennium 143 well drawn they
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Third Coast Technology 172 much you
Touwch Software 152 get for your
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UbiSoft 76.77,83,121,171
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HEY YOU!

WRITE TO THE
EDITOR with your
views and queries
and you could win

£100 of software

and an exclusive

The One T-Shirt.

If there's
snn;aihing that's
uggin i

about hegéﬁ:.
software or life in
general, or there's
anything you want
to know, whether

. it's about a

release, tips or a
technical problem,
or even if you just
want o reminisce,

then don't
hesitate to drop
us a line. If you
don't want your
letter printed,
please state ve
clearly NOT FO
PUBLICATION.

Each month Gary
Penn picks out
the most
entertaining,
thuughl-prwuking

or opinionate
letter. We receive
hundreds of
letters and read
averything we get,
but unfortunately
there's not space
to print them all.
This page
represents a
choice selection
of the latest.

SEND ALL YOUR
views and queries
1o...

Gary Penn
e One
Priory Court

30-32 Furrlnﬁlan
ne

LONDON
EC1R 3AUL

- OR FAX YOUR
views and queries
on...

(071) 490 1095

AND DON'T
FORGET to
include your full
address, T-Shirt
size and machine
format!

S i e

A TWIST IN THE
TALE

Dear The One

I've just seen Oliver Twist on the TV. It's
an old film but it has touched my heart.
After that, turning back to my ST, | thought
why software companies did not take
movies, or tales, such as Oliver Twist,
David Copperfield and the like, into the
computer scene. Maybe they think that
such games wouldn't sell, and I'm afraid
they could be right. Children today read
comics, watch movies, all the same:
violence, violence and more violence. Is
goodness out of place at present? I'm not
saying that shoot 'emups and the like must
be banned, butisn 't really there a place for
non-violentgames? Let's think thata great
number of games players are less than 10
years old.

Agustin Malave, Madrid, Spain

Its trua (ish) — such ‘nice’ games
probably wouldn't sell, As for non-violent
games... there are quite a few. Try
E-Motion, Klax, Pipe-Mania, Tatris,
Plotting, Puzznic, Railroad Tycoon,
Loopz (see News)... the list goes on. Most
of them are puzziers though, which may
not be your cup of tea. More abstract
violence can be found in ‘cute’ games
such as Helter Skelter and Rainbow
Islands, though it's debatable whether
this has the same ‘effect’ as more
obviously wviolent software such as
Operation Wolf. Opinions regarding the
effects of so-called violent software
showid be sent to the usual address.
Meanwhile, Agustin wins himself £100
worth of software and a free T-Shirt for his
thoughtful comments,

GONSOLED

Dear The One
| decided to get an Amiga 500, so | ordered
one out of a Mail Order catalogue for £499,
I couldn't afford cash as | am a married
man with two children. But believe me it
was worth it. | got some free games with it,
and we've managed to buy one game,
Pac-Mania, which was a mistake on my
part as the kids beat the pants off me.
Anyway, | got the Amiga because |
thought it was the ‘in' computer, but now |
read in your mag (which is the most
informative of the lot) that consoles are
taking over and. the ST and Amiga are
dying. The reason | got the Amiga was that
| thought it would last a good few years and
the kids would grow up withitand as well as
playing games would leamn a bit about
computers as they are the future. Any idiot
can plug a carridge in a console and blast
away.
J Noble, Whitby North, Yorkshire
PS Is there any way you can get good
second-hand software at a reasonable
price, as £20-30 is a bit too steep for me,
but | wouldn't touch pirated software.

Don't lose any sleep, Mr Noble — the
Amiga's going to be around for a few
years yet. How the console situation will
develop though remains to be seen, but
here at The One we don't think anything
radical will happen for the next year or so
(that's put our neck on the line!). As for
cheap second-hand software... you could
Iry our Classified section. Alternatively,
there are many mail order companies
advertising within these pages, all
offering decent discounts on ‘first-hang’
software, old and new.

THE ONE ______ DECEMBER 18
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Dear The One...
| am a recent
convert 1o your
magazine and
find it excellent
value. |
particularly enjoy
the special
features. | am
upgrading my ST
for an Amiga and
I have a question,
Because | am
such a Dungeon
Master freak 1Mb
is essential, but
I've heard that the
odd game will not
work with 1Mb
fitted. What (if
any) games work
with only half a
Mb? Can the
expansion be
easily
interchanged?
David Pooley,
MNorth Walsham,
Norfolk

It's true, there is
the odd game
that won't work

with a 1Mb
expansion fitted.
But it's not a
common problem
nowadays, with
omly the more
alderly soffware
suffering from this
form of memary,
erm... thing. In
fact, no-one here
can remember
the last time we
had to remove
our expansion to
make software
work. If anyone
does know of any
software that
won't work with
an expanded
Amiga, don't
hesitate to drop
us a lina.

At the moment |
am putting
together the

money for an

Amiga. This is an

expansive
investment, so |
wanted to ask you

a question. Are

the guality of
graphics worse on

a normal TV? If

50, does it spoil
the game?
lan Troake,

Ashford,
Middlesex

None of us here
has a problem
using a TV at
home. The visual
quality does
suffer shightly, but
not significantly.

ENCYCLOPEDIA?

Dear The One

| purchased The One as normal. As soon
as | got home | avidly searched the pages.
And then | searched them again. No, it's
definitely notthere | thought. So | searched
for a reason or apology. And again, and
again... I'd nearly given up when, lo and
beheold, in a tiny comer of the contents
pagethereitwas! Areason. Infact, the only
reason for the non-inclusion of the
Encyclopedia Of 16-bit Games. Oh no! |
thought, because I've enthusiastically
been collecting it and filing it away each
month. Perhaps a cerain amount of
organisation and lidiness comes with age
(well, lam 34) becauseitreally appealed to
me. Yes, even the games | don't have were
interesting.

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

Being old (bah!) | really enjoy simula-
tions rather than “shoot 'em/bash 'emikick
‘em to death ups’ so | particularly liked the
4D Sports Boxing Review/Feature, nice
one Jim. Another thing | like about your
Reviews and Features are the bits of
potted history, a nice little touch. 4D Sports
Boxing and Wings are particularly good
examples of this.

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

Whilst I'm praising you like this | may as
well mention that | was very interested in
the look back over two years of The One
(aah, nostalgia isn't what it was). It's good
to look back at games you've reviewed
over the years and compare memories of
them with current games. Don't some of
them age really badly whilst others survive
the rigours of time so well (Elite must be
the best example of the |atter)?

All in all, what | initially thought was a
disaster has turned into a triumph! Surely,
in my humble opinion, your best issue to
date. Keep up the good work!

Philip York, Mobberley, Cheshire

Shucks...

RELEASE REQUESTS

Dear The One...

When are Indianapolis 500 and 688
Attack Sub coming out for the Atari ST?
Lee, Stockport

The bad news is that Electronic Arts is not
currently planning to release either of
these titles forthe ST. Indianapolis 500is a
bit mare likely than 688 Attack Sub, but |
wouldn't hold your breath.

Dear The One

InIssue 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. | thought this was an
excellentidea because I'm always coming
up with ideas for games, | write them down
but | don’t know what to do with thern,
which brings me onto my questions. .

1) 1 have wanted to be a programmer for a
few years now but don’t know where to
start. lwould be grateful if you could advise
me.

2) Are there any plans to convert any of the
following games: Wrestle War, WWF
Superstars, The Main Event, Euro
League, Super Monaco GP, WGP, Air
Inferno and Prisoners Of War?

3) Will you be doing a Work In Progress on
Golden Axe?

4) Are the Quickshat Universal Infrared,
Universal Arcade-Style, Deluxe Digital
and the Quickjoy Jetfighter available for
use on the Atari ST?

Danny Murdock, Catford, London

1) It's 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
inprogramming is low because of the lack
of the hobbyist enthusiasm that was so
prominent in the '80s. Can anyone
remember the foys 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, of course, you wrote
something yourself. Anyway, as for
becoming a professional programmer,
Danny, that's mainly down to you.
Obviously you need to learn how fo
program first, before you can begin to dish
out demonstrations of your talent to
software publishers. There's always our
ShowCase section, which should be
returning to these pages fairly soon. We
also have aratherusefulreguiarfeature 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. US Gold has the licence and
Probe is doing the conversion work. See
this issue’s News for further details.

d) 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
foysticks you mention.

NOT MUSHROOM HERE...

I have just found out that Super Mario Il is
going to be released at Christmas and that
it was a big hitin Japan. | am a real sucker
for these jumping around and eating
mushroom games, but | have one small
problem. | do not have a Nintendo or
GameBoy, | have an Atari ST 520. Wil
Nintendo ever do a conversion?
Barnaby Cleave, Bembridge, Isle Of
Wight

Nope. Nintendo's like that, you see. It
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. Stil, 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 simifar to Mario’s adventures,
otherwise it won't ever see the light of
day...
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IN A ROOM with a big purple pillar in it, a
green robot trundles around, oblivious to
your presence. These robots are called
Reels, due to their distinctive cotton reel
shape.

LOOKING UP at a
bridge section. The
litthe red blob
peeking over the
side of the ledge
on the right is the
top of the control
post that extends
the bridge.

UP ON THE LEDGE
you can see the
gap you literally

have to bridge. But
can you operate

the controls of the
bridge itself? You
need more than
brawn to solve
some of these
tricky puzzies.

H

{ (o0 -
FPEEY -

INSIDE YOUR
HELMET you can
see the weapons
salector circle to

the right;, and
above that al the

top the controls for
your sonic key. The
small meters down
at the bottom of
the visor are your
power indicators
for the differant
suit systems.
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PROJECT
Cybercon Il

PUBLISHER
Us Gold

AUTHOR

The Assembly Line
Ricarde M Pinto
(Game & Graphic
Design)

Andrew Beveridge
(ST & Amiga
Fmgmmmin?:l
John Dale (Sound)

INITIATED
January 1990

g RELEASE

AMIGA
Januory 1991

ATARI ST
Janvary 1991

IEM PC AND
COMPATIBLES
TBaA

Fresh from its success with Vaxine, The
Assembly Line's set to unleash another
3D product, only this time with an
adventure bent. Phil South went to meet

A BLAST FROM
your on-board
weapons system
bursts against a
column. On top of
the column you
notice a broad
collector of sorts,
something like a
light sensor. What
could it ba?

the men behind the magic.

THE ASSEMBLY LINE has rightly earned
itself @ nice litfle niche in the market 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 onginal wares is
impressive, espacially when you consider
that it's so hard to gain acknowledgement
without a licence these days. And unless o
computer entertainment is easily classifi-
able, it's not acceptable.

“It's terrible,” bemoans John Dale. "You
lebour for months and months on
something only for people to say it's foo
weird” Andy Beveridge odds: “For
exomple, | was surprised to see Loom
eriticised for NOT being like an adventure.”

Grievances aside, the design of this new
project is being handled by newcomer fo
the team, Ricarde M Pinto. “The reason if's
called Cybercon " he explains, “is
because calling it Cybercon One soundeda
bit stupid. The idea is that you're trying to
penetrate the defences of this computer
system that's gone haywire and is killing
everybody off. The makers built a sort of
failsafe into i, and
that is that they
trained specific
operatives o get
into the system an
disarm the
defences. But now
the computer’s
gone completely

Joﬂn Dale adds
with no small
amount of irony:

“So the fate of B
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world rests in your

hands. Either you m

ot down, or it (ONCIE WM VEIME O homan' wek & muies
L;’: dr deaf;’,,” " computer, controlling all our es. But over the years
Alihough - dhe the machine got so complex it took on a quasi-human
complex  housing intelligence, and the power drove it mad. It the
the ~computer 1 hell out of most of the humans on Earth, leaving @ handful
impregnable, it has of I'.h-k The remai humans on the after
its flaws that enable - Cybercon goes mad find with the unenviable
you lo enfer... “If's “task of entering the complex fo stop the machine from
Fﬂlfd*hii hugf—‘a {D_:':e-r wiping us out . Ricardo's plot had to have a
ield around it | Iﬂﬂph ; ﬁlmﬂ':' computer,
. 9 allows one opera- ot J&T&:m o e o
tive, and he has to shut it down,” ; d . "
* You see the world through the eyes of 'C)’b.rm;ll.lﬂm h'ugun'hhhndl MI Il“;.;;’ when
your power armour as you walk around the W“d DI S subject. i e, it ld
enormous rooms of the underground | GFMOUESUI Th""“ been fi this H'““ﬂ for decades
#
complex. Butunlike many other adventures | @nd there's very little left of them. re on the verge of
in the 3D mould, the spoces inside the | death, because C _ 1 has deci to exterminate
Cybercon complex are truly vast. Although thun,undmiluy up this uldmufpuwnrmurvdﬂr
your power armour can protect you up to o | s extra power cells. One of the great
point if you fall, there are some drops that mﬁ this power armour is that it was built and
not even povEEssted impoct-resistant igned at the same fi system suspect
steel suits catfbave you frof As Ricardo put ; at the time as the Sothey e
- £ : : "' th beable totake on energy andso on once inside.
it: “Theustst would be fine:butYou'd be this Al s intedac i with C Th
ryort of shudge irf the legs of # o ‘umﬂﬂh : mﬂ"'. .
«, Another poirt about Cybercon fi is thot | GrMOUF allows ?ﬂ“*ﬂdﬂ‘fﬂ[‘“‘-ﬁ thi like Pfﬂf-ﬂd.d
i é:ve,ryﬁlng moves so fost and lgdks so I'-"m PUil'l very l'l.ﬂw m 0 on,
| realiste [Fx6ll sd mdedy onddark i fact rebels, it a have E
| the colofits have: been| kept quitis Jokv to | Cyberconhas spot, butwhatthey don‘tknowis that :
reinforcg tiat faek It's a|gams of cirematic Cybercon knows about it, and is trying to do something :
| techniquis aifd hittech 3D shopes, h?r % about t. The computer has created a force to thwart you ol
i you mowd oround, the wearld cb:wsni'ij st sit inside the computer centre, so as well as you and the I l"i
v thers: Na; fhe. robots nnﬂ'dﬂvic-efa in the automatic robots in the complex, m ol
v camplex are gl yery much alive. Bygd when g L : .
v Yay con't see the complex in gefign, things
:?;{r‘nqving around and chn{:h?gh y
Gybertog: it lis being' proframmed by
Andy “Bexefidde piing” o special 3D
environment he's” created. Andy is no
strongerito=dDy tavihg joined TAL ofter
many years with Recllime, the team famaous
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 ime at a firm called Torus
being the programmer behind the ZBO
versions of Elite and another famous little
number colled Gyron, as well as being one
of the original designers behind Carrier (R I
Command. (As a point of interest. Ricardo

shares a houserwith-gnother 30 expert,

Sandy White, witer u.&}he B-bit classic Ant  |NSIDE THE ENORMOUS entrance of the i the wings of
Attack and':the - npver-to-be-released S°Mr®: lit by eerie green lights. Behind the Guardian
14-bit ‘advebi & - you is the force-field that has just allowed

6-bit ‘a vgnmi'e( Special) you (and only you) inside the complex. Angel.

TAL admiires Ricar sdesign fortheway  Ahead lies the double-door entrance, as
it dictates e fhirigs sheuld keep moving, tall as a man, which gives you some idea
evenm‘f:{tﬁe playéris stdndingstill. “Thisis  of the size of the room.
ape of dﬁe rhl'ngs thut;[nfer&ilmdl me when

e Firsk sow it revedls Johrt Dale:*There
“org othet 3D gome] wherd the ward is
edser passie. ¥ just tfetTound and
find thinks. whereds] here we're talking
obout o wordd ‘where thiers’s quite a bit
going on. I¥'s o dat mere interactive.”

‘It has ghawh a: bl sihce our original
intentions,” Angy-chips in ot this point.
There was o stogewhire we had the system
and we didn't k what to do with it. We
jusf #erfmll_qui?q $uta Rigardo.soyw it, and
he *soid “"That lo8ke fiké 'd retly boring
conference centre!’ | was quite hurt
actually.”

5o, having to defend his stance, Ricarda
told them that he could design a much more
impressive experience using this brilliant
new system. Andy and Ricardo hod worked

S0UND CONSIDERATIONS
THE USE OF SOUND in Cybercon Il 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 upenin‘?
doors and activating objects in the complex. That said,
there will be some more exofic sounds in the finished
product. In the version currantly running at TAL, 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 shoehoming samples into more
standard STswasabitof atrial according to John. “There'll
have to be judicious use of sound in the ST versions, chip

i d probably. It's hard to know sometimes what to and
onag hUgE 3D game WI"IICI"I nevar ED’TIE ol HERE'S ANOTHER HRIDGE. this time & stati B maadin soun : . 0
colled EPT (see the Realfime WIP in Issue  over a deep chasm. Over on the right-hand ::ude at the far eng  What notto support in the games, really, I:-L_JrfE | suppose ll’ii
20), s he believed it when Ricardo said he  of the ledge, you can see a door. This is clearly the only way to  be a lot easier once there’s a few more STEs out there.
had a decent design. get up to the next level, but watch your step.




A GUARDIAN
ANGEL stands
batween you and
the solution to a

comple

that TAL's 3D
gystem has
produced.

THE ASSEMBLY
LIME'™S 3D system is
capable of halding a
vost quantity of
infarmation an
objects, rooms and
animation, 1 isn'l
ochually known how
many polygons there
arg im § ".-Eut'lu.ll'l 1,
as il vanes
depending on how
many doors you
hove open, and
things like that. The
average frame rote
ol the animalons are
between eight and
25 frames per
second, but once
again this depends
on which room ond
whare

Bul, as an
axagmpie, hers ara
two typical rooms
the ‘umple’ room has
40 polygons, 144
points and runs at 15
FPS. The most
complex room
example has 180
polygons, 403 points
and runs al eight
FPS

One af the
syshem's mosl
innovalive Ospachs 5
the way it drows
Carg Ii“\_ a .‘\Fll'\ll:ll.
inmovation created
by Adrnan Slephens
[wha 15, you may
r l"rl'lt"'l'l'll\!"l A 1h &
programmar of
il'l'll.ll:’l.'l'!'ﬂlll.\l k'\
Interphase

L8 '_.-l.:-l'n on lll hos
over 270000 lnes
L :lr SOUMe C L"l.il.\ o "l':!
tokes up over 2. 5Mb
|\r MY on
Andy's PC. To give

YO SO Ii{E‘LI l\.ll‘

" 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

\ aven Andy found quite startling — and he'd
" built the system.

. "We liked the design because Ricardo
assured me that | wouldn't have to do any
more work at all. It was already written.”

"I was amazed at the way the
appearance changed,” he says. "l was

- o y hoo: defining objects and rooms, butmyideaofa

room was basically a-box. Some of things

we've dape-with rooms are omazing.”
0 Ricardo tried fo influence the tearm-lo
_,I'ﬁih‘ri'ﬂggar tog:-“-meqn;-the, conference,

bu | Wagled fo

giganhc

Rl Al cioks by i
rooms hie's designed:
rooms, ‘great-kig:
chasms. Aid_wh

looking rooms
you con be in” For example, T

big towe i
saga a wal rﬁ;%g;ng Ermmr in
the game you'll walk across that walkway
and lock down on where you were. It's
nice to able to use height like that, but it's
enormously complicated. There's one sec-
tion which is just o moze of passages and...”
Andy sighs before odding: “Which is
very confusing fo debug, | can 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 o flat plane around the
' b Uk 0 L ek d player. And when Ricardo explains what
he wants some of the objects to do, | find
& they've got to come at you from above,
\‘ll ) e below, sweep down from the ceiling... It's
just never occurred to me that there's all
this space for flying objects.”

LOOKING UP one of the encrmous shafts inside the centre, rEredBly
past a spinning disc, up into the tower top. The tower top Iso-irigredibly proud of ”‘:
comprises four intersecting tunnels. You can get to them by . at it can do. "You can pus

solving the puzzies in other rooms on the way up there. Don't ings. , butit's very fiddly to'de,
fall, or you end up as a bucket of sludge in your boots. fgs off edges — you cah

oorways even! And"

you ga through]
to kﬂﬂi‘._‘_ ﬂ =

these doors: i

leave all the dodrs-apen.behind you, and
then look back you can see from one room
into the nexy, ordfthernesd), Widtherigad... |
do actually draw all those things and | have
to work out if you can actually see them.
And the gome does slow down, parficu-
lady when there's a lot of towers with
rooms off them. | have to consider every-
thing in all the rooms.”

F
x

o L e i hu-whlrlm h bext this -{u_ BEING A FLASH sort of fella, Ricardo did all the hm;: mmm,-‘ :::s a man's life programming 3D adven-
THE CYBERCON Ill TEAM... From left o if's the equivalent o for Cybercon Il on his Apple Macintosh. From here he went onto res... i

right, Ricardo Pinto, John Dale, and Andy AR MR create the designs for the machines and rooms on graph paper,

Beveridge ; nowels of about so that data for the system could be created.

] '0-B0,000 words!
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READ IT?
NOW PLAY IT!

" 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 Il 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
dois explore the complex and find three pieces of a ‘key' toenter
Part 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
|oystick to control the camera view,

WHAT YOU GET

“This Cybercon Ill preview has been designed basically to
compliment the Work In Progress — to give you a feelfor howthe
environment works, what you can expect to see and so an,”
explains designer Ricardo Pinto.

As you'd expect with Cybercon Il stillin 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 themto be a surprise.” The
idea is simply to explore and complete the mini-task that's be en
set

Our Cybercon Il 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 actu ally see
anything exactly like this in the finished product.

As for the second part of the preview, where you can play
around withthe cameras... this represents afeature of Cybercon
Il where you can place cameras to monitor the movements of
robots around the complex. Since youcan't manipulate objects,
the cameras here are already set and in place,

CONTROLS

Movernent 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 guick stab of the firebuttan shoots yourPlasma Cannan [but only if it's
turned on!).  Hold down the firebutton while moving tocharge up the
Power Armour for a jump.Release the firebutton to execute the
jump. Hold down and release J to perform astationary jump. The
longer the key isdepressed, the higher the jump when thekey is released
Please note that holdingdown the *J' key for too long results in acrouch,
not a jump.

WITHOUT FIREBUTTON WITH FIREBUTTON

DEPRESSED DEPRESSED
WALK
FORWARD LOOK UP
TURN O‘Q‘D TURN  SHUFFLE GQD SHUFFLE
LEFT = Y RiGHT LEFT \ = ' RIGHT
WALK LOOK
BACK DOWN

THE SONIC KEY

This handy little device is used to activate doors,
lifts and the like, It works by ‘loading’ it with
synmbols 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 With Highlighted
Symbol

RETURN Play Sonic Key

SYSTEMS

The four cursor keys are used to select and
activate the Fower Armour's five systems.
Please note that for 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 4 < ) MOVE
501G el B
Lerr "LV migHT

INITIATE AUTO-REPAIR ON SYSTEM
(AUTO-REPAIR MUST BE ACTIVATED FIRSTI)

—

Lok ¥

THE OBJECT TESTER

This forms part of The Assembly Line's
debugging tools for Cybercon Il It has been
implernented here to give you a feel for the
shapes used to build up the playfield,
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 5T)
SHIFT + DEL Enter Tester (Amiga

N Mext 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
bays to double check which colours are being
used throughout. Motice the used of stipples to
gain extra colours from the existing ones. Please
note that the palette is not visible on the Amiga

SHIFT + HELP View Palette
ESC Exit Palette

A few sounds have beenincorporated within this
preview. Toallow The Assembly Line to checkon
the samples at any time during play, this handy
little feature is included..

SHIFT + Z Play Next Sound Sample

m'm-. % .-
Make a map. Not only will it aid you

for the 300 or so rooms to be found in the
Real Thing, : g

exploration, it will give you plenty of practice STUCK? Tough. Well, it is until the next issue
solution.

DONT shaot the security cameras!

MHﬂmMmam

4 LJa8

I

Bk

AMIGA AND

ATARI ST
Loading your
Cybercon Il preview
couldn't be easier,
Much. Simply insert
the disk into the
Intermal drive and
turn an the power.
The Cybercan IIi
preview will now
lad and rin
automatically

Should you find that
your Cybercon Il
preveew won't oad,
FEMOVE By
extraneous external
penpherals, such as
printers, and try
again. If the disk still
refuses to load, it's
probably faulty

FAULTY
DISKS

If you find that your
Cybercon I preview
disk refuses to load,
simply pop it into a
jiffy bag or padded
envelope and send
It, along with your
name and addrass,
to: THE ONE
CYBERCOM Il
REPLACEMENTS,
Stanley Pracision
Data Systems Ltd,
Unit F, Cavendish
Courtyard, Sallow
Road, Weldon Maorth
Indusirial Estate,
Corby, Northants
NN1T LJX. Pleass
allow 28 days for a
new disk to armive at
your door
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DRIVING

Do you want to drive in the Fourth Dimension?

From PSI, the creators of Test Drive™and The Duel: Test Drive II'™ -

Mindscap® and award winning devglopers DSI bring a new era of games to your home computer with the
4" 4D Sports series. Here th 4th Dimension is realism and the action is amazingly real.
4D gports Driving lets you loosegbn the most amazing test track ever built in the fastest and best cars the
wop 's motor industry have eveforeated. This is the ultimate proving ground where you can test thess supser
F cars to destruction - literally!
lake your pick from cars likg'Porsche, Ferrari or Lambourghini and put them through their paces on stunts
d including the nerve-rackin® 360° loop the loop, jumps, the topsy-turvey tunnels and thghcort stoppin’ pipe! MINDS
S 4D Sports Driving presegits you with a large selection of ‘ready to race’ tracks to reglly test your skills to the
' limit together with a comprehensive editor to create your own ‘nigltmaon:” track

& > - . - —_— 1'{
Vs wonar Tocal deader, comdaci: f Faw fuariher infoemention on Mindsoope prodects MR & omnyanlifiles. ClaAG A VIGAE S lesd D™ By TS et el !
Mirnglsenapn |'r|.'|'.'.lr.-.'I||um|'.'rl<¢/|'|'||'l: ek Moty el pew releoses prlease coll- 0898 234 214 or fardy graphies. Redgad®™ S ounatdaston or Al vt Frengherricar by, cofBpedacde i - 4
Hooklands | state, soayneghil Colls charged al 3 3p per minute off peoak wels. ARRIQERTI] Alerri 51 vl Caprrphet 50N, [ R 1A v Wi b
West Susses RH 1 7 ING el 0444 831 P61 il A4 per pradvile af peak IRes, 199 AT i) s e !*‘{
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TOP TEN

Month Ending November 1990

1 NE

A

8 »

awv

10 NE

AMIGA

M1 TANK PLATOON
MicroProse

SUPREMECY
Virgin Games

F-19 STEALTH
FIGHTER
MicroProse

LOTUS ESPRIT
TURBO
Gremlin

CAPTIVE
Mindscape

CADAVER
Image Works

WINGS
Cinemaware And
Microsoft

KICK OFF 2
Anco

THE KILLING GAME
SHOwW

Psygnosis

INIDANAPOLIS 500
Electronic Arts

cmmhtm Circus Lig, The Plaza
E Oxta treat, London W1N 80P, Tel: (071)

MORE THAN FIT F
A 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 Domark’s doorstep just a few weeks ago, is a
sprawling arcade adventure set long ago in the
Far East, whenturned-up pointy slippers were all
the rage, and heroes rescued princesses from
the hands of dastardly tyrantsinthe nick of time.
Which, by a startling coincidence, is exactly
what happens here. With the all-powerful Sultan
away from home fighting, the evil Grand Vizier
Jaffar has seized control of the land, enslaved
the people and taken up residence in the SWORDFIGHTING
Sultan’s castle home. Worse still, he's taken a |8 an essential skill,

Iiking to the Sultan's beautiful daughter and :MTJJ;:E:
plans to marry her — but only if she accepts guards in

Jaffar has given the young princess a simple  &bundance waiting
to turn you into
Shigh Kebab.

thoice — accept his proposal within the hour, ar

die. 5o now it's up to you, a young peasant jailed

n Jaffar's castle dun-
geons, to escape and
rescue the Princess
before her time is up.

Prince Of Persia
features 12 sprawling
levels — each a part
of the mammoth cas-

| tle — interspersed by

mini-movie L

| quences that ad-

vance the staryasyou

':'j'; go along. The empha-

515 IS @85 much on

- | puzzle-solving as ar-

cade action, with al-

| most every screen
ol |laden with  tricks,

fraps and surprises,

§ To make matters
| tougher, an army of
| sword-wielding war-
i riors, both alive and
| undead, stand be-

tween you and your

T true love.

But whats at-
tracted most atten

tion to Prince Of Persia since its recent release
Stateside is the versatility of the main character
and the way in which his gymnastics are
presented. Prince Of Persia’s creator, Jordan
Mechner (wha 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
swordfights in order to achieve as realistic
effect as possible. The result is nothing shert of
stunning as the hero runs, jumps, crawls, climbs

and dies — with remarkable realism

Domark hopes to have Amiga, ST and PC - OHE.HD,,F.‘P:S
incarnations packaged and on sale in time for mini-movie

Christmas, at prices yet to be announced.

sequences the

However, if you simply can't wait, American Princess lies

copies are already available over here onimport

helpless with less
than 60 minutes to

through Software Circus (071 436 2811}, ata  jiye — unless you

price of £24 99 There's a full review of Prince Of

Fersia next maonth

can get there in
time.

RICKETY
PLATFORMS
crumble between
your feet with little
warning. Only the
quick-footed will
survive, There's
also many a
porteullis to
activate -
provided you can
activate the
relevant switch.
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" THE ULTIMATE SOCCER CHALLENGE
IS ABOUT T0 ...KICK OFF!

ST =  AVAILABLE ON: Commodore Amiga, IBM PC and Compatibles, Atari ST, 1990
LS Jie Commodore 64, Amstrad CPC+, Amstrad GX 4000 & Spectrum

V EMPIRE SOFTWARE 4 The Stannets, Laindon Morth Trade Centre, Basildon, Essex 5515 6DJ. Tel. 0268 541126

.

LR |
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TOP TEN

Month Ending November 1990

ATARI ST

HERO'S QUEST
Sierra
2| & |CADAVER
Image Works
3|MNE | THE IMMORTAL
Electronic Arts
41 ¥ |SHADOW OF THE
BEAST
Psygnosis
5| A |KICK OFF 2
Anco
6|{NE | CAPTIVE
Mindscape
7| ¥ | OPERATION
STEALTH
Delphine And US Gold
8|NE | NITRO
Psygnosis
9|NE |F-19 STEALTH
FIGHTER
MicroProse
10|NE | DEBUT
Pandora
Y20 tore Dareet, Lans Wi Sog AT,
436 2811.

TOP TEN TOP TEN
Franca Oine Year Ago
ATARI 8T ATARI ST
1 SHADOW OF THE
BEAST iy
Paygnosis Cmasrmigware
Mirrarsaft
2 GOLD Egl THE o i h
- 1 'Hn'l:s
2 NIGHTBREED i
Coean 3 STUNT CAR
RACER
4 SLY SPY SECRET MicroStyle
AGENT
Ocean 4 STRIDER
US Gold
5 WARRIORS 5 F-16 COMBAT
Qicaan PILOT
& LEGEND OF
FAERGHAIL & ALTERED BEAST
7 7 THE GAMES:
US Gold SUMMER EDITION
Epyx And US Goid
9 Epmmﬂm B INDIANA JONES
Dreiphine AND THE LAST
CRUSADE: THE
8 LE MONDE GRAPHIC
MERVEILLES A
Ocean Lucasfilm Casies
And US Gold
10 MIDNIGHT
RESISTANCE 9 LASER SQUAD
Oicaan Blade
Thanks To Micromania, 10 CONTIMENTAL
France. us
The sales Curve And
Vingin Games
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ONE OF THE MOST POPULAR heroes ROGUE COMES

from 2000 AD has at last made the
transition to home computer screens.
And he may yet star on the silver
screen too!

As we reported back in Issue 24, Krisalis is the
company responsible for bringing Rogue
Trooper to the Amiga and Atari 5T, The cost for
the blue boy's binary battles iz £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. In fact, he's
accompanied by the brain patterns of three of
his dead buddies — namely Gunnar, Helm, and
Bagman — in the form of ‘bio-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 out. A
reader's survey has
shown that what the
readers of 2000 AD
wanted was a future
wars story. Initially
Gerry wrote it and |
drew it, but wvery
recently the charac-
ter has been
revamped. |'ve writ-
ten it, and anather
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, 30 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 Rom Smith,

In the computer
story you play Rogue,
but you begin without
your bio-chips. Level
One- is
orientated and has
YOU rescuing your
three bio-chip bud-
dies before identify
Ing the general who
betrayed the Genetic
Infantry. The second level concerns a flight over
enemy territory, a la Space Harrier, while in
Levels Three and Four you have to survive a
DreamGas attack and attempt to get through to
Souther High Command.

plattorm —y— -

YOUR BIO-CHIP buddies are rescued and
you found a ship. But can you fly it?
Space Harrier skills come in handy for this
saction,

across some rather
unfortunate victims
af Nort
experimantation.
Let's hope he
doesn't end up the
same way,

AND THIS IS NDW Stin tlllll. 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 | had done for a collection of the
earlier Rogue Trooper stories,” Dave adds. “That
was also used by Games Workshop on the Role
Playing game which they did.

“Ithink that Krisalis has made a good effort to
keep it all authentic, right down to the
packaging, with that really nifty little collectors’
item comic-book. The comic-book has the first
two stories, containing most of the artwark |
did.”

Rogue fans will also be pleased to know that a
Rogue Trooper maovie is in pre-production: *|
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. Wil Dave be taking an active part in
the making of the movie? “I'd like to get
involved,” he says, “but it's a bit like having to
watch your children being publicly
dismembered. And of course they're bound to
stick the love interest and the dog in there
somewhera!” @




: DOUBLE DARE YOU. |5

WWI Air Combat Simulation

ake control of one of eight classic WW1 fighters

and find out how good vou really are. Fly with
the bes—Richthofen, Fonck, Mannock, Ricken-
bacher—and learn their ricks and techniques.

» Action dogfight, solo, and teom missions for ane or two players
using o single computer with any combination of keyboard,
joystick, or mouse.

» Strategy Dogfight: For the skilled purist, Blue Max acts like o
highly-infelligent sirategic board gome, ollowing you and your
opponent 1o work out detniled batile sequences and ploy bock
1 the moves in “realtime’ 3D.
* B girplones to choose from, each with its own highly-detailed * VGA 256 THE
Ring e, 3D COLOR GRAPHICS, ONE
* Perform missions with, os, or against the Aces of the Great War. * ORIGINAL MUSIC,
F * Dazensof historical missions around 4 different locations within SOUND EFFECTS FOR GAME
] France. BLASTER, ADLIB
gy , SYNTHESIZER i
O e s
; | 1l il
- i = : . g & . - s ’ . .I x fg:;: v
. [ g A '
- | | | : I . I
- | IR
. inter, 1941 The icy waters of the North Atlan-
]

tic. The deeper you dive, the greater the pres-
sure. Depth charges explode around vou, banging on
the hull of your U-boat like iron fists. Nerve and

cunning make you the terror of the Allied convoys.

* 30 submarine worfore: For the first time, o sub worfare gome lets
you deol with threots below and abave the surface in o true three
dimensional enviranment.

# Redl communications: Use the German Enigma coding machine o

; send ond receive informotion.

* Many missions fo choose from—inta the North Atlantic and Arctic
! inland alang the toast of Nerway, into the Bay of Biscay, ond
! through the Straits of Gibrakter.

o 3 different levels of difficulty, from beginner fo realistic

# 30 groghis in 256 VIGA colors, with multiple internal and external
comera views in o complete 30 warld.

DEC
19390

- : G | _ -

7 ING. Tel. 044 486 761

For your local dealer, contact: Mi scape Intern

Far further inforr
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PLAYABILITY through simplicity
seems to be making a welcome return
oflate, Soit's 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 litthe monsters making your job
harder still. A bit of brain power is also required
to get past some of the trickier screens.

John Dale and Adrian Stephens actually
started writing Helter 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 it

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

[=1psl”

The new versions also boast four-channel

FUTURE WARS: TIME
TRAVELLERS
Delphine And US Gold
2| | SILENT SERVICE Il
MicroProse
3| A | STAR CONTROL
Accolade
4|NE| RAILROAD TYCOON
MicroProse
5|NE| MEAN STREETS
Access And US Gold
6/ ¥ | PGA TOUR GOLF
Electronic Arts
7| ¥ | INDIANAFOLIS
Electronic Arts
8| A | TRACON I
Wesson And
Mindscape
9 ¥ | CRIME WAVE
Access And US Gold
10 |NE| MIDWINTER
Rainbircd
_Car;lgTad Sottware Circus Ltd, The Plaza,
120 Oxford Londan WiN SDP. Tel: (071}
436 2811,

COUNTDOWN 1 JETFIGHTER
ACCRSS Vakncity
WING 2 SIM CITY
COMMANDER Maxis And
OCirigin Infograrmes
M1 TANK 3 SPACE QUEST Wl
PLATOON Siarra And Activisian
MicroProse

4 THE DUEL: TEST
STRATEGO DRIVE N
Accolede

ALTERED DESTINY 5 STARGLIDER 2
Agcolade

Rainbird

A10 TANK KILLER & THE CYCLES

Dynarmix Accolade
STELLAR 7 7 688 ATTACK SUB
Dy ramin Elecironic Arts
FIRE HAWK B CHESSMASTER
Sierra On-Line 2100
Mindscaps
STUNT DRIVER i
Spectrum HoloByla 1 TANK
PLATOON
10 SILENT SERVICE i MicroProse
MiroProse
Thanks Ti 10 UFD
Mﬂg-azlm?.jﬁ: SubLogic

sampled music and some new sampled effects.
“When we created the original game,” John
recalls, *l couldn't find a perfect ‘boing” sound
for the bouncing ball. Months after the game
was released | started using some sample
hbraries from the States. And there it was, the
perfect ‘baing. 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
mpossible are actually very simple once you
discover the right technique. There are loads of
new monsters too, ke a funky ‘match-head’.
They have all been designed by Herman Serrang
(of Weird Dreams fame) — in fact, he designed
50 many that The Assembly Line had to lose a
couple of them

The idea for Helter Skelter came out of a
group effort. John had seen Bubble Bobble,
and that was certainly one influence. The
bouncing ball came first,” he says, “and we spent
ages getting that right. The monsters just 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 GameBoy conversion, especially with
a two-player link option. And who are we to
disagree...

Helter Skelter has B0 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, After 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”

Helter Skelter is sliding into the shops now on
the Amiga, Atari ST, and PC for £19.99. S0 what
are you waiting for?

333333
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HELTER SKELTER bounces back in its new,
dude’ match-heads.
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STELLAR DRIVING

THE LATEST piece of French fancy to
come from UbiSoft is a future sport

varying terrains of Jupiter's satellites).
Jupiter's Masterdrive will be racing onto
the Amiga and Atari ST from the middle of
January at £19.99. This shot is from the
Atari 5T version.
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SIMULMONDO
GOOL

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 ltaly
with six sporting simulations and a graphic
Adventure. And now it's hoping that British
games players will find them just as appetising,

F1 Manager is a strategy-orientated
simulation of the 1990 Formula One season.
Featuring data from all the Grand Prix of the
1990 F1 championships, F1 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. It's available soon on all
three formats, at a price yet to be announced.

In a less ‘managerial’ racing vein there's
Formula 1 3D. Not only does it boast ‘live
recordings of the sounds made by real F1 one-
seaters’ but also a ‘true-to-life reproduction of
Monza's Grand Prix racetrack’ with a filed 3D
polygon display. This one’s also due about now,
again at a price to be announced.

500cc Motomanager is vet another racer

F1 MANAGER

I PLAY: 30 SOCCER

S00CC MOTOMANAGER

THE BASKET MANAGER

BIG GAME FISHING

only this one brings all the thrills and spills 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.

Mo prizes for guessing what the oddly titled |
Play: 3D Soccer simulates... although it's not
the first to try in 30. That accolade must go to
MicroStyle's International Soccer Chal-
lenge. However, | Play: 30 Soccer's three
dimensional display is fullscreen, It also
supports headers, overhead kicks, a simul-
taneous two-player option, along with the
facility to move the ‘camera’ anywhere on the
piteh. | Play: 3D Soccer looks divine, bt how it
plays remains to be seen. You can find out now,
seeing as how it's 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 strictly
adhered to throughout. The Basket Manager
should be available now

The most bizarre of all Simulmondo’s sports
simulation has to be Big Game Fishing. 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 will
derive great joy from this one. Big Game
Fishing's boat-based angling action features
variable weather conditionrs (and emergency
eguipment in case the weather gets too rough),
and ‘lots of sought-after 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

ITALIAN NIGHT 1999

Finally, there's Simulmando's graphic adven-
ture. Halian 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
imvestigation and ‘simulated justice’ with
‘beautiful pixel ladies, superb modern weapons
and cars, incredible digital indoar scenes and
indescribable viclence in the Milano Duoma’.
Sounds like fun. Find out when it's released on all
three formats @arly next year.
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WHATS TGN DEVE] OPING TALENT EEER JUST THE | Wi, wie,
TE G FANS OF 2 WHEH
;glglngguﬂi';n?; g;ﬂ::]ﬁf Eﬁﬂ;;r'gﬂ *  Psygnosis'two  ANYONE WAITING for Cinemaware to release a DUE TO APPEAR
KA zﬂﬂlﬂ Bournemouth on January 26th 1991, Taking SBI"::I.S[;H E’.TITI:E TV Sports: Cricket or DSI to produce a 4D Sports from Ocean in the
" part will be representatives from The One T Cricket is out of luck. I:ater_ half of 1991
Commodore, Virgin, Mirrorsoft, and sister pleased to know : i iV T
GORDON : : ; : that Reflections, However, there is good news for anyone interested in a car game with a
HOouGHToN  Publication ACE, as well as a whole host of : g :
e programming talent. Further information can be the team behind  simulation of this great English tradition. One home huge difference”.
Mdbterb;%ﬁ{ obtained from Nalin Sharma on (081) 503 2521 t:;en:i' Ist c“":“ﬂi" computer cricket is out and about even as we speak, with Just how huge this
or The Society of Software Authars, PO Box 598, ;;a d‘;w"[;r“i“ another to follow next year. difference is
GARY PENN  Boumemouth BH6 3YB. Boast 2. Thara m Audiogenic is in fact working on a new Graham Gooch remains to be
Car-Vup no firm details  Product entitled Graham Gooch's World Class Cricket wﬁ‘;ﬂ::tgf:;"
Golden Axe available as yet. It's along the same lines as the previous 8-bit incarnation s Tl »
GEIEEETEET ALUDIOGENIC IN EXILE but SOTB3 should  Dut with very much enhanced graphics, and one feature information. More
Loopz : ; be completed in  added to take advantage of 16-bit — all players have news when we
Narc AUDIOGENIC has just announced thatit i torthe CES  shadows, which shorten and lengthen as the sun moves. have it

Prince Of Persia

EL'EE?EEEE before the company ‘wound down’ its UK at £24.99 apiece. For further details, write to D&H Games,
Helter Skelter operations). If you missed the Mews in 114 Clifton Road, Shefford, Bedfordshire SG17 HAN,
Prince Of Persiz  155ue 24, Exile is an involved arcade
ko Thrust® Smith and Peter ‘Starship “EPI'A? IT AGAIN snm
GARY WHITTA  Command’ Irving. In fact, so deep is Exile MICRODEAL is understandably quite chuf-
9 Lives that apparently it takes even its authors fed to see that its new Replay 8 sound
CarVup Seven hours to complete it! Amiga and sampler for the Atari ST is heavily featured

Prince Of Persia

SHELF TALKERS

ESSENTIAL software
for this Christras,
as compiled by The

has acquired the publishing rights to the
16-bit conversions of Exile (which was to
be released on the Activision label

Atari ST versions are due to appear at
the of January 1991, at prices yet to be
announced.

show next yaar.

SCAVENGER AXED

More immediate though, is D&H Games' Cricket
Captain, now available for the Amiga and Atari ST, priced

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 getin on the act,
Replay 8 can be had for £79.95. Further
details are available from John Symes on
(0726) 68020,

One team.  WITH CULT classics Nebulus and Eliminator under his belt,
CARVUP John Phillips’ recent project for Hewson, namely Scavenger, STILL RUNNIN m ) FDH nu_
Core Design gas I;adtm be u;tance:Ied. Scauer;ger had originally been de_mgned BACK IN 1988 US Gold revealed that it was .
S a ume lravel game, but developed more into @ 4 release OutRun Europa — basicallya  THE NEXT All Formats Computer Fair is to
GOLDEN Axg  three-dimensional version of Ghouls 'n’ Ghosts. The program  new, tweaked incamation of Sega's classic  take place at the New Horticultural Hall,
Virgin Games  Used a sophisticated shadowing effect, but Hewson ultimately  arcade racer OutRun. For one reason or Westminster, London on the 15th of

December. The fair attracts many
exhibitors from bargain software sellers to

another it never actually appeared. But it
will mow, two years since it was originally

decided that it was not possible to produce a game using this

HELTER SKELTER  method that would justify a full price tag. John is currently

Audiogenic  concentrating on “conversions”, but may consider using the  2nnounced. Probe’s still putting it together,  booksellers and computer clubs. Amiga,
method again in a future project, and we should see something in the first Atari 5T and PC software and hardware will
IVAN IRONMAN' quarter of 1991, Incidentally, Probe is also be very much in evidence, often at greatly
STEWART'S SUPER - - working on the Amiga and Atari ST reduced prices. The first fair in the New
OFF-ROAD RACER o conversions of Sega's rip-roaring racer Year will also take place at the New
Virgin Games Super Monaco Grand Prix, for completion  Horticultural Hall, but on the 2nd of
early next year and also for US Gold. February 1991. Further details can be
KICK OFF 2 Whether Probe will also be handling the obtained from John Riding on (0225)
Anco conversions of Sega’s visually stunning 30 447453,
shoot "em up G-Loe for US Gold remains to
PANG be seen. Blﬂ m Fm H
Ocean
SRRy WELL, IT IS for Atari ST owners, We thought we
ought to mention that Electronic Arts is not
Ocean DIG THE LAST BREED currently planning to convert to the ST the
OCEAN'S THIRD and final incarnation of  rather splendid racing simulation Indianapolis
POWERMONGER Clive Barker's Nightbreed is, at last, in the 500 (see Raview in lssue 16) or the super
Electronic Arts final stages of production and should be submarine simulation 688 Attack Sub. A
completed in time for release early next conversion of Indy isn't ruled out, but don't hold
RICK DANGEROUS year. In case you'd forgotten, this one is  your breath, Anyone desperate to play either
; | more of a Role Playing affair than its simulation should buy either an Amiga or PC...
MicroStyle predecessors (see Reviews in Issue 25),
and is being put together by Imagitec.
SPEEDBALL Il PLANES AND TRAINS
Image Works

PHILLIPS: Putting Scavenger behind him and moving on to
bigger and better things...

IT'S FINAL!

US GOLD'S CONVERSIONS of CapCom's
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.

MICROPROSE'S Amiga and Atari 5T
conversions of its flight 'n’ fight
simulator F-15 Il will appear in May
19591. 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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spectacular graphics,animation, sound * Large Well-deﬁm?d Characters o ,
and playability, featuring: * Eh__*an 100 Different Mon- n

* sters = \

Over 600 Screens of Action
Over 1400 Frames of Animation
15 Level Parallax Scrolling

for Realistic 3D Effect
Bi-directional Smooth Scrolling
State of the Art Animation
Breath taking Backgrounds
Over 100 Colours on Screen

60 Frames/sec

Over 3 Megabytes of Graphics

Entertainment International (UK) Ltd * 4 The Stannets * Laindon North Trade Centre
Basildon * Essex 5515 6] = Tel 0268 541126 » Fax 0268 541125

20 Di nt Movements
Stero Hi-Fi Music

Large on-screen Maps
Save Game Oplion
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 Cé4.

ReadySoft Inc.

SUREENSHOTS SHOWYN ARE FROM AMNGA VERSION

1990 HeadySabt Incorporated, Wrath of the Demon is a
rademark of ReadySoh Ingorporated
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This

 Christmas,

there’s a

little bit of |
Commodorej---
-in 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 . . . Battle Chess, Populous,
Sim City and Their Finest Hour, the incredibly
realistic Battle of Britain simulation.

Then, in an instant, it can switch to a
serious business machine with Platinum Works,
everything you need to work from home. Or to

your own design/animation studio with Deluxe
Paint [11.The Amiga 1500 comes complete with 1
full Megabyte of RAM, keyboard, colour monitor H
and two built-in disk drives for only £1149.99.
Of course, the Amiga 500, recently
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

C Commodohd

The Commodore
Amiga 1500 - £1149.99
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of graphics, animation and sound. It has the
power to educate, entertain, inspire and stretch
the imagination like no other.

This year, look out for our ‘Class of the |
90's - First Steps’ pack with 512Kb of RAM
Expansion and a whole range of educational
software; Deluxe Paint I, Pro Write 2.5, Infofile,
Music Mouse, Let's Spell at Home, Amiga Logo
with Talking Turtle and BBC Emulator. ‘Class of

- Commodaore

SR BB s

The Commodore
Amiga 500.
Screen Gems -
£399.99"°
First Staps -




the 90's" includes 10 free diskettes, mouse mat
and introductory video. At just £699.99 it's a
small price to help any child throughout their
academic life.

And when class is over, there's our new

i Amiga 500 ‘Screen Gems' pack which includes
Deluxe Paint Il and four new challenges, each
based on a blockbuster movie; Back to the
Future |1, Nightbreed, Shadow of the Beast |l and
the devastating Days of Thunder for only
£399.99.

On the subject of fun and games, we
present a totally new double pack for the C64,
undoubtedly the world’s favourite games com-
puter. If brain-stretching tasks are your forte,
choose ‘Mindbenders’ with Confuzion, Split
Personalities and Trivial Pursuits. Or if it's pure
escapism you prefer, there's ‘Night Moves’ with

The Commodaorns 64.
Mindbenders and
Night Moves - £159.99*

 Commodore

“rigive itmy best shot ...
e e _' 3 ..A-.'r" s " !

the compelling Midnight Resistance, Night-
breed, Secret Agency Sly Spy and Shadow
Warriors. The C64 computer comes with data
cassette and two joysticks and is outstanding
value at £159.99.

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

The C64 Games System is instant enjoy-
ment for all the family and comes complete
with annihilator joystick and four fun-filled
games. When you've mastered Klax,
International Soccer, Flimbo's Quest and

HTNAVART A TIVL

Fiendish Freddy's Big Top, you can choose from
another hundred. All this for under £100.

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

So whichever one of our computers you
do choose, it's sure to bring out the best in
your family. After all, there's a little bit of

Commodore in all of us.

Call 071 873 9800 for details or send the r’
freepost coupon below.

The Commodore
B4 Games
System - £99.99°

How much Commodore is there in you?

To find out, please complete your details and send them i
to Commeodore, Freepost 38, London W1E 6PA,

. (=Commodore
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Publications have
Time Out London
Guide 1991 on disk
and compatibles.
For just £19.95,
life in the capital

accommodation to
night-life can be at

This is the first in

TWO GOOD TO MISS

THE SEQUEL to one of 1990's best
blasters is set to appear early next
year,

Turrican |i: The Final Fight eontinues 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
freedom-loving planet of Landorin. Now
once againit's up to Turricanto clean up the
mess and save the people of Landorin from
the Machine's clutches.

Turrican's creator, Manfred Trenz, 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 layman's terms this means
super-fast arcade-guality multi-way blas-
ting just like the sort found in the original —
only better.

Turrican Il 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.

DISK!

L]
TIME OUT
PUBLICATIONS
and Triangle
Interactive
announced the
release of the
for the IBM PC
information on

every aspect of

from

your fingertips.

a series of

THE ONE
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disk-based guides
which are to cover
Amsterdanm,
Frankfurt, New
York, Paris, and
eating and
drinking in
London.

GREAT NEWS tor Damocies fans

Novagen is releasing a pair of mission
disks. The disks contain 'saves’ for
loading into the original program, and text
displays providing mission briefings and
solutions. Novagen promises that playing
the new missions will lead the player to
discover many things about Paul Woake's
creation that they may have previously
missed. The first mission disk is out now,
with a second to follow at the beginning
of January. Both are available on the
Amiga and Atari ST for £9.99,

DAMOCLES DUQ  NoTBADI

THOSE BODACIOUS
dudes Bill and Ted are
mack! It's besn
confirmed that the
saguel to Bill And
Ted's Excellent
Adventure is going
nto production Called

Bill And Ted Go To

Hell, it re-unites Keanu

Reeves and Alex
Winter as the two

time-travelling dudes

fram San Dimas, along

with George Carlin as

T RN Gr I':'.ull.ll". I'l::

writers of the onigir

Chris Matheson and

Ed Solomon = have
scripted the seq
but details are
to the storvline. The
hifle Sugpgests that
there will probatly be
mofe than a lew
laughs “down under
But don't hald your
breatih nothing s
expected unti
wvery late next year
Also, there are
whispers of a 16-bit
Bill and Ted adventure
{its already wp and
running an Nintenda
console). More news
whon we have it

NINJA WITHOUT A HALF-SHELL

THE HARDENED HERO of System 3's Last Ninja action adventures is
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THERE'S MORE to Turrican Il than what's
on the surface. Now you can voyage to
the bottom of the sea too.

OME THING that hasn't changed between
Turricans is the Bosses. They are just as
big and bad as ever.

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

There are six regions to explore: The Wastelands, The Wildermess, 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 £24.99 on Atari ST and Amiga, Ninja Remix will be available from early

CAUSE a ninja-ry
of two in System
3's Ninja Remix.




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.

o e by LARRY BOND the Naval
B sl A N portrays the
superpower's final conirtntatdn. Now
" A
With graphics that make evelythingrelse
look like finger painting and an arsénal of
weaponry that comes Ligh By oL
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AUDIOGENIC GOES

HAVING DRIVEN us all to distraction
with Helter 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
zimple 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” is lost.

And so it goes on, until all “lives’ are lost. The
loaps 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 Dawd Whittaker
compositions  to accompany the ‘looping’
[although it must be said that two of the tunes
arelittle too ‘racy to suit the pace). liyou feel the
need to provide your own aural support, you can
always resort to the simplistic sound effects —
of even have no nose at all.

Despite escaping our review net, Loopz
comes highly recommended. It's available now
on Armiga and Atari ST Tor £19.99, along with the
PC wversion at £24.99

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

Loopz represents lan's first completely
original design (the aforementioned pair were
‘worked out’ from existing concepts). He put
together a working ‘rough’ using Mandarin's
STOS, before Nik ‘3D Pool' Pelling ‘converted
it to the Amiga and Atan ST. The PC incarnations
came courtesy of Brian Catton (who, in his time,
has converted Impact and Helter 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 Blighe (he
wrote umpteen versions of Emlyn Hughes
Soccer for Audiogenic), 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 same as an ST's).

Loopz has also been converted to more
traditional coin-operated form, courtesy of
CapCom. 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 shares early
next year,

* A Skill With Prizes coin-operated machine falls
neatly between the gap in the floorboards of the
law regarding gambling. You see, fruit machines
involve gambling to win money, which means a
licence is required to run one on the premises.
SWP machines on the other hand are skill
orientated and so a licence is not required. thus
increasing their popularity among public houses.
Most SWP machines come in the form of trivia
quiz games, although mare recently there has
been a trend to produce more arcade-orientated
machings, such as Tetris Payout,

AS YOU CAN SEE, the loops are forming thick and fast.
Fortunately, a small shape has been given (it's the one
highlighted in the centre) — anything more cumbersome could
nol have been placed. Another variation on this theme has you
making loops through a series of ‘levels’ complete with
passwords and bonus stages (the third variation on the theme).

AND THIS IS THE bonus stage, which is also a playable game
in its own right. A loop is displayed for a second before the
computer removes a few pieces. All you have to do is
remember which piece went where and put them all back when
the computer ‘returns’ them one by one. It looks far easier than
it really is. Just wait till you see some of the more complex
shapes with dozens of pieces removed!

RAM, BAM, THANK YOU MA'AM!

THE GOAL-DEN SHOT!

The Kick Off 2 Golden Goal Of The Month
PRESENTED BY THE ONE AND ANCO

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, spands, dosh, folding stuff. But whatever you call it, money is the
sarme 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 Manth, 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 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 job of
keeping the Kick Off flag flying high is this month's winner Steven Howard
of Lowestoft in Suffolk. His brilliant lead-up 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 just 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.
top-right cormer to

prepare for & cross.

Bul one blue defender
isn't going 1o give up
easily.

STEVE'S INITIAL RUM
Ia fairly mundane. It
begins in the centre of
the pitch, from where
he takes the ball,
unchallenged, up the
pitch lowards the

STEVE MAKES IT into
& perfect crossing
position. and he's

determined not to let
that detender give him
any bother. He
dummieas one way,
then the other, and
then turns back on
himsell, leaving the
defender in a daze.

Steve smacks a telling

cross to the other side
of the goal... But is it
tog powerful?

NOT ON YOUR
NELLY! Tha “kespar
rushes oul bul as if

from nowhera, Steve
appears and slams a
thunderbolt past the
‘kemper and inlo the
corner of the net.
Inch-perfect precision,
split-second timing
and incredible force
combing 1o 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 Farringdon Lane, London ECIR 3ALL

THE NOT-TO-BE-IGNORED RULES

FAILURE TO COMPLY with any of these regulations merits instant
disqualification.

1} Mo more than THREE (3) goals per disk, and no maore than ane
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.




THE POWER
TO CHANGE
AMERICAN HISTORY

CANYOU LEAD THE OUT-NUMBERED REBELS
TO VICTORY AND WIN THE GREATEST BATTLE IN
THE AMERICAN CIVIL WAR?

o =

The third title in ARC's
acclaimed BattleScapes
series, Geftysburg 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,

History tells us that Lee
lost the battle, but with
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.

Features:
® Stunning BattleScapes
graphics.
® Original Soundtrack.

® Eightypage playguide.
® Laminated Map.

® Free write on, rub off
BattleScapes pen.

SEmEAEEE ¥ REACH OUT FORTHE POWEROFARC /i A
S ATARI ST-CBM AMIGA £29.99 | JUR

sperificotions. AD™ B&f s B .. EFEE &1 L A .
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GOTTLIER'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-crawlies 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: in the kitchen, wait for the
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 time ago. “We took
Exterminator,” says John Dale, “because it was
so different”

S0 how did the team find its first piece of
arcade maching conversion work? “We had
access to virtually everything,” explains John,
“That is, graphics and sound files, and the
game's algorithms. We didn't have the source
code, that was written for the machine's weird
graphics processor.”

The graphics processor in question is a Texas
Instruments’ chip that manages to generate up
to 32,000 colours. That's quite a problam 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
maore 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

AS YOU CAN SEE from this shot of theAtari ST version, Blue Turtle has done
atremendous job with the graphics, andthanks to The Assembly Line'sprogramming

skills it plays well too.

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 — memary
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 sizes  as
needed

Another aspect of
Exterminator that the
team found it could
improve on was the
collision detection.
Each frame for each

T sprite has a rectangu-

lar collision zone. &
g up through eight frames =
crawlu;g lltr:rta :;L sederl'ns to TW hJeen crﬁated I . of animation, but the collision rectangle
using digitised model animation,” John tells us. : i i
“We are hoping o be able to keep f al n” Laurence Scotford discovers a handy way of dealing {7755 5% fusicaly for each e, and
The graphics on the conversions actuzlly with insect infestation in The Assembly Line's coin-op i

possess a clarity not seen on Gottlieb's
machine. “My theory,” explains John,"is that
digitised pictures often look slightly muddy. We
had a 1llittle bit of
scope to crisp things
up.

“Onginally  Audio-
genic was going to do

the graphics but was
pushed for time. We
got in some guys
called Blue Turtle and
they set to work
colouring everything
using the 16-bit pa-
lettes. | was amazed
to see how some of
the backgrounds
turned out.

“There are also a
few additions we've
made to the ocrginal
graphics, like a bottle
of bleach, aclock, and
some posters with
arcade characters."

All of the original
graphics have been
refained, The only
difference is in the
implementation  of
the hand. For some
actions there are 40
or 50 frames of
animation, 50 a few of
these had to be
omitted, but this
doesn't really notice.

The original sprite
data filled 24 Degas

conversion for Audiogenic.

A CRUSHING blow is I!HIH to one of the

nasty creepy-crawlies attacking your
hand. Time things badly however, and
your career will come to a stinging end.

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.

& =

& =l

does mean that collision detection is l

idiosyncratic on the coin-op. Also, some of the
things in the distance are almost impossible to
hit. The Assembly Line has smoathed out the
whole collision process. It has also written a new
proximity 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
There is no chip-generated sound, even on the
ST. Even so, there is no appreciable decraase 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

a0, 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
close to the original machine, We would
consider doing mare conversions providing we
could do justice to the original game”

Apart from Cybercon Nl (the subject of a
Wark In Progress and featured on this month's
cover diskl, which will be finished after
Christmas, The Assembly Line will be working an
another secret project for Audiogenic, which it
reckons will be huge.

Beyond that the team's keen to get invalved
with GameBoy or console work. “Lucasfilm took
care of all the PipeMania conversions for us, so
there was nothing to do on that one.” says John,
“We think the Gameboy is a fabulous thing and
we'd like to do something for it, Helter Skelter
perhaps ..." @

E 1!
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Flight Of The Intruder takes you into the deadliest air combat environment the world has ever known
- the skies above North Vietnam.

In 1972, the USAF launched Operation Linebacker. US forces and their South Vietnamese allies are
1o locked in a life and death struggle with the fanatical North Vietnamese Army. You must stem the tide
of the North Vietnamese oifensive 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 MiG fighters of the skillful and determined
North Vietnamese Air Force.

Only team work will get you back alive, The “IRON HAND" flights must destroy or suppress the

surface to air missiles whilst CombatXir Patrol aircraft circle high above the strike force looking out
for enemy airciaitalinally, the steiKe aircraft must find and attack the target braving a hail of small
arms ang illerylire at low level. Individual survival is not the only measure of success,
it ig oD as a whole that counts - there is no place for seekers of individual glor

E1x e ble MiG17 and the more advanced supersonic MiG21, capablg

Flig orld of operational flying and missig

o

o
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Choose between two of the best aircraft that ever flew. The F-4
Phantom is fast, powerful and equipped with highly advonced
avionics. I is so flexible tht it can perform any type of mission.
The A-6 Intruder has the first all weather compuler operaed
weapons quidance system (DIANE) and an outstanding weapons
load, both have stood the test of time and are still in service.

Up to 8 friendly and 4 enemy aircraft on screen simultoneously.

7 different gircroft accurately simulated. 3 different roles: MIGCAP,
IRON HAND, or STRIKE.

Realistic mission environment with enemy artificial intelligence.
Switch between friendly aircroft in flight.

Carrier take-off and londing with “MEATBALL" landing aid.
In-flight radio messages with radio message queuging system.
View from all aspects and 14 in cockpit views.

Large numbers of mobile targets including trucks, trains and
barges.

Realistic terrain taken from contemporary operalions maps
including Hanoi, Haiphong and Than Hoa.

+ Instant “Quickstart” option. DEC
1990

ARK STREET LONDON SE1 0SW TELEPHONE 01 928 1454 FAX 01 583 3494

118 SOUTHW

@ 1990 Mirrorsoft Limited
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ENTERING the spaceport bar you have
your first encounter with a native — a
rough-looking skunk. How do you deal
with this stinker?

IN THE SPACEPORT. This location shows
just how much attention has been paid to
the visual side of BAT.

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 Darkman.
There's less
information
available on the
company's latest
acquisition,
RoboCop 3, and an
odd little number
called Demonsgate,
which insiders are
promising to be
“the ultimate
role-playing

game.” price of £24.09,

HE FUTURE

CYBER ASSAULT

NO, NOT the one proposed by Bullfrog in
our April Fool earlier this year. This Cyber
Assault is from Arc and is billed as “the
first accurate simulation of a humanoid
figure travelling in an unrestricted 30
world”. Cyber Assault stars Trax, an
exo-skeletal humanoid built from 3D
polygons. Competing against the clock,
Trax faces some of the toughest
obstacles ever created, Cyber Assault
also features remote camera views so
that you can see the action from any
angle. Amiga and Atari ST owners can
take part in this event early next year, at a

“HELLO AGENT KALHEAN, | hope you
enjoyed your trip...” This is not the sort
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 icon-driven
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 mission involves
exploring of many exotic locations as you find
and question strange characters

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

BAT on the Atan ST comes complete with a
‘dongle’ that plugs into the cartridge port. As
well as functioning as a useful anti-piracy device
it also connects up to headphenes or a hifi
giving 5T owners top quality stereo sound. The
device is also to be supported by future UbiSoft
products.

BAT is available now on the Amiga and PC for

£ 29.99, and Atari 5T f L th :
£29.99. and Atari 5T for £34.99 [with dongle) have no time to stop and admire all the sights.

OCEAN'S CREDIBLE conversion of Talto's Chase HO was one of the major players in
last year's Christmas chart. Pretty soon we will find out if the sequel will do the
same in 1990's festive hit parade. Special Criminal Investigation: Chase HQ Il {or SCI
for short) comprises the same old ‘chase and bump the villains' action, but with an
armoury of collectible weapons, changeable weather conditions and even nastier
criminals. Currently having the finishing touches put to it by developer ICE (who did
Turbo OutRun for US Gold), SCI should be on a local software shelf near you round
about now. The price: £24.99 on Amiga or Atari ST.

HERE'S A FIRST SHOT of Domark's
forthcoming Hard Drivin' |I, currently being
written by Juergen Friedrich. As we
revealed a couple of issues back, this
one’s not converted from an Atari
instead it's an attempt to add extra
elements to the There are four
tracks to race, along with a track editor
facility which allows you to design your
own courses. You can even link up
machines for two-player fun! Hard Drivin’
II's looking a bit nippy — much faster than
the original in fact. Tune in next month for
full details...

-

TERRAPOLIS is an exotic city swarming with equally exotic races. What a shame you

OCEAN GETS
TERMINATOR N

OCEAN HAS
snapped up the
licence to what
promises to be
one of 199]1's

biggest cinematic
hits — Terminator
ll: Judgment Day.
Mr
Schwarzenegger
returns as the
less-than-sociable
cyborg, and
original
writer-director
James Cameron is
back at the helm.
When the film will
appear is anyone's
guess but next
Summer is likely,
Mo 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!



~__ATARI ST

o5 J AMMGA 1/

Wicrobotics 1,rz

odors A501 Expansion 1/2
g. does ot invaldate warranty £i.00

IBM PC COMPATIBLES

GOLDSTAR GS100 WITH 30MB HARD DISK
700

GOLDSTAR GE2H) AT ET95.00
GOLDSTAR GEX0 AT 18Mhe L975.00
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1040STE Extrapack, 1040STE Midipack
1040STE Superpack
£469.00, with Megapack 1 or 2 £499.00

My 52500
GOLDSTAR LAPTOP G500 WITH 40ME HARD DISK

-

NEW AMIGA 500 SCHEEH GEMS

BACK TO THE
DAYS OF THUNDER
NIGHTBREED
SHADOW OF THE BEAST Il
DELUXE PAINT Il
£369 or £389 WITH A MEGAPACK

ATARI 520STE
TURBO PACK

Including 15T BASIC STOS
HYPERPAINT 2

ATARI 520STFM
DISCOVERY PACK

Including Atari 5205TFM
Computer, TMb Disk Drive,
Mouse, built in TV Modulator

£269 o £299

with MegaPack 1 or 2

£369 or £399 WITH
MEGAPACK 1 OR 2

IBM PC

AMIGA 500
CLASS OF THE 90's
£529 or £550 WITH MEGAPACK 1 OR 2
AMIGA 500
CLASS OF 90's

1ME: £549 or E5T9
WITH MEGAPACK 1 OR 2

A\ 061-431 4091 /-
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MERRY XMAS TO
ALL READERS OF THE ONE

Back tothe Future

WE LIST OVER 400 PC TITLES
SEND FOR YOUR CATALOGUIE NOW!

MEGAPACK 1
10 Blank Disks, Disk Box
Mouse Mat, Dust Cover
5 Mystery Games
WORTH OVER £120!

MEGAPACK 2
5 Blank Disks, Disk Box
Mouse Mat, Dust Cover
Joystick, 5 Mystery Games
WORTH OVER £120!
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DO VO THINK YOU CAN DESIGN A BETTER AD THAN THIS T OH YEAHIH
Ve you sy AN pecm of Pearcvans o softwens o INTERFACE, o0 will necess o sriry e wilh your pundhiss

YES — wa'ni DOMPLE TEL'Y MADIN
ENTRIES LIMITED TO 1 PER ORDER
THE TOP TEN GAMES

Courier Service available (add £5.00)
Full 12 month Warranty on all Hardware
(all equipment tested prior to despatch)

-
i Technical Support:- |f you have a problem call us on 061-431 4081

Al offers subject Lo change with availabiity. imtsriece ressrves thw ighl to changs o
weithospw arry offer withoul prior notice.

[N Commodors 1950 MuRiscan = E450.00
Ousadram WS 1422 MuRiscan 400 Powardrive 5T
A MERIETE we cabie,
plaass atate wiech machine

LY

(Gt Swifl 5wt Coowr WA um
ALL PRINTERS INCLUDE VAT
AND FREE CABLE!

CUT OUT AND POST FOR FREE CATALOGUE

Call our Sales Team on 061-431 40891 NOW!

Gam till 5pm. Answering Machina sarvice available.
Interface Software
PO Box 100

Enclosing a cheque /PO with details
to Intarface Softwara

Cheshira SK4 2DP
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DEVELOPER
PROBE sure is a
bit busy at the
moment Apart
from all the
aforementioned
conversions in
progress, the
team's also
converting yet
another coin-op

for US Gold
namely CapCom's
Magic Sword. It's
described as “a
bit like Gauntiet
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.

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 gquarter of
next year.

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 "am 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
tight-lipped as to
whether it has
acquired the
rights to convert
any further Lynx
titles to the 16-hit
machines,
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'GENIC GEN

THE NORMALLY QUIET Audiogenic stable
hasnolessthan 18 projectsin 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 30 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,
Mare prominently though, is the Summer debut of
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
to be the UK equivalent of Cinemaware's TV Sports range.

SWITCHBLADE TWO

WE ALL RAVED about Simon Rick Dangerous Phipps'
excellent arcade adventure Switchblade back in
December 1989, when it collected 88 per cent Now
Sheffield-based publisher Gremlinis planningtoreleasea
sequel, entitted Switchblade |l Details are scarce at
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 ane 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 Gold's finest
PC arcade conversions to date. Heading the line-up is that
classic racer Qutrun, which puts you behind the wheel of a shiny
red Ferrari Testarossa in a competitionthat tests the nerves and
driving skills of even the coolest road hogs.

In @ more ‘uplifting’ vein there's the shoot "em up
Thunderblade, reviewed in Issue Four. Thunderblade's 3D
action has you piloting an 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
(see Review in Issue Twelve), the far out shoot 'emiup Forgotten
Worlds (see Review in Issue Nine) and the race 'n’ blaster Last
Duel (see Review in lssue 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 £24.99.

HOT SHOT

THE
CONVERSIONS of
CapCom’s arcade

shoot "em up
Mercs for US Gold
are in the capable
hands of Tiertex.
Having recently
completed Strider
Il (also for US
Gald), the boys
have only just
begun work on
this one. A release
date has yet to be
set. Meanwhile,
CapCom’'s
superlative beat
‘am up Final Fight
is in the capable
hands of Creative
Materials, along
with Sega's Line Of
Fire.

A SPECIAL
VAXINE

LOOK OUT for a
special edition of
US Gold and The
Assembly Line's
Vaxine on a
software shalf
near you soon.
They shouldn't be
difficult to miss —
they come in a
round metal tin!
As a special
bonus, random
copies of the
special edition
contain an ‘extra
prize-winning
opportunity” that
promises over
£5000 in free
software to the
lucky winner!

WOOLY
WOOFTERS

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

NEW YORK SHEEP
WORRIERS
Virgin Games

OPERATION WOOL
Ocean

BAA-BAA-BARBARIAN
Palace Software

FLOCK WAVE
Digital Magic
Software

SHADOW OF THE
FLEECE
Psygnosis

WHAT THE STARS ARE PLAYING

ARC DEVELOPMENTS

S0 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 projects for two mystery companies.

CORE DESIGN

IT'S ALL ACTION up at Core's Derby HQ — so much so
that it's a wonder the lads ever get time to release any
software. Bob Gough'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 — "it's tops,” he says. Chris Long's also
been battling with the PC Engine and the shoot 'em up
W-Ring, while Simon Phipps has been strutting his stuff
with Strider on the Sega MegaDrive — “It's the business”,
Meanwhile, Rob Toone has been happily playing Car-Vup
“cos he wrote it”. As for the big cheeses, Richard Barclay
has also been tinkering with Car-Vup, while Jeremy Smith
has finally completed Super MarioLand on the GameBoy
- only to be rewarded with a “crap end sequence”,

SPECIAL FX

HAVING just finished off RoboCop 2, those lovable
Liverpoal 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 just 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
playtesting RoboCop 2 as well.

THE BITMAP BROTHERS

WITH SPEEDBALL Nl 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. | wish I'd played
the original at the time.” The Bitmap's new member Shaun
Maontgomery (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 Il has kept VID big
cheeses Mev Dinc and John Twiddy happy for
past month or so. “It's very good,” they say.
Meither of them has managed to complete it, but
only because the reason they are playing Rick Il 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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THE ONE

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.

We all know and love them — those catchy 'teasers' that
software advertising uses to draw you in. But how well do you pa ¥
attention to them? Here are five 'loglines’ from adverts that have
appeared in The One over the last six months. For £50 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) “This 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”

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
youwnhat 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...
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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...

1) 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?

3) What was the name of Special FX's first ever 16-bit
project — 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?

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 Lig, and his mission in life is
to bring fun and enjoyment through free
software to all those who are struggling to
obtain it The Sergeant’s not here to dish out
luxuries, but software to those in need. So, if
you think you are a deserving cause, why
not drop the Sarge a line? Write to
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 from the sacks of mail he
receives..

Dear Sergeant Software,
| am a'13 year old boy, and my favourite thing is
my Amiga. Unfortunately | only eam £7.50 a
week from my paper round. and so | can only
afford to buy a new game every month or so, |
know this doesn't sound very needy, but the
other week | rushed out to buy a new game
(Dynasty Wars), and when | got home | left it on
the kitchen chair while | got changed. But when |
came back downstairs, | found that my dog
fus has eaten the box and ruined the disk! |
was 50 5ad | nearly cried, and now | have to save
up for another six weeks again. Can you help?
Darren Rushby, Middlesex
SARGE SAYS: Don't worry — | checked with your
mother and she said this was true, s0 anew copy
of Dynasty Wars is on its way to you free of
charge. But be more careful this time!

Dear Sergeant Software,

Irecently bought a copy of F-19 Stealth Fighter
for the FC from MicroProse. Unfortunately |'ve
lost the manual, and when | asked my local
software shop they refused to replace it. This
means of course that | can't get past the copy
protection, so | would be very grateful if you
could send a copy to me so that | can play it.
Mark Trout, Clydebank, Seotland

SARGE SAYS: Lost your manual' Lost your
marbles more like! You can't fool me — |know a
software pirate when | see one! | shall be
forwarding your name and address to the
Federation Against Software Theftimmediately!

Dear Sergeant Software,
I recently sold my age-old Commodore 64 and
put the proceeds towards buying a new
ore Amiga 500. I've now got the new
maching and I'm very pleased with it. The onky
problem is | can't afford to buy any softwars!
When | had a 64, all the games were about a
tenner each. | 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. | know how hard it
can be getting together some software after
buying a new machine. And because EVEMYONE
deservesafair start, I'msending you £250 worth
of choice Amiga software. Happy playing!

Santa Claus probably conjures up warm memories
of yuletides past, with smiling children ope ning 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 Exclusive by Gary Liddon

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

I wasinterviewed by Santa himself at a nearby pub. Dressedin
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. | can't stand that crap meself, Or
kids really. Me and Mrs Claus never really bothered with kids. To
tell you the truth | never really bothered with Mrs Claus.”

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

He went on: "Oh well, whatever takes your

He hates fancy. Live and let live, that's what | say. You
“the little could goalongway as an elf — you've gota
bleeders”. "ict set of ears,

Quickly changing the subject | went on to
discuss what my duties as little elf 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 ByES,
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
s0 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 claimall 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."

| 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

Bot something to go on about.” “It's all
Santa ordered another two drinks and the
conversation turned back to my duties. one Hl’
"Yeah, you should do very well," he said.
“The pay's not bad — about 40 quid a week, insurance
and you get all the yule logs you can eat” SCam,
I'said that I'd be in touch and left the pub. see,” he
Later that day | went to Santa's home and boasts

revealed myself to be a reporter from The
One. He became abusive and claimed: “It was all a bit of a lau gh",
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 veryinterested
inthe file we had compiled on Father Christmas. He said: “That's
interesting. You can be sure we'll be in touch with you verysoon®,

(c) Copyright The One 1990
And Remember: Our Lawyers Are Watching!
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- Club: P Wedge

f For just £1.95 PC Leisure gives you playable

"% previews of PGA Tour Golf and Where In Europe
Is Carmen Sandiego - exclusives from Electronic
Arts and Broderbund.

et 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,

> [:dLeisure

On Sale November 15th — only £1.95.
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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 50years 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
live to tell 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
difficulty increases,

#¢@  Badlands: For one or two players
I —its ruthless, destructive and great fun!
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HARDWARE

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.

T'S HARD!

This month we took no less
than nine different joysticks
and put them through the
ultimate test: days of
rigorous Kick Off 2. Here's
how they stood up to the
strain...

QUICKJOY JETFIGHTER Spectravideo
£13.95 The strange shape of this joystick
makes it very uncomfortable to hold in the palm
of the hand, so it's fortunate that there are four
suction cups to fix it firmly to the table top. i
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-fire and control its speed. Jetfighter has a
fairty sturdy feel to it and a positive action.

QUICKJOY V SUPERBOARD Spectravideo
£17.95 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 buttonsviaa
switch, 50 you can't just change over when one
hand gets tired. The autofire option i5 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 learming
sequences that involve timing. The stick has a
nice heavy action, and should stand up to many
hours af play.

FLASHFIRE Euromax £9.95 Mot 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.

JOYSTICK JURY

THE ARCADE Euromax £17.95 This stickhas a
lovely shape, making it very comfortable to hold.
A central firebutton accommodates left and
right handed players. You can't really fault this
stick. It has an excellent all-round feel, and its
solid as a rock. Definitely one for the collection.

COMPETITION PRO 5000 (With Autofire)
Kempston £16.49 (Plus £1.20 Postage) One
of the best sticks around has been given a new
|ease of life and a lick of paint. This latest version
comes in camouflage colours (perfect for
playing Operation Wolf). It's well 'ard and
should look good plugged into any self-
respecting machine. Dynamic is currently
planning a secand stick in this range, possibly
called Desert Rat, which will have sand-coloured
camouflage.

VENI VIDI VICI!

HOW MANY TIMES have you seen demos with
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 compact hardware and
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 frame, and away you go... A prass
of the mouse button pulls off the last 16 frames
from the viden, though there is a split-second
gap between grabs.

MNow 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.

FROM LEFT TO
RIGHT...

(Top Row):

Guickjoy Jetfighter,
Quickjoy V
Superboard,
Flashfire.

(Middle Row): The
Arcade, Prof 9000
Deluxe, Bep Bop.
(Bottom Row): Prof
Competition 9000,

Competition Pro
5000, Shureshot

Standard DIY.

WHERE 10
GET 'EM

SPECTRAVIDED

Unit 27, Marthfield
Industrial Estate, Beres-
ford Avenue, Wembley,
Middlesex HAD 1NL.
Ted: (081) 900 0024,

EUROMAX

Bessingby Industrial
Estate, Bridlington,
Morth Humberside. Tel
[0262) 601006

SONMAX

Unit 21, Parkside
Indusirial Estate, Edge
Lane Street, Royion, MNr
Oidham, Lancs QL2
605, Tek (061) 628
2013,

DYNAMIC
MARKETING LTD
Coin House, New Coin
Street, Royton, Nr Old-
ham, Lancs OLZ G2
Tek: (061) 626 7222,

VIRGIN GAMES

16 Portland Road, Lon-
don W1l 4LA. Tel
{071) 727 9070

BEP BOP Euromax £6.95 This wide and short
stick feels very floppy, although it's 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
guestionable. Still, it does represent good value
for money

PROF COMPETITION 9000 Euromax £15.95
Its shape isn't suitable for srhall hands to hold,
but it feels supreme, There are left and right
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, a top quality
stick.

PROF 9000 DELUXE (With Adjustable
Rapid-Fire) Euromax £32.95 This 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 acheap 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 wp to a bit of a
bashing then the Shureshat standard is as good
a bet as any. This version comes in a kit format a
couple of quid cheaper than the ready-built
version, The stick is easily put together in about
15 minutes, prowiding you follow the clear
instruction sheet. The resulting stick does feel a
bit loose, but it's responsive and durable enough
for the price. Afun way to acquire an inexpensive
stick.

SEGA AUTOFIRE UMNIT 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 Autofire unit is made
tor 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 autofire. It's compatible with most
software (vou should see the screen when it's
used with Xenon 2: Megablast).

. a
e

Even though Vidi Amiga only produces monachrome images, it's inexpensive for this sort of thing and represents great
value at £114.95. It's not too difficult to use, though it must be said the manual isn't sympathetic enough for beginners, A
colour uggrade is available from Rombo for only £19.95. You can contact Rombao on (0506) 414631, The address is
Rombo Ltd, 6 Fairbaim Road, Kirkton North, Livingston, Scotland EH54 6TS.
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UNIT 647, ACACIA CLOSE, CHERRYCOURT WAY INDUSTRIAL ESTATE, STANBRIDGE ROAD, LEIGHTON BUZZARD, BEDS. LUT 8QE (PERSONAL CALLERS WELCOME) TEL: (1525) 370974, FAX: (1525) 85278
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NAME: .....
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-

Please make cheques
& PO payable to
Turbosoft

Orders under £5 please adid
5“;3!‘JM ttem. Over £5 plgh
“REE in ihe UK,
Europe £1.50 per tlem.
Rest of the world £2.00),
M.B. Please state
clearly mode of
computer & also disc
size when ordering.
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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.

IT'S ALLYERY WELL 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
«out, 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 £69.99, you
can now get addicted to such classics as Tetris, 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” isn't strictly true, Perhaps the line
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 alsoa
quick round-up of what you can play on the minismarvel. So here

We Bo...

AT PRESENT there are only six GameBaoy
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
USAand Japan, but you do have to pay well
over the RRP of £19.99 apiece for the
privilege.

TETRIS

THE GameBoy classic. If you bought an
official UK. GameBoy, or have an American
import, you won't need to be told why Tetris
0o0zes 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 vou'd
be well advised to do so. This i
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,
Tetris is a strong candidate for the most
addictive game ever. There’s no excuse for
nat having this.

TENNIS
Arguably the best B
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 achievernents 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.

=
|
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GOLF

A simplistic sports simulation. It's not exacthy
PGA Tour Golf, but it manages to entertain
all the same. There's a fair bit of the ald skill
imiolved when it comes to timing swings and
selecting the correct club, but when all's
said and don it's a bit limited.

QIx

Converted from Taito's ancient arcade
classic, Qix has spawned many a clone
across just about every format from 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 75 per cent while avoiding the
marauding and the ewl Qix along the way. A
trifle slow-paced for the liking of some, but
enjoyable all the same,

PRUS
SUPERMARIOLAND

Basically a cut-down and "heavily tweaked
version of the Mintendo 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 Tetrs in the ‘must get' stakes.

SOLAR STRIKER
The seemingly obligatory vertically-scrolling
shoot ‘am up with lots of aliens to shoot —

and nat a lot else, It's all very predictable,
but tough to play and, for the
button-pushing freaks among yvou at least,
worth a second look

jihe
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AND THE REST...

ASELECTION 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
MarioLand in the sense that a diminutive
hero leaps about from platform to platform
— oniy 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 of a well-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
spunds — there's a fair bit of aforethought
and arcade dexterity required. A must-have
for all fans of the original,
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*  DOUBLE DRAGON

One of the world's most popular beat ‘em
ups comes to the very small screen. And
quite successfully too, with buckets of
fabulous fightin' 'n’ fumpin’ to be had. It's a
competent conversion of the arcade original
— a damn sight better than the half-hearted
16-bit versions at least — and definitely the
pick of the GameBay biffing 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

GameBoy version,

TEEMAGE MUTANT NINJA TURTLES

Is there no escape? Now you can even play
with them on the tube! This incarnation of
the green geeks is straightforward
horizontally-scrolling martial arts action.
Controlling the turtle of your chaice, you
smack your way through five levels full of
ninjas 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.

CHASE HQ

Taito's bump 'n’ blaster gets a new lease of

Iife, And it's looking good

KLAX

Atari Games' perky ‘puzzler’ goes
monochrome. How it plays without the

colour remains to be seen.

MR DO
One of the original

ROBOCOP

The Keviar-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 Malyneux
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 | don't think the
GameBoy fully realises the concept's

potential.”

(3 ENRRRRENRND
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and the best. Should
comvert very well to the GameBoy.

It's the screen that's the problem, Pete
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 enough. On
the plus side, certain types of games, like
puzzle games, work really well on the
GameBoy. But | 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. Pate doesn't see that much of a

future for Nintendo's baby. “/'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 50 many, and when
companies realise they're not selling that
many games, they'll pull out. | think that's
already started to happen in Japan where
the GameBoy is on the wane, even though
the cartridges cost the eguivalent 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: °| think it's great. The games produced
for the machine are very playable — | saw
Spider-Man the other day and that’s
excellent — and with MNintendo behind it, |
can't see how it can really fail. The Lynx is
certainly no competition.”

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

SENSIBLE SOFTWARE

The boys behind Wizball and International
3D Tennis must have just got out of bed
when we rang. “It's just like a ZX81 with
buttons on,” they said. And do they see any
future for the machine? “No.” Fair enough...

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: *| was very impressed by
Batman, and the speed that it shifts at. I'm
nat very familiar with the technical workings
of the machine, but I'm surprised it's been
50 successful. People always seem to want
maore colour and more power, and then this
litthe mono machine comes along and
everyone wants one! | think that's bacause
it's such an oddball machine, and there's
never been anything like it before.”

As for its future, Andrew believes 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 | 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? “Mot 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 | think there might
be something happening with Paradroid as
we speak.,.”

SPECIAL FX

“We all like it here,” says SFX supramo Paul
Finnegan. And it's a good job too,
considering the team behind Midnight
Resistance and RoboCop 2 has a
GameBay title, Mr Do, under development
for Ocean right now. And there are plans for
mare

“| think it's going to be successful” says
Paul. “There are so many playable games for
it, and with Mintendo'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. | 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

software available now isn't 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 RoboCop,
hitting the market in the immediate future.

“It's a wonderful machine,” he says. |
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. GameBoy
games are supposed to be played on the
bus, or the train, so there's no time to get
imvolved with a game like SimEarth or
Populous.”

Az for the threat from the future’s more
powerful machines, Bracey isn't worried, and
is quick to paint out the need for extra
batteries and bigger, heavier casings. “| think
the GameBoy will evolve. It's created a
niche market, and it's not going to just go
away.”

GARY LIDDON
Freelance programmer Liddon, responsible
for such classics as Firebird's Ricochet and
the Nintendo version of The Last Ninja I,
thinks the GameBoy is “a little cracker”,
Raoly-poly technopornographer Gazza
reckons that Nintenda's miniature marvel is
capable of seme “right 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.
Az for the existing software, our Gaz reckons
that sorme 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. Ii's a
topsy-turvy old world, and there's nowt as queer
as folk”

GAMEBOY 20007

WE ASKED some of the leading names in
science today to predict what the GameBoy
would be like in the year 2000,

‘It will be called GameBoy 2000, be very
small and run on solar energy,” says Doctor
Quentin Bender of Cambridge University. “It will
have no screen — instead it will project the
googolplex-colour 50 graphics and million-
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+ in it as
well, so you can really live that mowvie!

Scientists at MASA 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, s0 you can look forward to
some really Advanced Computer Entertain-
ment

But what kind of games will you be playing?
Educational Psychologist Bill Tongue predicts
that the GameBoy 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”,

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

ropular characters Mario and Luigi are to be
phased out to make way for futuristic robotic
characters called MAR--0X V and LOO-E-G IV,
who will have two heads, 12 arms, rocket boots,
and different attachments to help them out of
any gameplay eventuality.

S0, you can look forward to fully-30, sampled
sound, virtual reality, CDH, leisure-filled
gameplaying experience in the year 2000! The
only problem is the price: 5,000 pounds — in
space money!




rTHE ULTIMATIE

Open up the throttle for ‘The Ultimate Ride’

Tame your dream machine in the Ultimate bike racing challenge-The Ultimate Ride brings two -

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 tour of the famous grand prix

circuits. If the open road is more to your liking the you can take it “country style” on W 1'%

six fiendishly designed road courses set in different locations. s f A

The Ultimate Ride even lets you design your own course using the unique , Pt AN
Artificial Intelligence track editor. Challenge a by Al
friend on the simultaneous two player @ 3 _
option or create custom disks of your | - [}
favourite track and bike, i Y q,r;‘

The Ultimate Ride combines ultra : ; 'l..'; - . g Ty :
fast road racing graphics with { RLE R oS g W /7, 4
unequalled presentation and L » ", "':'., -n 2
animation- This is a real ' .. - A
interactive racing movie. ' i 9 1 "
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For your local dealer, contact: Mindscape International Limited, The Coach House, Hooklands Estate, Scaynes Hill, WestSussex RHT7 7NG. Tel. 044 486 761
For further information on Mindscape products and new releases please call: 0898 234214
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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 'em
up. And speaking of prize, there's a Jim Dandyone
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 one shown here), better known in
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
senditto AXE THEWAY TODOIT, The One, Priory
Court, 30-32 Farringdon Lane, London EC1R3AU,
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.

A GOLDEN

AXE!

Courtesy Of
Virgin Games

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

- mmam—

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




JAATARI...THE POWER BEHIND

CHRONICLES
OF OMEGH

I MAGICAL QUEST s . CLASHES WITH

"‘WHERE GOOD.. S VL.

In the far off land of Omega, the peaceful existence ! ¢ . As the remaining seventh twin of a seventh child,
of its people is thrown into panic as the jealous § : o .. your desperate quest brings you in conflict with
forces of evil abduct the children one by one. Hate § the footsoldiers and Champion Warriors of the Evil
and unhappiness spreads throughout the Innd ’ i b Demon. Aided by the kindness of the Good Witch
until a fateful mistake is made .... ona of tha o nd your own mystical powers, battle your

magical twins — Alvin and Irma - is taken ’ wray to the Demon Castle for the final encounter

captive. A : iand ultimate freedom for
LN iyour twin and
N friends.
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and ol the soresn graphics R
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“FLYING THIS MISSION IS LIKE...

SHARING
' HANDSWITH |V
THEDEVIL [EA

Capcom is a registered trademark of Capcom U.5.A., Inc. (€ 1990 Capcom U.S.A. Inc. All rights reserved.
U.5. Gold Ltd., Units 2/3 Holford Way, Holford, Emngham B6 TAX. Tel: 021 625 3366.
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Hunter
PUBLISHER
Activision
AUTHOR
Laurence Scotford experiences trans- rg;‘:i:f?’
ports of delight with Activision’s novel Programming)
new action adventure. {;’,:"ﬂpp';“d’h’
HOW OFTEN DOES a new piece of Graphics)
,software appear and promise to deliver a Martin Walker
totally new and convincing environment? (Sound Effects)
And how often we are disoppointed... But R
here is one that goes quite some way “;EEE;“; E*“."""% INITIATED
towards fulfilling that promise. Hunter is a bulldings dotted — I February 1990
sabotoge and combat ‘odventure’ set in o about in Hunter. il —FuEl
:'Iugd& 30 world. We a|'|:§|:|w-re seen plenty of Mﬁ of them m RELEASE
andscapes general with polygons entered
before now, but this one is o little different: many Wm"“ ;Flﬂllﬁ-l 1991
it's created using Fractal Geometry, ﬂh‘“;’ E‘:: b:
Hunter is all about one-man operations o ATARI ST
to penatrate enemy territory and destroy February 1991
targets or assassinote military personnel,
Starting out from your own side’s HQ, you IBM PC AND
are given your mission orders and away COMPATIBLES
¥OU go... N/A

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

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

TECHNOPORN

Total Number Of Objects: 182
Most Complex Obiject : The Generaol
(52 Polygons)

Least Complex Object: Missile

|5iu. F;:lf:,fgljnﬂ

Maximum Frame Rate: 25 Fromes
Per Second

Minimum Frame Rote: Six Fromes
Per Second

Average Frome Rate: 17 Frames Per
Second

Size Of Object Data: 40K
(Occupying 65K Block)

Size Of Program Code: 64K

Size Of Londscope: 128 x 128

Gnid Points (Three Maps)

to B. Although foot power or swimming will
get you around slowly, you will find all sorts

THE CONTROL PAMNEL at the bottom of the screen extends to
show all the objects you are carrying. Here, at the start of a
game, our hero has very little with him but supplies will soon
accumulate. A little experimentation soon identifies the function

of each object.

R e
-
RN
[FERITS

THE MOST USEFUL mode of transport is
tha 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 for those enemy missiles

though...

ONE OF THE
MORE useful
objects you come
across is the Aerial
Obsarvation Unit.
When fired inio the

air this reports the
location of enemy
units, buildings,
and vehicles.

of vehicles from push-bikes to power boats,
wans, tanks, and even helicopters. All of
these can be requisitioned - provided you
have enough fuel with you,

A different map is generated each fime
you play and then tronsformed by the
program into a series of connected
polygons. The buildings, vehicles, objects,
and people are then mapped onto this with
a further series of polygons.

Paul Holmes is certainly no strangerto 3D
programming. He had been working on a
JD gome for CRL before the company
experienced problems and the project had

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

LAND TRANSPORT

to be shelved. He then went on to work with FERGES o
Digital Mogic Software, before turning his biw:l;: E.-t:nm
aftention to Hunter, medical supply

The 3D roufines that Paul wrote for CRL
had to be quite substantially rewritten for
Hunter. He had originally made use of the
Amiga’s Bliter® chip for drowing the
polygons. Since Hunter was destined to
appear on the 5T as well (the standard 5T
does not have a Blitter chip), additional b

trucks in between.
All of them need
fuel and if you
don't have any with
you, or happen to
run out, then it's
foot power for you,
buddy.

o -'r“_“

_-z-—#\

poont SRS A
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software had to be
created to mimic
the function that the
Blitter chip normally
performs. Iranically
thaze routines
ended up doing the
job faster than the
Amiga's speciclised

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

The Object Editor used to design all the
3D objects in Hunter took about a week to
write, Then came the torfurous process of
entering all the data. Unexpectedly, Paul
found the hardest thing to write was not the
3D routines but the actual gome logic. Each

of the enemy sol-
diers and installa-
fions haos to know
how to react to you
in cerain condi-
tions. Their res-
ponse to you when
you are occupying
a tank will be differ-
ent to their res-
ponse if you are on
fool.

The 3D routines
used in Hunter are
easily adaptable to
other gomes. Poul
wants to stick with
3D for his nex
project, but hopes
to do something
very different to
Hunter. One idea
he hos is lo do
something that in-
volves flying that is
not a simulator.

As far as improv-
ing 3D in general is
concemmed, Paul
beliaves that the
major  improve-
ment left to make is
in gumspl\ﬂ}r — the
octual mechanics
can only really be
tweaked now. That
seems o be anissue
that Paul has ad-
dressed in Hunter,
and gomeplay will
no doubt be an
important factor in
his next creakion,
whatever that may
be. @

* Blitter: a device
mnd to shift large

s of dota ve
wickly from one area

machine's memory
to ancther. In the
Mvu':ml-hllmﬁ
is ily used for fasi
tronsfers of dota into the
screen RAM.

HERE'S A NICE
TOUCH. A white
line marks the
edge of the world
on the map. Get to
the edge in a boat
and sure enough,
there It is!
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TANKS ARE THE

MOST destructive
vehicles available
and are very usaful

for doing away

with targets. In this
instance a power

plant is about to
get a shelling...

GOING, GOING...

GOMNE!
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WHOOPS! LOOKS LIKE you got out the wrong side of the boat.
It's quite fortunate that this particular agent is a very strong
swimmer. But he's got to be some kind of great swimmer if
he's to avoid the sharks all by himself.

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 forinstance, is made :3 of lots
of smaller identical patterns, which in furn 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 atis the horrendous
number crunching requiredto produce Fractal Patterns, so
it is ne .r.urprisarﬁui Fractal 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. Lucosfilm Games
made an early, if uninspired attempt to implement Fractals
with their action game Rescue On Fractalus, and more
recently Maelstrom has put Mandelbrot'stheoriesto
use in the well-received Midwinter and its sequel (see
page 167). Butthere s still a long way 1o go before Fractal

can really be exploited to the full, and we will
bably have to wait for the next generation of
rdware before that happens.




SOMEONE HAS STOLE_N I\/I_Y CLI_/IIMIND

SCHWARZE!

STARS IN THE MOVIE.
NOW YOU STAR IN THE GAME. ..

TOTAL
RELALL

|){ WG UAID YOuU HAVE BEEN HALUINTE )

H-Y RECURRING DREAMS OF ANOTHER LIEE

OMN' MARS. YOU ARE DRAWN TC >| 'E R ALL
INCORPORATED, A UNIQUE TRAVEL SERVICE
SPECIALIZIMNG IM IBMPLAMNTING FAMNTASIES INTE
THE MAIMNDS OF THOSE WHO DESIRE T TURN
THEIR DREARMS INTOC REALITY

. TH.E EGO TEI.F' OF A LIFETIME

¥PERIERCE THE HOIRMOE AS Yol DIEAMS
EIUIGH INTO HIDEOQUS MIGHTMARES. SUDDEMNLY

YOU RE EVERY MOWVE IS MONITORED BY
WOLULD-BE ASSASING, ¥YOU DISCONWER THE
SURREAL TRUTH

YC)U‘RE NOT 'Yr::u - YDU'RE'ME

OU MUST TRAVEL TO MARS TO I». COVELR
% Yv( IR TRUE IDEMNTITY - Y"OUl? MISSIC JI' [

. A JOURMNEY ©OF MNOM-STDP ACTION, STRAMNMGE .
MUTAMNTS, FUTURISTIC VEHICLES ANI J..-'Ak'||)'“"—.|~'|| M
ARRAY OF WEAPONIRY ALl i.ﬂl"l]a’-'l [ |
SUPERBLY EXECUTED SRRAK | | 5 AMND A GANME -
PLAY THAT COMPLIMEMNTS SUCCESS OF THE

B NIGHTRALRE

YEAR S TOF‘ MOVIE
HOURMEY INTOTHE
g' 4 2157, CENTURY

CAROLCQPICTURES,INC.

L

OCEAN SOFTWARE LIMITED - 6 CENTRAL STREET -MANCHESTER - M2 5NS - TEL: 061 832 6633 « FAX: 061 834 0650
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Four M1 Abrams Tcmks Four soldiers in emch ’l'hcrts Paur Tanks,
Sixteen Men. And you control the I;Ml'n:sha' shoo@g match.

=S

'» Leadership. Each &f the 16 men
in your temk platoon has his own
battlefield skills and abilities . -
Improving with exXperience,
promotion and decorations, your
chances, of successidncrease as
your plmoﬂn become - battle
hmdened

L3

; ]IB]'-IIE]IEEI’ISHO’T‘S SHOWN. ACTUAL SHC\TE
g - MAY VARY r

e

» Strategic and tactical
command. Plan your winning -
strategies, gmng orders to your

platoon of . Aanks calling -in
cirstrikes and artillery. At any
moment you can ‘jurmp’ into the
thick of the action, taking over
direct control, as commander,
glmner ar -driver of cny tcmk

. ntcﬂistic Battlefield terrain.
Make use of niatural cover, such as
hills, ridges and buildirigs to hide
your temks, acress the huge 16,000
acre 3-D battle zone, just | hkerq real
tr.mk cormmearider.

. Htgh -tech ‘'war. Laser
rangefinders, depleted uraniium
penetrators, wire-guided missiles,

reactive armouy, air suppert and -
“artillery make M1 Tank Platoon
"'the most comprehensive, up-io-

dote simulation of cormoured land
warfare available for your. h::me
c:crmputer

- 4

"I ik Pctoon was relecsed for IEM

PC compatible machines in October
. - 1989; B
“MicroProse has surely excelled on this
one: it's all there, from superb playability
through great attention to detail to one
. of the best manuals ['ve seen in a long
m The should waich out,
' as this one's going to take seme
h-cgﬂm“ === PC Leisure Spring ‘90
-4 'Inm’tuqnﬂmm-ﬂlmmutmm
: ﬂ'sd!ﬂﬂhlyiﬂ::mﬁm‘smt
comprehensive simulation yet." 87%
ﬂ:&?ﬁﬂw'ﬂ?

mmmghmmymmmm._

sim we've seen.” 9246 Ace Dec ‘89

.

* Endless variety. Fight during

the day. at night, in show, mud;
rain or clear weather.
thousands of battlefields and
millions of sifuations and you get
endless enjoyment,

CampaigH,

SEL ol

With

Decide - - :
between single battles or an entire

o7
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Sarwen shofs ore only intended to b
@ustrative of the gams ploy and mei
the soreen grophics which vary
oonyiderably Between diffeses
farmats in gueality ond eppearance
and are subject to the omputers
speificoticns,

Bob Cat has a girl in every town, but there is one who is special to his heart; Claudette Cat. Claudette has the
blggﬂﬂl eyes yu.u‘vn ever seen and Bob aims to make her his Gueen. Off Bob goes to sing his night song, but
arrives just in time to see his beloved being whisked away in a net by two of the Mad Scientist's men,
What horrendous experiments will the scientists carry out on old cutie paws? Can Bob save her in time?

// *Four massive ' *The ultimate

levels each in platform
featuring over | 2 Bluyuhiliry.

1
a hundred . rigigul glgme
rooms. soundteack.
*Stunning B G~ W_,J *Includes FREE

animation, g% reicrcUTron e roner @5 T colour poster.

¥ REACH OUT FOR THE POWER OFARC
ATARI ST-CBM AMIGA £24.99

ARC, P.O. Box 555, Slough SL2 5BZ.




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.

YOU CAMN SAY what you like about
‘Walsall, but the place is never short of
programming achvity. The credit goes to
Arc Developments forthot, osthe teom's got
so much on its plate at the moment that
there's litle room for dessert, Apart from
three unnamed "biggies” for next Christ-
mas, one for Ocean, one for US Gold and
one for Activision, the team’s working on a
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 back-bumer for a while. 5o we
asked them if there was anything else and
we ended up with Predator 2

The design and building of the projecthas
been mainly down to Paul Walker and Arc
newcomer Julian Scott, whao's responsible
for the programming. However, with so
many other projects on the boil Paul's fime is

THE
TRANSPARENT
figure of Harrigan
as he appears in
the arcade action...
although this is
subject to change
it Danny Glover,
who plays Harrigan
in the movie,
doasn't like it

THE PREDATOR 2 title screen came from
this original film still. Arc simply
digitised the transparency and
reformatted it in monochrome form before
dropping the Predator 2 logo on top.

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

"We needed ancther grophics arfist”
Paul exploins. "We'd been adverfising
anyway, and there hadn't been many
people that had applied. Then Jon phoned
up one day and said ‘Gis o job’. We'd seen
his stuff before. He's an old boy of the
graphics world... he's worked for Elite and
Gremlin Grophics... Jon came along,
showed us some new stuff, and that was it.
He came on the Wednesday and started on
the Thursday. So, we're basically splitiing
the graphics between myself and Jon, and
now we've got about o manth left to do. It's
dua to be finished on the first of December.”

That's... three, four... five months. That
seems like a short contract...

“In Arc terms it's a shortish one,” Paul
confirms. "We've done conversions in three
months. It depends how much of the actual
gome you've got te build from scratch. |
mean, Dragon Breed took nearly eight
months. Now we're just finishing off the
Amigaversion. This one, ifit's on time, will be
a short contract.”

Paul's original design featured four
‘normal’-sized levels, but now he's made
Level One twice os long as the B

PROJECT
Predater 2

PUBLISHER
Imoge Works

AUTHOR

Arc Developments
Paul Walker
{Design &
Graphics)

Jon Harrison
(Graphics)

Julion Scoft
[Amiga & MT"& ST
Programmi
C;ird 'us

{PC Programming)

INITIATED
July 1990

| RELEASE
AMIGA

Spring 1991
ATARI 5T
Spring 1991

IBM PC AND
COMPATIBLES

Spring 1991




others (Image
Works asked for
| frve levels to ensure
MR value for money, so
1 Paul compromised
il ond made the first
level double the
- size].

“The first three levels are hﬂslctﬂl}-‘ all the
same,” he reveals. “In these first few levels
the Predator takes a background role, as he
does in the film. He stalks Harrigan. And
Harrigan is fighting the lamaicans and
Colombians imthis big drug war. That's 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. If you shoot him, he gets
annoyed, and he throws some weapons af
you. You won't know what and you won't
know when. Buthe's gol a disc he can spin ot
you, o spear, a big spiky net that pins you to
the wall, and, of course, his laser.

“There are alot of nice added featuresin
the first three levels as well. In the film there's
people in the background — cifizens. 5o
what we've tried to do, on the correspon-
ding level, is to put those people in. Like
there's a reparter that keeps coming round
trying o interview Harrigan. And he keeps
turning up in the most unlikely of places.

“In the film there's this FBl agent and
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. 5o
he appearsinfrontefHarriganin 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
ond Jomaicans. So you'll be sot there
shooting ot the drug barons, and these
people’ll pop up with sound booms,
cameras and stuff. If you shoot them your
badge goes down, becouse you're not
supposed to shoot citizens. That can never
be replenished at all. If it gets down to zero,
you're kicked off the force, and that's one
Wﬂ"r I;FF ﬂ'IE_! g-:lme Endil‘lg.

"And if your energy gets down to zerg,
you're dead. Well, you're not DEAD... If
your Harrigan character gets killed, all you
see is an ambulonce. 5o he's not actually
dead, but he's not very well.

One thing 20th Century Fox won't allow
us to do is have killing in there, which is o bit
impossible. The film's all blood everywhere,
but 1‘|'IF',':|-' say 'It's o kiddies gome, we don't
want killing in there'. 5o we've fried to think
of a way round it... and we haven't been
able to find a Wy round il We were
basically given the style of the gome,
Operation Wolt style, and that's what
we've done. What we've come up with so
far is they foll over bockwards and
disappear.

“20th Century Fox has to approve dll
grﬁphicg_ And the actors’ agents have te
gpprove all graphics, of least the likenesses
of those people. We got a fax through, and
there's alist of people who don'tcore, and a
list of people whe DO care. The ones that
DO care are going to have a look of the

game. Like Danny Glover who plays
Harrigan, he waonts o look. The version here
has been sent to America for approval, and
we'd better hope that they like it. If they
don't.. we'll just try again.” @

= - ———
o e e |

THE FOUR WEAPONS Harrigan has at his
disposal. His Magnum, which he always
has to fall back on, is seen at the bottom.

A COLLECTION of
thie thugs and
citizens you can
expect to meet in
Arc's interpratation
of the movie. The
full figures wander
around the screen,
while the larger
ones attack at
close range and so
appear close up.
Motice the truck
and all the pieces
that Paul used to
build it up. The
Predator's web
weapon s next to
the green guns.
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AT THE BEGIMNING of the first level Harrigan has to rescue the
motorcycle cops. Mind you,it looks as though their chips have
well and trully bean had...

IT ALL COMES DOWN to this. In the final scenas of the movie
Harrigan comes face to face with the Predator in its
slaughterhouse hideout.

T‘Il?.h'.' |I|J!|".."
i

IN THE FIRST LEVEL, a van pulls up in front of Harrigan. its
door slides open to reveal a bunch of gun-toting hoodlums.
Although Harrigan's got a few rockets to hand, he hasn't got
the launcher. This could mean death... erm, well, a bit of pain
anyway.

SHOOT THE BAD
GUYS In the
foreground, but
watch out for the
tat lady behind. If
you kill her, your

e L badge diminishes,
AAH, HOW SWEET... The Predator (played RS LIS T N [ and there's no way

by the giant Kevin Peter Hall, whose T R R G ™ to get it back.
helght secured him the original role) and JEESEEEIREREEEEE & i il

the sinister FBI agent Keyes (played by

Gary Busey) share a tender moment

betwean takes.




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 same 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 last level is a complete departure. In the first three
levels you have four weapons. Ifthe ammunition for any 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.
"Eachweapon hasits 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 FBl 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 setup atrap for him when they find cuthe's

: using the sloughterhouse as his base.

Because he's hidden and they can't see

him, they work outthathe can see them

through heat. So they wear specially

insulated suits, they don't give off any

heat. Then they light up the whole

warehouse with ultraviolet, and

" | sprinkle it with radioactive particles

which will adhere to the Predator. They've got UV lights on

them, so they can now see the Predator. So the Predator

sinthere and there’s a smallteam of FBl agents looking

or 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 unfil 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

youand the Predator. You've gotso many hits,and he's got
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
goingto be in hisinvisible mode, so he's going to hard (but,
as we all know, notimpossible) to see. But there are some
ways you can even the score. ;

“Iifyoushootthe fire alarms onthe wall, itstartsthe sprinkler
system and water starts 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 just as a little
special effect, if you happen to shoot one of these nitrogen
guns when it's sprinkling, it'll snow instead|”

AN UNFORTUMNATE victim of the Predator
is found hanging upside down, without his
skin. The Predator keeps the skin of his
victims and, in certain cases, the brain
and spinal cord as trophies. He's not a
very nice guy.

IF YOU EVER wondered how the
Predator’s Iinl'rl-blndlnq camouflage
effect is achleved, here's the answer. In
the scenes where the Predator is hidden,
the actor is kitted out in a bright-red suit.
When the special effects guys get the
film, the red is replaced by the
shimmering light in a similar way to the
blue-screen technique that allows
Superman to fly.

NOW HERE'S an interesting sight... In the
Predator's trophy 'cabinet’ we catch a
quick glimpse of this alien skull. Could
this be a reference to the much rumoured
Pradator Vs Alien movie?

DECEMBER 1990
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Mean Streets™

An Interactive
Detective Story

Features:

® Interact with maore than 27
digitised characters and
respond to questions, bribes
and threats.

® Use the innovative ‘point 'n'
click' systern which enables you
to search without typing.

@ Fly your ‘Lotus speeder to
locations all along the West Coast.

® Rummage through offices,
warehouses and factories
looking for clues.
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Crime Wave™
A Powerful
Detective Drama

Features:

#® Incredible digitised “Mofion
Graphics™ (featuring real actors
and modals).

@ Real Sound™ digitised sound
- no hardware required

& Unigue three dimensicnal
scrolling playing fields.

® Tremendous depth and
playability.

@ Breathlaking 256 colour
VEAMCGEA graphics.

Screen ihoh ane only intendsd io be llustratiye of e game

play ond not the screen grophics which vory consldenabsly

betwssn different lcameats In guality ond oppeoronce and
are sabpect o the compuler's specilcations.




EVEN IN THE FUTURE OF LAW
ENFORCEMENT, THERE'S ALWAYS ROOM
FOR IMPROVEMENT.

The 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 falling apart - it's time to put it all
back together!

SPECTRUM AMSTRAD COMMODORE
ATARI ST CBM AMIGA
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iN THE YEAR 2200, a huge asterocid
crashes into the planet Earth, wiping outthe
population and rendering the globe an
uninhabitoble lump of velcanic rack. Only a
small team of research scientists based on
the moon survive. The fosk they set
themselves of recolonising Earthis made no
easier by the intervention by a warmonger-
ing race of Martians, who see their chance
to conguer the humans once and for all...

That was the story behind Millennium
2.2, one of the surprise sirategy successes of
1989, Its creator, prolific strategy software
author lan Bird, reveals that the idea for
Millennium stemmed more from his interest
in astronomy and the conquest of space
than his desire lo wrile 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 Eorth's
population, it would be the end of

everything as we have all our eggs in one

up in this book.

basket, so to speak. But by having colonies
on the moon or elsewhere, there could still
be o chance for survival.”

Mow lan's confinuing the story where he
left off at the end of Millennium with
Deuteros. 5o 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, complete
with an unfinished
Methanoid (left).

B of equipment can be built here at the
Production Centre, you have to know how to build it. That's the
job of the Research People who, having designed an ul:r]acl.
transmit the blueprints to the orbiting factory, where they and

THIS SPACESHIP'S
about to blast off
‘intg’ the screen,
boldly going where
na man has gone
before, in a slice of TBA
Deuteros’

IPROJECT
Deuteros

PUBLISHER
Eleciric Dreams

AUTHOR

lan Bird (Concept,
Design, Program,
Sound)

lai Redman
[Graphics)

Matt Bates (Music)

IMITIATED
July 1989

RELEASE

AMIGA
March 1991

ATARI 5T
March 1991

IEM PC AND
COMPATIBLES

elaborate, and
impressive,
opening sequence,
It's a shame you
can't hear the
excellent dramatic
music that
accompanias it.

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.

“Erm... basically because | had so many
ideas left after Millennium 2.2 which |
couldn’t put in for one reason or another,”
lan explains. “Millennium didn’t really fum
out the way | wanted it. It's also because
Millennium was very popular, and every-

body kept asking "When are you going to
do a sequel?™”

At the outset of Deuteros, everything
locks bright and rosy. You successhully
recolonised Earth and fought off the
meddling Martians whao had their bug-eyes
on the planet — but
as the story unfolds
it becomes appao-
rent that your pro-
blems are far from
over. “Deuteros’
story is set one
thousand yaars
ofter Millennium,”
says lan. "Earth has
been recolonised,
but the Methanoids
— one of the mulant
races thot you were
responsible for
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creating in Millenium — have gone and
taken over virtually everything else in the
meanfime.”

In Deuteros, the objective isn't quite as
clear-cutas it may at first seem. “Atthe startit
seems thatthe idea of the gome is to take out
the Methanoids and stop them from gefting
their hands on planet Earth. Butlater on, as
your empire expands out into the stars, you
find out that this 1sn't the real Qbie:li'.re-.
There's a third party to be found, and they
real the actual, more profound objective.”

lan's intention for the seque| ta Millen-
nium was to create an ‘adventure’ similar in
style, but incorporaling much more
invalved gn;lmepk:}f. “ mosﬂ}f wanted to
improve the strategy. There were a lot of
holes in Millennium, and if you wanted to
find fault with it, itwasn"t difficult to do. And |
wanted to try to keep away from factual
information. Deuteros throws most of the
laws of physics out of the window!”

And as lan points out, size does matter:
"Most of the feedback we got bock from
players of Millennium was very positive.
I':ve-r:,rune Eniu}red plu}ring it" he $0Ys, “But
one thing that stood out was that people
were saying thal, while it was a lot of fun
while it lasted, it didn’t last |0ng enough. It
was all over too quickly!” That's a problem
lan is convinced he's eradicated this time
around. Deuteros is some 10 fimes bigger
than Millennium in terms of playing area.
Whereas in Millennium youwere limited by
the bounds of the Solar System, in Deuteros
the invention of Interstellar ships mean you
can spread your empire throughout the
entire Galaxy! The upshot of that is a
srruragy-hused adventure of sors that
promises to toke o wvery long fime fo
complete. lan estimates that, even with the
complete solution, completion could toke
over 30 hours of confinuous play.

The ceniral siructure of Deuteros remains
{undumenm"‘f unchunged .'IQWE\I'ET. I'IIIDI.."'
empire is spread across the stars through
the use of spaceships and portable
spacestations — butsuch equipmentdoesn’t
come for free. The process of progress is
convoluted, with row matenals to be mined,
research to be done and equipment to be
produced — all ot the cost of time, energy’
and manpower. The art of survival iselfis o
continual balancing act.

However, technology has progressed
somewhal over the last millennium, and the
produchion process is now a lot more
refined. While research and mining still take
place on the planet surface, the production
iscarried outin orbifing factories. Andit's no
longer necessary to have everything

ONCE AGAIN,
IAN 1S handling
all the sonic
effects, while
musician Matt
Bates provides
the tunes. “You
have to hear
them. They're
brilliant,” says
lan. “Dave Whit-
taker's original
music was a bit
naff, but for
Deuteros we've
got a music score
mnsiﬂinﬂ 1?12{;'“
tunes, an re
all excellent, The
music itself takes
up so much
memory that
Deuteros now
comes on two

disks!”

WHAT THIS shot of
Deuteros” title
screen can't
convey is the many
neat animated
touches. The whole
logo lies dormant,
until a letter bursts
into life and
‘performs’.
Because it's at
random, you could
sit and watch this
display for hours
without seeing a
particular piece of
animation.

controlled manually. Build a smart encugh
computer, ond it can be used for anything
from running a production facility to the
autopilot o cargo ship toits destination. The
production process itself has also been
refined, providing greater freedom with the
equipment you create. MNeow custom
spaceships can be built by choosing o
chassis and slopping parts down around it.

But while technology has progressed, so
has the enemy. The Methanoids are much
wilier than their Martion counterparts were
a thousand years ago. In fact, at the outset,
they are not even an ‘official’ enemy. They
are out there somewhere, twiddling their
green thumbs, and until things gettoo hotit's
even possible to trade with them. They
won't attack untl 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 bottles were
fought manually in o series of arcade
sactions, the warring in Deuteros is an
altogether more strategic offair. “There are
no arcade sequences this ime round — we
decided that the arcode sequences in
Millennium were superfluous. Now you
have fleets of warships, which you control
from a central flagship. The actual bottles
are fought with computerised fighter
drones.” In such a way, territory is won and

COVENTRY-BASED lan Bird's career as an entertainment
software designer and programmer began many years
ago when, as a college student studying engineering, he
came into contact with a Commodore PET. “lt grabbed me
and things snowballed when Sinclair brought out the

ZX80 and ZX81."

The 31-year-old's firstcommercial effort was Sea Woll,

a strategic submarine simulation for the ZX81. This was
followed by Werp Factor Six, a space-bound

strategy-based simulation for Spectrum. After joining PSS
in the mid-80s, lan went on to write The Battle Of Britain

and Tebruk, and worked on the classic Theatre Europe
forthe 8-bitformats. Then both he and PSS associate Alan

Steel left for Activision — the results were the WWII batile
simulation Guadalcanal and the more contemporary
High Frontier, which attracted a lot of attention due to ifs

controversial SDI storyline.

Shertly after came lan’s first 1 6-bit project, Millennium
2.2, which was originally written for the PC. Now we have
Deuteros, butwhat does the future hold? "l don'tknow yet.

We'll have to wait and see. I've got plenty of ideas, but
frankly at the moment all | want to do is take a holiday.”

GO = TR

DEUTEROS"
BATTLE
COMPUTER, where
fights are won and
lost. The green
dots are ‘good’.
Red dots are "bad’.
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last. As for as the battling is concermed, your
prime objective is to defend Earth at all
costs. Lose that, and you lose everything.

Having started work on Deuteros last
July, it's only now thatthe end is in sight, with
the majority of the programming and
design work finished. “I'm still making
improvements and enhancements to the
gomeplay. The truth is, that if Activision
asked for a finished version tomarrow, they
could have one, but | think it would be a sin
toletthe game go out before if's completely
finished.” Playtesting 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, nasty pieces of code lurking
somewhere in deep space wailing fo
pounce on an unsuspecting player and
bring the proceedings to a crashing halt.

By the way, Deuteros is Greek. It means

Second. @

THE DISTINCTIVE VISUALS are being handled by young

artist Jai Redman, who also did the same for

nium

2.2."The thing that we didn't want was a plain metallic feel
forthe graphics,” lan reveals. “We've tried to make them o
combination of biclogical and metallic. The original
intention was actually to have less graphics to make room

for more ga
we've got muc

, but that didn't work out and so now

more of both!”

108 LEXINGTON

THE VIEW THROUGH the cockpit of 105 Lexington. in
Deuteros, how you use a ship depends on how you kit it out.
They can haul cargo, mine asteroids, ferry personnel around,
and even fight. And with a computer autopilot, you don’t even
nead to fly the thing.
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Take the role of Marvels' favourite 24l

character - Spider Man - in a highly !:.‘} - .

addictive race against time to save Mary |™ 'V S0k " |

Jane from the hands of Mysterio. E.j.;';i g
L L] 54

% Fight Godzilla as you climb Man-
hattan skyscrapers.

% Explore Wild West gold mines riddled
with high explosives.

% Swing on webs over shark-infested
castle moats and pits of fire.

W Moving platforms, Musionary walls,| | |1\
electrified floors and intelligent VIS N
robots. e W

265 SPRITES OF ANIMATION | " Siits s

FOR SPIDEY - COMPLETE 1 ' I

CONTROL OF PETER PARKER'S

SECRET WEB FORMULA - FIRE

IN 8 DIRECTIONS - STUN

ROBOTS, HIT SWITCHES AND

CLIMB WEBS TO SAFETY -

-
=
= Il
=
-

= Vh — :-.-::--- B . : st

SCREEN SHOTS ARE FROM THE AMIGA VERSION || w ¥ AL o
il ! § [ B e

Spider-Man, Mysteno and all Marvel o | ! H H H %3]
characters and the distinctive likenesses z
thereal are Trademarks of the Marvel
Entertainment Group. Inc and areused  Empire Software, 4 The Stannets, Laindon North Trade Centre, Bastidon, Essex 5515 6D
with permission Tel: 0268 541126 Fax: 0268 541125

THE AMAZING SPIDER-MAN is produced under
license from the Marvel Entertainment Growp Inc
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IT'S THE EMD of the line for the
land-bound jeep. Fortunately there's an
armed and armoured speed boat standi
by ready to take over, What a nice touch

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

Silkkworm, which was also a Random
Access project, has obviously been a
major influence on this one. Once
again, the first player occupies a
helicopter while the second controls a
jeep. But while Silkworm was 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?), it is unique in one
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 nifty method of boosting your
firepower... the Goose (once again
‘borrowed’ from Silkworm). It's one of
the most formidable enemies, appear-
ing in pieces and assembling in a
different formation every time. When
shot, the Goose releases tokens. These
are then shot to cycle through the
improved firepower options, There are
also some special tokens thrown in for
good measure,

The reason for avoiding an array of
superfluous add-ons is simple, as
Ronald explains: “If you have diffarent
types of bolt ons, are they really

YOIKS! THINGS CAN get a little hectic at times. The program
continually monitors the number of adversaries on screen.
Shoot them too quickly and you only have to face another
barrage.

different or are they just different
sprites? Saint Dragon is a good example
of a game with varied add-ons that actually
do different things. In SWIV we did not
change the player missile sprite becouse
that looks silly and we are trying to keep it
fairly realistic.”

And anyway, if things hot up a little too
much there's always the smart bomb-cum-
shield. This bubble-like contraption worksin
a similar way to the same funchionary in
Sillkworm. It floats lozily down the screen,
minding its own business until you either
collide with it or shoot if, giving you a
temporary shield or obliterating everything
in sight respectivaly.

Smart Bombs ore few and far between
however, so a bit of concentrated fire
power is often necessary. The helicopter
can only fire up the screen in the direction it
is facing, but the jeep can 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 reor.
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PROJECT
SWIV

PUBLISHER
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AUTHOR
Rondom Access
Ronald Pieket
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Sound)
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February 1990

RELEASE
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BECAUSE SWIV never stops to load data
the transition between some of the zones
is cleverly masked by stones. The stones
are created by overlaying sprite data onto
the background data.

other great games of this genre. The
Silkworm influence is obvious, but in this
section Atarl Games' 1881 arcade hit
Xevious gets a similar treatment.




EVERY NOW AND THEN you run into a major installation. This
big son of a gun is one example. The small turrets are sasy
enough to take out, but those big boys are impenetrable until
their shields flip back, and they only do that when they are
about to pepper you with laser fire.

HERE'S A NEAT TRICK. The craters caused by exploding
vehicles are stored as sprites which are then written into the
background data. Now the sprite handler can forget about
them while the hardware scrolling takes care of the rest.

THE FLYING DUTCHMAN

RONALD PIEKET WEESERIK, the programmer behind
SWIV, is one of the talented programming progeny of
Europe. He comes from a small villoge just outside
Utrecht in The Netherlands. His programming coreer
began in 1985 when he started work on a series of
seven M5X fitles for Dutch company Eaglesoft.

It was then that he made o name for himself by
converfing Silkworm on the Amiga followed by The
Ninja Warriors on the Amiga, before starting work on
SWIV with graphic artist Ned Langman.

The Dynamic Loader System whichis a mojor feature
of both The Ninja Warriors and SWIV actually made a
minor appearance in Silkworm — the bockgrounds
change dramatically in the lastlevel. 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
Minja Warniors' graphics Ronald simply extended the
Silkwaorm looder idea.

For SWIV the system become even more
sophisticated ~ it now loads in sprites as well as
backgrounds during play. The sprites and backgrounds
that are no longer any use are simply removed fromthe
machine's memary. 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 ollocates 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 IFF® screens and
allows sprites to be cut out of them. It also builds up the
mapping data, but unlike most mapping programs it is
not based on squares. The mapper also takes account
of the vertical scale and holds collision daota.

MNow that SWIV is almost out of the way Renald is
goingto startwork on the conversion of the cute arcade

avourite Rod-Land. But DLS and PMM certainly
haven't been laid to rest. They will both be making o
return oppearance in the near future. If further projects
are as impressive as SWIV then Ronald will be one
Dutchman whao's flying high.

* |FF stonds for laternational File Formar. This is the standord wory of sior
Amigo screen dato, Any pragram on any machine that loods IFF files shou
be copable of importing Amigo grephics data.

THE SEA SECTION demonstrates very
nicely the tremendous visual nature of

- SWIV. Moving the shadows repeatedly

away from and towards their respective
sprites gives the impression that the alien
craft are bouncing over the water.
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DEATH-ADDER
Scum of the worst
sort. One n
will come

and wash him off
the sireets.

- i

S5-

ERHEAD
Like all dwarves
he's short. But
Gilius packs a big
punch with his
large axe. His main
speciality move is
a roll.

AX-BATTLER

One of the hardest
Barbarians you are
ever likely to meet.
His special move is
called the ‘Conan’,
just like his
favourite film. Ax
swings his sword
around above his
head and growls a
bit as he performs
a 180 degree turn.

TYRIS-FLARE
This Amazon's not
just a pretty face,
oh no. She's as
tough as they
come. Her special
move is pretty
miuch the same as
Ax-Battler's, only
far more graceful.

HEHHbaa bl

) -
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LRRLES

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 — and with a name like that it's 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.
Warse still, Death-Adder’s in possession of the Golden Axe,
the magical emblem of Yuria. Now he reckons he's going to
kill the royalty 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 different characters to
choose from, all with a score to
settle with Death-Adder. Firstup
is Gilius-Thunderhead, a Dwarf
who lost his twin brother to
Death-Adder's boys. So close to
his bro’ was Gilius that he wants
to kill Death-Adder and then
himselfl Mext we have Ax
Battler, a battle-hardened Bar
barian, who returned from afight
to witness his mother's execu-
tion at the hand's of Death-
Adder's soldiars. Finally, there's
Tyris-Flare, an Amazon Warrior
Queen and the last of her tribe
who were all mercilessly slaugh-
tered by Death-Adder.
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GOLDEN AXE
Dementia And
Virgin Games

AMIGA

PRICE  £24.99
outT Now
GRAPHICS  90%
SOUND 85%
PLAYABILITY 92%
VALUE B4%

OVERALL

90%

ATARI ST
PRICE £24.99
ouT MNow

IBM PC AND
COMPATIBLES
TBA
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Mot 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 wild horse, and swing a
sword or axe with the best of them. But
that's not all. There are many more
available moves besides, all easily
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 itan overheadslashorakick. Youcan
even pick up ‘em up and chuck ‘em! Better still, why not
jimp up in the air and drop with your weapon pointing
down to inflict S~y Y ——

maximum pain — ;
on anyone below.

But before you
get the oppor-
tunity to put these
supreme fighting
skills to the test, a
familiar face
stumbles ontothe
screen, It's Alex,
bodyguard to the King and Princess. He's managed to
escape from 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’, splitinto
six ‘levels’ {just for the record, the arcade original has five
levels, but inthese conversions the fifth is effective splitinto
two levels due to memory restrictions).

But wherever you are in Yuria, progress is made in the
game way. It's all quite neat. During combat the screen
stops scrolling. When the fighting's over, a'GO!" prompt is
given, complete
with aural warn-
ing. Now vyou
'‘push’ the scroll-
ing until more bad
guys are
encountered.
And so it goes on.

You start in the
Woods outside
Turtle willage.
Reach the end
and you are
shown a map of
Yuria, just so you
know where you
are going. Pass-
ing through Tur-
tle Village, you
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
Castle Approach and the Castle itself...

RIS MAJESTY asn
THE PRINCESS HAVE
BEEM TAREN BY

MOUNTS PLEASANT

SOME OF DEATH=ADDER'S soldiers are mounted
on beasts known as Bizarrians. Really good players
of Golden Axe can dismount Bizarrian riders and
thenclimb onthe beast's backtotake advantage ofits
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 fortoo long or it
will run off home.

THERE ARE 95 frames of animation for
each of the three good characters. This
selection of the Barbarian's movements
give you an idea. Note the novel use of
‘movement lines’ (which are more often
associated with cartoons) as a weapon
cuts the air.

OCCASIOMALLY, little kids run past. You
can't kil them, but there's no reason you
should as these are good children,
running scared from the Dragon Riders
who are chasing them out of Turtle
village.

THE HIGH-SCORE TABLE is quite neat.
There's no score as such, just a rating of
Strength. But what does it mean? Even
programmer Richard Costallo’s not
entirely sure: ‘| was just given an
equation. It's something to do with the
fact that for every monster you kill, you
sCcore 50 many points — one paint for a
‘normal’ monster and two for the bigger
ones. This value's multiplied by a Level
Factor — obviously how far you got. Now
you have number. The sheet of data |
originally had said that this number
should be divided by the number of
energy units remaining and then you add
30. But of course this means that the
more healthy you are, the less Strength
you get at the end! So | changed it. |
divide by the number of health bars lost
during play and then add 30, which gives
you a score more reflective of your ability.
The only problem is, if you manage to play
all the way through and end up with all
nine health bars you can get a strength of
900 — and it's supposed to be a
percentage! All it means is now that
anything over a hundred per cent
becomes a hundred per cent.”
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THESE THREE SHOTS give you an idea of
the visual accuracy of Dementia’s Amiga
conversion (top). The centre shot is taken
from Sega's coin-operated original, from
which the conversions were eventually
produced, while the bottom shot is from

the not particularly accurate MegaDrive
console conversion.

across, from right
to left, a-roastin’
and a-toastin’'
Death-Adder's
boys and girls as
he goes.
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DEMENTIA IS THE NAME of the team
behind the Amiga and Atari ST
conversions of Golden Axe for Virgin
Games. Kevin Bulmer does the
drawing (you can find out more about
him from the Corporation Work In
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 programming career
began way, way back with educational
software. Then, one day,. he woke up.
Someone asked him to convert Way Of
The Exploding Fist (remember that!) to
the C16 [remember that!), so he did. He
then went on to write a bit of Logotron’s
{now Millennium) Xor on the BEC, C64
and Atari ST, before starting work on
RamRod for Gremlin (it's still
unfinished — in fact, it's unlikely to be).

Golden Axeisn't Richard'sfirstcoin-p
conversion. He made a rather good job
of doing Atari Games’ Gauntlet Il on the
Amiga and Atari ST for US Gold, and he
aeven found time to convert Sega's
Hotrod to the Amiga and Atari ST for
Activision.

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 of the 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, and when you beat
Death=Adder you carry on and meet
another one. Oh, and the end 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

“l was
thinking
about a
Le Mans

Simulator,
where you'd
have to sit
through a
full 24-hour

race.”

Dementia’s
Richard
Costello

problem as he only had to tweak it to
make it the same as the Real Thing.
Cramming in all the arcade version's
data was the real problem. “In the
coin-op there's 512K of program, 512K
of sound, 0.5Mb of background data,
and 2ZMb 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 stufffrom
the big and hard arcade machine into a
poxy little home computer has meant
that he's had to leave stuff 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 S5T's
16-colour overall with a character scroll
— there wasn't enough memory to
make it any smoother. There are only
really major differences between the
conversions and the MegaDrive ver-
sion. The MegaDrive version doesn't
have monsters turning to stone when
the die. It doesn't have the black
skeletons either.”

When he's not working on Golden
Axe, Richard likes to unwind with a
simulation of his 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 sports — but I'm a
perfectionist so I'd want to do it right,
andthe hardware justisn’tuptaoit. lwas
thinking about a Le Mans simulator,
where you'd have to sit through a full
24-hour race. But |l don’t think anyone'd
want to market it!”

S0IT'SHERE atlast, 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 Axeis basically a version
of everyone’s favourite beat "em 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
maoves 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
offrustration. Whatadiamond conversion. A batter bout
of combat you are unlikely to have sean this year.
Unmissable.
WHAT YOU see here isn't quite what you can
expect to get, although the differences aren't
likely to drastically affect the playability. This
version's got 16 less colours, and a panal of
sorts “to 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 bitclickier”. There's no STE support, for the simple
reason that Dementia “ran out oftime. ltwouldn't be too
difficult to make the scroll smooth — obviously there's
the hardware scroll to make it easier.”

ITDOESN'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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The third and penultimate part in
Python programmer-designer Simon
Phipps’ guide...

“0ON LEVEL THREE it's back to blasting, but here yourtiming
is rather important considering the number of adversaries
Gumby faces.

“Search every conceivable exit off-screen to get to
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 control is very similar to that of
Gumby-fish, only the bird drifts slowly down the screen.”

CHERUBS come in almost unlimited numbers, so blasting your
way through them is about your best bet. They enter the screen
vertically, then turn and fiy 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 sefting off
the 16 ton weights that fall out of the holes in the floor above.
POINTS 200

HITS 1

LITTLE MEN sitand fire regular sprays of three bullets atyou. It's
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 it's most probably the safest method to
deal with them. The more gung-ho players may favour killing the
Little Men with a carefully activated 16-ton weight... However
you kill them, you end up with a food bonus when they expire.
POINTS 400

HITS &

HELL'S 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 chease blocks
as cover from their bullets, lobbing the odd well-placed halibut
betwean the gaps in the blocks. Some of the Upper Class Twils
reward you with a food bonus when shot, but you have to be
quick to collect it before it falls off-scraen.

POINTS 400

HITS 6

BY A STRAMNGE 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 Sheepis
to try to get rid of them as soon as they appear. It's also quite
helpfultoletthem gatherin groups behind cheese blocks, sothat
when the block is shot away the flock quickly goes off to the left,
giving Gumby a reprieve from the constant triggering of sheep.
POINTS 200

HITE 2

COMSTANTLY 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, soit'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 it, doing your best to get a shotin atit 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 asit'ssafeto
do so, fly quickly back left to the position you were in and repeal
the method. The trick hare 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 15

LUMBERJACKS always appear in the windows in the
background and throw three regular sprays of pressed flowers,
followed by an axe. |t takes eight hits to killa Lumberjack, soit'sa
matter of positioning Gumby 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 1o get back in line as fast as
possible after each axe has been thrown.

POINTS 600

HITS B

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 ¥OU hadn't expected it, the Spanish Inguisition are back
once more, hurling pillows and turning into SPAM when shot. To
exit the Lumberjack ‘section’, completely ramove the Spanish
Inguisition — a task which reguires similar timing to that
employed earlier with the Lumberjacks themselves. Position
Gumby in line with the Spanish Inguisitor to get soma 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 it's 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 asquickly
as possible determines how quickly you can kill them all,
POINTS 1000

HITS 15

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
movament 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 fair 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 ° 15

NEXT MONTH: The Fourth And Final Part

Monty Python’s Flying Circus
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Shadow Of The
Beast 2

Struggling to 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. Dafa 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 butkill the
guy holding him. Ask the person you saved about ‘'TRAP'
and he will tell you which switch to push later on (wtite it
down). Now fall into the hole to the lefl. 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 time there are no people or bats). Go right until you
meet the Pygmies. From abouttwo inches away from them,
jump towards them, over the spear that's thrown, and kill
the first 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, jJump up and hit him with your
weapon. Now do as before with the other Pygmies,

Goright 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 nextto asolid lump
of slime from rooftofloor. Shootthe slimethengo right 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, firing 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 erumbles 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 until you come to a
residential area of sorts. Still hurrying, shoot to the left and
hit the switch, running back before your time runs out
(NEVER stay at the other end after you have only three
seconds left — this may take several attempts).

Run back and down ane level. Go left and fall onto the

— e ey

EWAMPLAND FROCH

all

chain holdingupthe lights abovethe fourmensitting down, START X
Fall off the rope between the four men and shoot each one. E
Go right and collect the key. Go back and jump onto the I
chain again (don't shoot the guards coming towards youl. | |;
Wait until the guards are below you. Jump to the left, past J

e — —

the guards and under the cage which falls onto you (you can
now do nothing until 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
climbthechain abovethe sleeping guard and shootthe man
at the top wha's firing at you (do this before the man in the
jail 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. Climbupthe chainuntil you find a level just belowthe
‘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

aretrying 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 the spikes butyou 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 atyou. Jumpright again butwatch the first rock. It'san
animal, so jJump onto the furthest rock, NOT the first one,
Jump onto the rope (above and to the right) and elimb until
vou 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 Yyou aver
the bridge (left) you passed earlier. He will fall through the
bridge. Go right and give the ring to the old man.

Gobackthe wayyou came, tothevery beginning, overthe
bridge and down the hole, this time jumping to the left on
the first level you pass. Walk left and duck the flying
creature, turning to kill him before he cuts the rope.

Stay at the end of the platform 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).
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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 leftand another stone 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 heleaves. Go leftand
duck the rock on the conveyer belt. Jump onto the see-saw
and over the parson sitting there = he will fly away. Climbup
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 moveto
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 itdown earlier). The cage above you will movetothe
floor. Walk into it and wait. It will move upwards with you in
it. Data will now load.

Walk ontothe platform atthetopand goright asfarasyou
can go without falling down the gaps. Gothrough 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
chaintoland nexttothe cage withoutwaking 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 until you come to three switches, a crane, and a
stone. Grab the stone and liftitusing the switches. Movethe
stone across to the right and drop it (it should break and
leave a smaller stone). Push the small stoneto theright 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 mest the dragon Ishran. Kill it. Now shoot
the hanging bag. A man should come out and tell you a
word. Write this down.

KARARMOON OASIS
TAVERN

s

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 little green blobs. Go right to the
dragon spirit. Enterthe 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.
Collectthe parchment. Go back tothe very beginning andto
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
necessary). 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 atthe old man's
hut.

Go right. Kill both of the guards whilst shooting the mace
atthem. Once perfected, this method will enableyouto lose
only asmall amount of energy. Go right and fall offthe edge
ofthe 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 fromthe sea. Getonits back. Whenyoureachthe
other end, data will load. Enter the castle.

Go down the stairs and up the other side. Collect the
potion (use it). 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 him about ‘TEN PINTS'.
The cheat mode for infinite
energy will now be activated.

SHADOW OF THE
BEAST

NOW THAT Shadow Of 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 little
low, simply perform the
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 F5.



Do you want to box in the Fourth Dimension?

Mindscape and award winning developers DSI bring a new era of games to your home computer with the
4D 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. MINDSCARPE
Far fgrther infarmation on Mindscape products 1BM PC & Compatibles CGA, FGA, VGAMOLA Kevboard, Mouse or Jopstick £29.99
and new releases please call: 0898 234214 o Tandy ym{drjrs_ Boland or Adlib sound cards Arridgpan & Arar 3T avadabile lanudgry [99] £L24.99

or choose armaging dlgérul sgpuriel with o exirn
hardware required!
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ml - BLISTERING PACE -t
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- PIXEL PERFECT PASSING -.
4 '
- SUPERB TACTICAL |
GAMEPLAY 3
KICK OFF 2 gl‘;:atlv enhances the gameplay of KICK OFF, winner of the THE GAME OF THEYEAR in the A8
U.K., and similar awards right across Europe. A host of new features have been added to the ones that A 150
enthralled players the world over. ot ’ ‘
+ Full size multiditectional scrolling pitch with the Ph"t"“ ST ACTION - The best game ever to grace the ST. Highest accolade
markings etc. in correct proportion. [ can give, S
= lto 4 players npthn (Amiga and ST only) AMIGA USER INT - The besl.ccrmputer game ever
« 2 players TEAM option against the computer or 2 other THE ONE - Ultipate Soccer simulation. 96%

THE ACE - Brilliant. Bury, Buy. 930.
Eﬁm {Wﬁw muﬂmi mmmar B]?;rhnw game ta have appeared on any machine. 94%
tackling, etc.) % ) FORMAT 'Whliﬂ game! Gem to play. Magic, 50%
+ Instinctive Kick Off joystick controls to dribble, pass, shoot, ampionshi
head or chip the ball and do sliding tackles.
« Set piece. mzmmﬁmmmmmw
the ball or bend the ball round a defensive wall.

COMMODORE USER - I'lbn&mtfmﬂegamemnmuch[t 20%
AMIGA ACTION - Surpasses all other football games. 93%
POPULAR COMPUTING WEEKLY - Nothing short of brilliant.

. ;ﬁfﬁ‘lmﬂfﬂ‘ R conteal of shof porer. Long mmmmmsss - Computer football event of
. Temsekdtnn&om!ﬂﬂdﬂflﬁﬂﬂimbﬂhﬂmunﬂa :
SR O petica: AMIGA & ST £19.99  EXP. AMIGA £24.99

+ League and cup compethtons with Exra e, Inury Time TR\t (AT & XT Turbo, EGA & VGA) £24.99
and sudden death penalty shoot outs. " ’
o e et it fave the Action Replays and create |CBM 64 - SPECTRUM - AMSTRAD £9.99, £14.99

a Golden Shots disc.(Excl. IBM & CBM 64) 5 |
+ Facility to load Player teams and tactics for a single or league game.

+ Red and yellow cards, lﬁm:itrefuus.hﬂmvthnzmduhuﬂuf&ﬁumtnmﬂ:mmﬂsphmfmnpm:wm:hh
real fun to play.

An International class player "(akes charge of a third division club as Player Manager. His briefis simple
-Bring Back The Glory Days.

His success depends on his pla*,nng 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.
+ Unique 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.

. 4dhdslmhagueandnmpmmunuﬂwﬂhmddmd¢uhp¢na&7dlﬂﬂtmﬂ.
The Player Manager bnn the every day realities of @
player, his m‘um s and failures mto a shalp FO(

ST. ACTION - A stroke of pure gr.rm

ZZAP - Best football managzmem game ever written. . 92%
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Free! The One Ta 16— Bit Software
Reviewed Barbarian I, Elite, SDI... P| 5
Guide Starglider || Feature Interactive "

ISSUE ELEVEN August 1989

Reviewed Xenon 2: Megablast, Rainbow
Islands, Stunt Car Racer... Work In
Progress Accolade Players Guide Wicked
Features Dave Gibbons

ISSUE TWELVE September 1989
Reviewed Paperboy, Strider... Work In

Bullfrog, Hard Drivin® Players
Gulde The New Zealand Story Feature
Quasar

ISSUE 13 October 1989
Reviewed Bomber, Damocles, infection...
Work In Powaer Drift Players

Guide The 5 'Em Up Construction Kit
Fﬂuummmm Phenomanon

wa,{ '

i;l_;"l.’li¥Fli_[..i:milf

L

ISSUE 14 November 1589

Extral Populous Scenery Disk (500 New =
PLEASE SEND ME THE Lends. Amiga & im-.nra'a?ﬂm Batman: d
FOLLOWING BACK In Progress Chase HQ Players Guide ' o "

Xenon 2 Megablast

ISSUE 15 December 1989
Frea! Disk Labals Reviewed F-29 FIBIHJW
Hard Drivin'... Feature Reviews The
Urltuudm It Came Fn:rn The Desert
Work In Progress Myth, Simulera...

Guide Fighter Bomber Feature Adtificial
Intelligence

ISSUES OF THE ONE...

[Tick The Reguired Boxes)

[J1NA [J2£200 []3€£2.00
[]4£200 []5£200 []6£3.00
[]7£200 [7]8£200 []9£2.00
[]10£2.00 []11 £200 [] 12 £2.00
[]13£2.00 []14 £3.00 [] 15 £2.00
[]16 £2.00 []17 £2.00 []18 £3.00
|__]19 £2.00 [ |20 £2.00 [ |21 £2.00
[]22 £2.00 []23 £2.00

ROBYCOOE ... i b ki i

| have enclosed a Cheque/Postal Order
| (no Cash please) for £ made payable to
1 The Ona.

Please send your Cheque or Postal Order
for the comrect amount to The One Back
| Issues, PO Box 500, Leicester LE99 QAA.

ISSUE 22 July 1980

Free! Encyclopedia Of 16-Bit Games Pan

Two (Hammerfist, E-Motion, Zany Golf)

Reviewed Kick Off 2, PGA Tour Golf... Work
Wonderand

In Progress Fowermonger,
Feature Martial Arts

ISSUE 23 August 1990
Free! Encyclopedia Of 16-Bit Games Part
! o Work

I All prices include postage and packing. Plaase

i note that most issues are in short supply. In the
event of the required issuas being sold out your
money will be refunded within 28 days of receipt.

Fulfiimant: Alan Wells Inlernalional, Memberline
House, Farndon Road, Market Harborough, Lelcester
LE1E SMNRA.
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ALL ORDERS SENT BY -
FIRST CLASS POST
WITHIN 24 HOURS

[Subject to availability)

ACCESS/VISA

HOTLINE 3®

0273 746467

HAPPY CHRISTMAS TO ALL OUR CUSTOMERS
4 SPECIAL CHRISTMAS OFFERS ﬁ

- To order send this form with payment payable to ‘Best Byte’ or phone our credit card hotline 0273 746467
: Mail Order only. Prices include 1st Class Postage, Packing and VAT. Overseas orders add £5.00 per item VISA 4
BEST BYTE (Dept ONE 27) 48 NEVILL AVENUE, HUFE;E, SUSSEX BN3 TNA g

% BEST PRICES % BEST SERVICE % BESTBYTE! % * BEST PRICES % BEST SERVICE % BESTBYTE! %

: ATARI ST RRP OUR RRP OUR 3 5” DS’DD DISKS
O :
z Apprentice 1999 13.90 688 Attack Submarine 2489 1580 H'QH ﬁuallty Unbranded
Armour-Geddon 2499 1590 Action Stations 2888 1916
m ;u TF.2 2498 1610 AMOS — The Creator 49.99 34.95 Fully Guaranteed
ck to the Future 2 2499 1590 Apprentice 1895 1280 1
o Blade Warrior 2499 1590 ATF. 2 24989 1590 inc. labels
Battle Master 2499 16380 Awasome 34839 25898 10_ £4 75
c Battle of Britain 28.89 18.15 Back to the Future 2 2499 1590 .
Bomber Mission Disk 1489 10.25 Badlands 2483 1580 i
w Cadaver 2499 1590 Battlernaster 2889 1916 50 £21 ?5
Captive 24.88 1580 Beast 2 3499 2275 -
o Champion of Raj 2499 1590 Bomber Mission Disk {1MG) 1499 10.26 ;gg Ef;;':g %
Corporation 2499 1580 Cadaver 2489 1590 - 4
Damocles 2499 1590 Carthage 2493 1590
2 | Days of Thunder 2499 1580 | Chess Simulator 2499 15.90
m F18 Stealth Fighter 2989 1915 Champions of Raj 2499 1690
F28 Retaliator 2493 15380 Chaos Strikes Back (1MB) 2498 1590
Falcon Mission Disk 2 1889 1290 Corpaoration 24,99 15.90
) Final Battle 2489 1590 Days of Thunder 2499 15.90 AMIGA 512K
_— Flood 2489 1590 F18 Stealth Fighter 2499 19.15
4 Indianapolis 500 24.88 1580 F29 Retaliator 24.99 1590 EXPANSION
Int. Soccer Challenge 24499 1590 Falcon Mission Disk 2 19.99 1590 3
n International 30 Tennis 2499 1590 Final Battle 2499 15.90 £37.50 with clock
It Came From the Desert 2493 1590 Flipit + Magnose 2453 1680 i
> James Pond 24.99 1550 Flood 2499 1590 * Si *E?iE.EfI wn:htuuiclqck A500
Kick Off 2 1989 1280 Harley Davidson 2999 19.15 imply pilugs into Amiga
x| LestNinja2 2499 1590 Hero's Cuest - 3499 22,50 * Memory enable/disable
Legend of the Lost 2499 1590 Indianapolis 500 * 2499 1590 switch
Manix 2493 1590 Int. Soccer Challenge 2499 1590
U Midnight Resistance 1998 1290 James Pond 2499 1590 * Eumpnnt [ﬂnl."" 4 FAST“'#‘MS}
o N.ARC. 2499 1590 Kick Off 2 1989 12.90 * Fully compatible +
Mitro 1999 1290 Killing Game Show 2499 1590
Omnicrom Consplracy 2499 1580 Midnight Resistance 24899 15,80 guamntﬂﬁd
o Operation Stealth 2493 1580 M.&.R.C 2499 15.90
q Oriental Games 2498 1580 Mecronom 2499 15.90
Power Pack 2499 1590 Mitro 2489 1590
RoboCop 2 2499 15190 Omnicrom Conspiracy 2489 15,80 (]
: Rock Dangerous |l 24.99 1590 Operation Stealth 2489 1590 3-5 EmnNAL D|5K DHIHE
Shadow of the Beast 2499 1590 Cwer The Met 24,99 15,90 5
Z Shadow Warriors 19.99 12.90 Platting 2499 15.90 * Double sided 4
m| smuee 2499 1580 Pools of Radiance (1MB) 2999 19.15 * Quality drive mechanism
Sly Spy 1988 1290 Power Pack 2499 1590 Off
Speedball 2 2499 1590 Rick Dangerous Il 24,99 1590 : Er}: sw“‘irhl
o Spellbound 19.99 12.90 RoboCop 2 2499 15.90 ully compatible +
> Supremacy 2999 19.90 Shadow Warriors 2499 1590 guaranteed
Teenage Mutant Turtles 24.99 1590 Sly Spy 2498 15.80
Test Drive |l 2499 1580 Speadball Il 2499 15.80 AMIGAEEB'“ ATAHI sTEEE'm
The Ultimate Ride 24.99 1580 Spellbound 19.99 12.90
o The Spy Who Loved Me 24899 1580 Supremacy 29.99 19.15
N TNT (Tengen Comp.) 2989 19.90 Teenage Mutant Turtles 2499 15900
Torvak 24.99 15580 The Spy Who Loved Me 2498 1580
H Total Recall 2493 1580 The Ultimate Ride 24.99 19.1%
Trivial Pursuit 19.89 1280 TNT (Tengen Comp.) 28.99 19.1%
w Ultimate Golf 2499 1580 Torvak 24.99 1590 Asno DUStC'ﬂV'ET £3'25
Ums 2 2989 19.15 Total Recall 2499 1580
"hl Venus — The Flytrap 19.89 12,90 Ultimate Golf 24.99 1580 MDUSE Mat 'EZ?E
h Voodoo MNightmare 2489 1590 Ultima V 2899 18.16
Warhead 2489 1590 UMS 2 2999 1915 I aH
m Wheels of Fire 2009 1990 Venus — The Flytrap 19.89  12.80 3.5"Disk Cleaner £2.95
Warhead 24,99 1580 K
- D) Wheels of Fire 2999 19.15 DiskBox(holds10) £2.25
(o) ] aY g | Wolfpack (1Meg) 29.89 19.15
u - ]uf \ \_‘.;;-. Wings 512K 2499 1580
"y P .
% .Ii; Wings (1MB] 7083 19.15
S e A S o i i i e - i o AN e il W it et it ", o
* ! THE OMNE - BEST BYTE ORDER FORM q
* ST/AMIGA ITEM AMOUNT Cust. No. lifknown) ............ceec..... Payment: Cheque/P.O/Access/Visa
i L e e e e R S e e e e o R R e R e
*‘ SR Lot O TR
TOTAL £ BT i P L e ey DR ] o 0T PR S o
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WORLDWIDE
SOFTWARE

Nottingham NG9 1ES

106A Chillwell Road, Beeston,

s

WH¥RLDWIDE
'SOFTWARE:

@ FREE Catalogue Disk (Plus latest demos when avallable) with every order over £10.00

@ All orders despatched by 1st class post
@ 7 day 24 hour ordering

WORLDWIDE
SOFTWARE

106A Chillwell Road, Beeston,

Nottingham NG9 1ES

® Quality products at keenest prices

® Credit card accounts debited only on despatch of goods

® Complete customer satisfaction is our aim

Order by Telephone:

Credit car over telephone lines

0602 252113 D602 225368

by Fax: Fax your order with credit card details
0602 430477

by Mail: Send payment with order

Please give your name, address, telephone no., software title, price advertised and computer type.

Worldwide Pack 3

Amiga 1/2 Meg Upgrade
+ Any 2 software titles

Worldwide Pack 1

Amiga Second Drive

+ Any 3 software titles
with our advertised price
of £17.95 or less

ONLY £109.99

Worldwide Pack 2

Amiga Second Drive
+ Any 2 software titles
with our advertised price
of £17.95 or less

ONLY £99.99

with our advertised price

of £22.95 or less

ONLY £89.99

AMIGAST JOFTHARE

4 Mayer Adapha

6EE Sub Altack

9 Lives

Accolads in Action Compilabon
Actan Saatens

Advarced Tactical Fgivier
Altered (estny

Amaging Spiderman
AMOS

Armour Geddon

Azamic Aobokad
AWESOMF

Bl

Back (o e Fubers 2
Batiands Peie

Badands

Rards Tale 3

Batthe Command
Barttbemasta

Belrigal

Belly e Kid

Biade Warrior

Biilshreig Bame 21 Addenis
BiLshreig May 1040
Bomber Bab

Beck Aogers (Amiga 1 sag)
BAT

Caiived

Capiree

Carthage

Cabiza GT4 Raly
Champloas al Krgne (Amiga 1 Meg)
Chaps Siriwes Back Edior
{hage Sriaes Back (Amega 1 Meg)
Chase B0 7

(g Simalator
Crepmicies of (mega
(i Yeagers AFT 2.0
Corpoeation

Grime Wave

Curse of Ha

Cursa of the Arwee Bonds (Amga 1 Meg)

Dirys ol Thumdes

[ Liisie Sivahibi

Duaih Trap

Dutendar 2

Deck Tracy

[skant Armees

Donalgs Mphabet Chase
[ragor Hrsed

Drago Flight

[ragom Force 1 Meg

[ragon Wars

Dagones Lair 2

Deagodes ol Flame

Ducie Tales

Dungaon Masher Edrtor
Danpscn Masher (Amiga 1 Meg)
Eapws Rigars

Eivira Mistress of the Dark
Embarprise

Epic

ESWAT

FY6 Combat Piol

FU6 Fabcon and Misson D
FP6 Fakcon Mssion [isk 2

FI8 Samalt Fighier

F24 Retaliatnr

Final Batte 4 3
Finest Hour Baflie of Britain..._.
Fire Brigade (hmiga 1 Megi
Firsball ....... i ;
Fight o the Imruder

val airma

KMNEAST SOFTWARE
Patnum Complation

AMITAET SOFTWARE
Flight Sim 2 Hawali Scenery

Flight Sim 2 Japan Scenery Pintting

Flight Sim 2 Westam Europe Scanary Poals of Radiance |1 Mag)
Right Sam 2 Poguius

Fligil and Magness Prwar Pach Compilatan
Fisotbal Sisvugl il Prwarmaonge:

Fammula 1 30 Purmic

Fun Scraol 2 [6-3 years| Rainbiow Islands

Fun Scraol 2 [Ower & years) RanXame

Fun School 2 [Undier & years)
Fun School 3 (8= yrs)
Fun Schaol 3 |over T yrs)

Risach ler e Shas
Pl Sty ing
Rick Diany

Fun Schoal 3 [under &yrs) Rz &

Future Baskettal Saint Oragan

Gazzas Wew Soccer Game Satw

Ggthysburg Secret ol Monkey Istand
[@nbulus Shadow ol T

Shadow ol §
Shaiow Wamors

Gzid of the Arjecs
Galden Aae

Gioafys Aaibway Fipress Shick Wive

Greg Normars Ulerate Goll Sl

Gremlies 2 Shy Spy Sacrai Apand
Ganboal Sndwaltibe
Hargoon Speedbal 2

Hetier Sketier 18 18 Spndury 2

2285 St Goniral
1785  Starlhghl
Slorm Acriss Eunspe

Hodywiond Collechinn

Heemor nmibies

Indarapis SN

Interrational Soccer Challenge
it Came From the Desart (1 Meg|
Jack Nocilaus Gall

Jack Nichlsus Imemal. Cowses
James Pond Uisdersatar Ageni
Juige Dredd

Kick O 2 Expaniad

Kick 01 2 Final Whiste

Wik O 2 b Wikt Cuip 90
Kiling Game Show

Krights of Crystalon 1 Meg
Leggend of Bily Baubed

=

ITas 5 League Marager

1485 Super O Road Racer
SUpTEMacy

Teenage Mutarm Hero Turties
The mmortal 1 Meg

Legend of Fagrghail The Keep
Legend of the Lost Tha Flag
EMMings Tra LI e
Lire of Fire 7.95 Trayir Firas! Hour Baile Brtan
Loom 22.95 THT Compilation
Lord o the Fings ]
Lost Patros Torval tha Warrior
Lotus Espirlt Turba Challenpa Trdal Aecal
W't Tank Pltoon Tperrament Got
Warn Trigad Voiime 3
Mlasier Bianar Turmican
[eaatrin Wi rausdaie 1454 TV Sporis Basshal
Wi Shals 1788 1796 UM Squadron
Worate 1.94 UMSE. 3
Mickey Runaway oo 1788 17956 [T
Mickeys Crossword Makar .. 78 1795 yesgmming
Midrsght Aesstance ) 1785 1795 vaodog Kighamare
Widwenter i e 2% R% 'ﬁ'ellr-x L
Mlig 29 Fulorum 4 2’6 % .f B s of Fire Compdatior
Windgames Sirategy Compilation 178 17 \While Daalh
Monty Pythaon Piing Creus . M8 1455 Wina Commandsr
e : 1785 1495 MingCommang
WLLLDE 1795 1795 Mingsef Death
Mignt Breed 1785 1785 :_:"”" _-; F':"‘[
Night 5hit 1785 1795 ﬂﬂf v weg)
Nnm ; 1786 17.85 Wings [513K)
Obies i A9 M5 WoltpackiAmigal Mag)
Qperation Harrier 1795 17.95 :"""-"““" ...
Operaiion Spruanca. .. . 1788 ‘Workd Champ Socoer
Operation Steal i 178 179 'Warld Socoar 9.99 8999
Ower the Ket.... 1788 1785  ‘Wath ol the Damon s 128
Pang 7 1795 1795 Xphs 17.96 17.86
Paradioid B0 1T# 179 D 14,58

Please make cheques or posial crders payable to WORLOWIDE SOFTWARE,
ALL PRICES INCLUDE POSTAGE AND PACKING IN UK.

NOT ALL TITLES RELEASED AT TIME OF GINNG TO PRESS. TITLES AND PRICES ARE SUBJECT TO CHANGE

FL 1M SOFTWARE

668 Sub Amack

Accolag in Astion Gompilatien
Advanced Taclical Fighler 2
Ancient Hafies

Back 1o Wy Fiahure 2

Bards Tale ¥

Hatman the Mo
Harttiechess 2

Birirreiy Batte at Artennes
Buck Aogars

Chesis Simulalor

Chuck Feager Flight Tranes
Curse ol Ra

Diays of Thisndar

Ousgean Masles

F15 Siriks Emgle 2

F19 Sigalth Fighte:

Finest Hoer Batte of Brita
Fl g of The Wiy g
Froftine

(Greg Mermand Uitimae Gl
Difiwi 2

nidianapolis 500

niestatior

ntematiosal Socoar Chalkengs
nlerphase

Haef the Thiel

Lesgendd of Fasrgha|

Lord o e Rings

Mithapiilis

Mig 20 Fulcrum

Manty Python Fiying Cincus
Mighthreed

Operation Sleath

POA Tomr Goif

Ports of Cal

P rame

Hick Dangerous. 2

Satan

Sacret of Monaey Isiand
Sacret ol i Sitwer B
Sllent Sereice 2

Sim City

Sigha o D

Spais Aok

Star Cianiral

Siom Across Europe
Siomiraia

Sirikn Fisel

Stusrunner

Super League Socoer
Supremacy

Tark Afack

Taaim i i
Taenage Metani Hero Turthes
Toumameant Golf
Temcan 2.

Tw Sports Baskatbal
LME 2

Wielhris.

Wha Desin
wWondarling

World Champ Socoar

JOYETICHS
Chieeaah 125 Plug
Quickshet 3 Turto
Dip Stick Autodes
Cruigar [Bleck, Blue or Multicolaur)
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THE ONE

Operation
Stealth

Atlast! The third andfinalinstalment of
this thrilling solution, courtesy of Paul
Presley.

UH OH! 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 LOCK on the cage door wasn't too tough and the acid
from Glames' pen soon melted it away. The small room had
two exits, the door and the air vent. Firing his grappling hook
watch into each wall he managed to crawl along the wire
towards the grille. The door would be guarded and Glames
didn't fancy any more bruises. Opening the covering grille he
made his way into the vent, the noise of the piranhas bubbling
around the cage behind him.

GLAMES FROZE as
he turned a cormer
to face a group of

officers. He
thought his
disguise would be
peneirated for sure
but incradibly one
of the officers
ordered him o
fetch a glass of
water. Glames
hurried away
before his luck ran
out. Finding a
guardroom with a
water fountain, he
filled the glass
from the bathroom
and started to
leave when
something caught
his eye. On a bed
lay some mission
orders — a useful
blutfing tool if he
got caught
somewhere he
shouldn't be.

THE VENTILATION system was
rat-infested. Glames hated rats. The

engineers left spanners at points in the
system so that hatches 1o different levels
could be openad. Despite the fact that he
could barely see his hand in front of his
face, Glames realised that a series of
interlocking grilles, running throughout
the system, could be used to trap some of
the rats. Strange, he thought — something
reminded him of the palace guards.

EVENTUALLY an
exit led into the
guards' shower
room. Glames
crawled quietly oul
of the air vent, only
to find a guard
shaving nearby. He
had to be taken
out, so Glames
afficiently
overpowered him
and tied him up
with the laces from
the guard's boot
thank heaven for
large feet! Stuffing
a towel into his
mouth to prevent
the guard crying
for help, Glameas
ook & spare
uniform, the boots,
and a glass from
the sink before
making his way
into the heart of
the enemy base.

ENTERING the
officer’'s room
Glames spied

another rubber

stamp on the desk.
It would go
perfectly with the
fake orders.
Handing owver the
water, Glames:
hastily swapped it
with his blank
stamp, avoiding
the gaze of the
officer. Making his
way back to the
guardroom, he
used an ink pad to
stamp the orders.
Then, using one of
the blue-tipped
cigarettes, he
removed the
tobacco and used
the paper to take a
fingerprint from the
empty glass. As he
was leaving,
Glames spotted a
small, inflatable
lifeboat. Unsure
why, he pocketed
it anyway.

KEEPING A low
profile, Glames
made his way
around the base.
The first door he
found led to a
stockroom.
Looking through
some of the
drawers didn't
reveal much
rubber stamps, and
spare pairs of
shoelaces. He took
a pair and usad
them on his boots.
He didn't want to
be caught out of
uniform.

BYPASSING the security door with the
take fingerprint, Glames made his way
down a corridor into a room with one
guard and & laser-coverad door. Passing
the “official’ orders through a small slot,
Glames hoped that the blutf would work.
The CIA's plans had indicated that the
main control room in this direction. The
guard switched off the lasers and
motioned him through the door. Glames
let out a sigh of relief.
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THROUGH THE DOOR at the top of the next corridor, Glames could hear a lot of
activity. This must be the main control room for sure. He hurriedly set a diversion by

turning the razor-tape recorder onto playback

plugging it into the wall socket first —

and hiding it in the waste-paper basket next to the door. This should glve him time to

get to the control panel.

THE DOOR OPENED with a hiss, unveiling
SPYDER's plan in full. Staring Glames in
the face was a large computer screen
showing the Stealth plane’'s position
relative to Washington DC. Dr Why (the
man behind SPYDER) revealed that
Washington was |ust the first target, and
unless his demands were met more
countries would feel his wrath. While the
evil megalomaniac was talking away,
Glames noficed the CD player controls.
The only thing standing in his way was
Otto and a large gun. Now where was that
distraction?

JULIA WAS thrown from the helicopter
just as it lifted off the ground. She
managed to grab onto the foot-rail and
was surprised to see Glames hanging
next to her. Even more surprising was the
presence of a 20-pound bomb stuck to
the undercarriage. She turned back to
Glames and found him attaching a piece
of elastic to the bomb release
mechanism. “That should stop him
causing any trouble,” Glames said glibly,
just as the two of them lost their grip.
Throwing the rubber life boat below them,
it inflated just in time for their landing.

“SELF DESTRUCT in 30 seconds...”" The
tape recorder threw the room into panic.
Mobody could tell from where the noise
was coming and whether the message
was real or not. In the confusion, Glames
fired the red missile-clgarette al a nearby
computer bank. The small explosion was
all he needed as he threw himself at Otto,
fists first. With Otto taken removed,
Glames spun around just in time to see
Julia disappearing down a tube with Dr
Why. Glancing out of the window, Glames
spotted a helicopter preparing for take
off. Having attended to the CD player, he
made his way towards the chopper.

A

|
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DR WHY glared at the couple through his
window, then grinned as he figured he
would have the last laugh and released
the bomb. Glames and Julia's view of the
exploding helicopter was magnificent but
short-lived. it was going to be a long trip
home again, but Glames was sure he'd
find some way to pass the time as he
grinned at Julla. H was four months
before they managed to get the smile off
her face.

Corporation

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

LEVEL TWO

LEVEL THREE
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wrinKle in time by the evil wizard Mordroc who
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achine, you begin'the rescue mission. But
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n Daphne’s finger in'marriage and she will

be lost forever in the Time Warp.

r i
4 he Stannetts # Laindon Morih Trade Centre ® Basildon ¢ Essex # SS1560J 8 1 alap

L

Sullivan Bluth Presents

Warp.features full-screen animation and
Q;T:Iﬂ;ﬂ'l‘rzaat:l sound with more scenes than any

hiorg Numbes 0268 541126 & Facsimile Number 0268 541125

£
Be thefirst to all new.Don .
animated adventuréPragon’s Lair I1: Tim

previous aniwventure.

"Dragon’s Lair Ii: Tima Warp™ is @t by
Bluth Group, Lid.; ©1880 Bluth Group, Lid.; uséd
under license from Sullivan Bluth Interactive Media,
Inc.; Character Designs ©1983 Don Bluth; 1990 all
audio, visuals and concept - Sullivan Bluth Interactive
Media, Inc. ALL RIGHTS RESERVED; Programming
1980 ReadySoft Incorporated.
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that you only live it once.

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
The date is 1914, and you are a British, American or French flying ace of World War I,
attempting to take out Axis pilnts in hair—rﬂising dogfights and shoot down Zeppelins before
they can cross the channel. "Knights of the Sky" is historically accurate, allowing you to use more
snphjstmated and powerful aircraft as you move towards 1918, navigating by map and compass, |+
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 {ollow shortly.,

THE PRESENT
The 1990's 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
colonization. You must find a planet suitable for humanity and obtain the resources the
fledgling colony needs to survive, by mining 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 lifeforms 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.

rET—— R

A Techmo-Thriller
Froam the Case Fikes
of Muax Remington,

MicroProse bﬁﬁng worlds to E;-yé.

SIMULATION =« SOFTWARE

Three stunning experiences. Three lots of fun.
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NOW THE ONLY LIMIT IS YOUR IMAGINATION
Classic Infocom Interactive fiction is back

STELLAR PATROL: TS MOT JIST A JOR-
IT'S AN ADVERTURE!

—at an irresistible price.

HITCHHIKERS GUIDE

TO THE GALAXY -
You play the role of hapless Arthur
Dent in this mind-bogglingly
hilarious story by the best-seling
author Douglas Adams. You'll
chortle while your planet is
demolished, yelp with laughter
when threatened by the Ravenous
Bugblatter Beast of Traal and spiit
your sides as you search the galaxy
for a decent cup of tea.

PLAMNETFALL -

In this sci-fi comedy, you're a stellar
Patrol Ensign 7th class - as ow as
you can go. Then your luck takes a
furn 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, but you'll have Floyd, a
mischievous robot, 1o help you find
the secret 1o saving it

LEATHER GODDESES

OF PHOBOS -
You've been kidnapped by minions
of the fiendish Leather Goddesses
of Phobos who are plotting fo tum
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 1o collect the malenals
you'll need to defeat the Leather
Goddess and save humanity from
iheir dastardly plan.

Your greatest challenge
lies ahead - and duwnwﬁnh

WISHBRINGER

ZORK | -

This phenomenally popular slory
plunges you into the extraordinary
anvirons of the Greal Underground
Empire in search of incomparable
Ireasures. You'll come face to face
with outlandish creatures as you
make an amazing odyssey with so
many twists it can offer new
surprises every time you explore it.

WISHBRINGER -

You begin as an ordinary mail clerk
delivering a mysterious random
note and end 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 iz someawhere
beyond your wildest dreams.

AVAILABLE on
PC, Amiga & ST

£9.99

Faor Further Information
please contact:

CUSTOMER SERVICES
VIRGIN MASTERTRONIC LTD
16 PORTLAND ROAD
LOMDOMN W11 2LA

TEL: 071-727-8070

— FROM ——

MASTERTRONZ(

® Virgin Mastertronic Ltd 1980

© Activision 1990
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Cadaver

Here's part two of our four-part series
in which Bitmap 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.
“On entering Level Two you will have lost all objects from
your rucksack that are NOT Spells or Potions (the idea of this

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.

= g

6) 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,
MNorth.

8) OPEN Casket, Strong Box. INSERT
Mind Blast Spell (Power Zero) Into
Caskat. 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 Slima Touches You. PRESS Lever
{Left, Right, Middle, Left). PRESS
Button. EXIT West, South. HOLD
Recharged Mind Blast Spell. EXIT
Wast (Middle Exit).

10} FIRE Mind Blast Spell. EXIT West

11) DRINK Shot Shield Potion.
COLLECT Coin, Wand (Spell Spell).
EXIT Waest,

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.

Cadaver: Level 2 Ma

RN
=

IMMNMER CHAPEL

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 Until 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, Teleporter.

18) WALK UP Steps. PUSH All 10
Bottles Off Platform Onto Floor,
COLLECT Key. EXIT Narth. 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 Lewvel.
WALK To Chain. TOUCH Chain.

21) TOUCH Chain. EXIT West, West,
West. THROW Cleaver at Tortoise.
SEARCH Tortoise. OPEN Tortoise.
COLLECT Cleaver. INSERT Tortoise
Shell Key Into Keyhole. EXIT Narth,
MNaorth, East, North. WALK UP Stairs.
EXIT North, North.

22) INSERT Second Gold Key. DRIMNK
Superfast Potion.
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23) OPEN Chest, COLLECT
Transporter. WALK UP Stairs. EXIT
South, South, South (Down Stairs),
South, East. ENTER Room Four
Times (lgnore Bags First Two Timeas).
COLLECT Bag Of Gold on Second
Two Occasions. EXIT East, East,
Morth, Morth.

24| FIRE Sleep Spell. EXIT North,
COLLECT Final Token. WALK To
WULF Slot. INSERT Four Tokens
EXIT Wast.

26} PULL Lewver. WAIT Until Platform
Reaches Top. EXIT West.

26) 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.

27) EXIT West. KILL Tortoise with
Cleaver. OPEN Tortoise. COLLECT
Kay. EXIT West.

28] 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,

29) WALK Up Stairs. EXIT East.
COLLECT Pation, Spell. EXIT East.
PULL Lever. EXIT West. FALL To
Ground. EXIT East, East.

30) PULL Lever. PUSH Board Over
Pit. WALK Onto Board. PULL Laver.
EXIT North [High Exit). COLLECT
Key. EXIT East.

31) FIRE Sleep Spell. COLLECT
Gems. WALK Up Stairs. EXIT West,
South, South, East.

32) COLLECT Spherical Gam, Spell,
FIRE Spell (To Open Two Chests).
EXIT West. FALL Down.

33) WALK Near to Pillar. DRINK
Strength Potion, PULL Pillar 1o Shelf.
PUSH Pillar Onto Shelf, COLLECT
Key. EXIT West, South.

34) INSERT Three Green Gems Into
Hole. DROP Urn, Four Teleparters,
Two Green Alcohol Bottles, EXIT
East.

35) WALK Until 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
Wast,

39) 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

42) PULL Lever. PUSH Gem Away
(Use Another Object). COLLECT Gem.
EXIT North.

43) COLLECT Poison Potion. THROW
Poison Potion at Mouth, COLLECT
Gold, EXIT Sauth

44) EXIT East. WALK Up First Stairs.
EXIT North. TOUCH Bar (Second
From Right). COLLECT Wand, Gold.
PULL Lever. TOUCH Bar (Second
Fram Left). EXIT South.

45) 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 Morth Edge. WAIT For
Revaolving Board to Move Mear.
WALK Onto Moving Platform. WALK
Off Platform Through Door
(‘Entrance’). EXIT North, East,

47) INSERT Three Green Gems.
WALK Down Stairs. EXIT North.

AMTE ROOW
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48) PUSH Button. EXIT West.
COLLECT Kay. EXIT East. INSERT
Kay Into Keyhole. EXIT East (Up
Stairs). EXIT Narth, 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 Kay.
EXIT Morth. INSERT Key Into

Keyhole. EXIT North (Second Doaor).

63) 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
Cantral Platform South. WALK Onto
Moving Platform. EXIT North.

55) WALK Through Maze To Top Left
{North West) Room. FIRE Unlock
Spell (To Open Doors). PULL Lever.
COLLECT Gold. UNLOCK Doaor.
WALK Through Door. COLLECT
Emerald.

NB! IF YOU WANT TO GO BACK
THROUGH THE MAZE GO TO 59!

B6) EXIT West, South, West, West,
North, West. COLLECT Urn, Four
Teleporters. EXIT South, West, West,
Wast, Morth. DRINK Remaining
Stamina Potions. EXIT East.

657) DROP Urn On Block, Emerald On
Block, Six Teleporters In Hole. EXIT
East.

58) PULL Lever. WALK Into Blood
Circle. WAIT...

¥OU ARE NOW ON LEVEL THREE!

59) EXIT North, East, North, North,
Waeast. PULL Lever. DRINK Stamina.
EXIT Morth, North, North, North,
East, East, East, East. PULL Lever.

(Go To 56)

0O0PS!

IF ¥YOU HAVE been waorking
through the solution to Level One
in our previous issue you may have
come acrossaslight problemwhen
you reach Clue 31. It is in fact
necessary to 'INSERT Key Covered
With Spiders Web Into Keyhole'.
You should then return to the
Embalming Room, avoiding or
killing the spiders. Now you can
EXIT East into The Purificatory,
which was previously locked.
Sorry 'bout that!

o, T
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WIN - WIN - WIN - OVER £300 WORTH OF JOYSTICKS TO GIVE AWAY
Mame: S e How Many r‘-"-I[ZrUEi'ﬁ"t'Z_lhE'S |T|€: Break: Name Your Favourite Retailer
give 8 way Directional Control | 3nd77" 7o More Than 12 Words say why he is Best.
Address: R -
b & ] HI:I 15:"Narne_. < p LA
| Which Euromax Stick has been | Address
Europe’s Best Seller for 8 Years| T R T e st e T DEC
Post Code Pro 9000 Arcade Flashfire 1980
l I | | " why7_
FiEHSE tick it you reqguire further information on the Joystick Range EUROMAX FREEPOST BRIDLINGTON
- Closing Date 31st Dec 1990 N. HUMBERSIDE YO16 4BR Tel: 0262 602541
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IS AGAINST THE LAW!!
I'M GOING TORING
HELLO? |VE

GOT SOME INTERESTING
PETAILS HERE FOR /
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THEY &AID \F THEY GET

FOR INFORMATION

-, LEADING TO A
PROSECUTION .
& CONVICTION
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THEODDS AREEVEN .. . WILLYOU
ENJOY A HERO'S WELCOME OR
RESTFOREVERIN AN ICY GRAVE?

WOLFPACK IS A PRECISE SIMULATION OF ACONFRONTATION BETWEEN & GERMAN SUBMARINE

WOLFPACK AMD aM ALLIED SHIPPING COMVOY. PLAY THE PART OF & WOLFPACK COMMAMNDER

OR A CONVDOY ESCORT COMMANDER TO EXPERIENCE THE REALISM OF A FULL SCALE, REAL
TIME, STRATEGIC ENCOUNTER

SCcREEM SHOTS: PC VERSIOMN

FEATURES INCLUDE:

SEVERAL DIFFERENT SCENARIOS
ACCURATE ARMAMERNTS AND INSTRUMENTS

SUPERB GRAPHICS S
ONE OR TWO PLAYER OPTION RV AVIAN
DAY AND NIGHT MISSIONS | o |
S S S W ——
UNIQUE CONSTRUCTIOMN SET INE.

€ 1990 MinmomasoFT LTo, IAwin HOUSE, 118 BOuTHWARK STREET, LONGON SE1 OEW TEL: 07 1-928 1454 ([ 1989 MovaLOBIc, INC.
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f Al Robocop 2 has justice in
il . mind — a kind of justice
) S L
R . Some of the most
) ? action-packed scenes

: ever devised

for maximum
entertainment value.
Available on:

Spectrum cossette & disk,
Amstrad carindge,
Commodore cartridge,
Atari ST and Amiga.
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§ THEVIRGIN GAMES CENTRES ARE AS FOLLOWS: " X ' B
100 Oxford Street, London. 18 Merchant Street, Bristol. Ii 8
¢ AND IN THE VIRGIN MEGASTORES AT: e

517 Oxford Street, London (Marbie Arch). 98 Corporation Street, Blrmingham. 157-161 Western Road, Brighton.
o 94-94 The Briggate, Leeds. 6-8 Wheelergate, Nottingham. 131 Princes Street, Edinburgh. Unit 4, Lewis’s Bullding,
we . Argyle Street, Glasgow. 14-18 Aston Quay, Dublin.

T "3 SPECIALIST SOFTWARE DEPARTMENTS IN:

%ﬁ& ﬁi " 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 lettersin the
alphabet.

X-0UT? A PIECE

OF CAKE. Anyone

could have

annihilated Alpha

Centauri's satel-

lite. It was hardly

worth bothering

With wvictory

celebrations, but

SUCCESS IS5 Suc-

CES5.

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 itlooks like an attack isimminent. Federation HO
recommends a first strike. And guess which swell-head has
been chosen as pilot?

Z-0ut 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 unigue
landscape and aliens, and each is guarded by a mother
alien, with asprinkling of huge aliensthroughout. Yourcraft
can be bolstered with progressive weaponry and shields,
and extra lives and secret bonuses are available to pilots
gkilled enough to find them.

ALIENS AND SPINNING balls go together like Gazza and bawls.
This is the middle-of-level allen from Level One: it spins a bit,
separates (still spinning), wanders about (spinning), joins
together (spinning), and then does a bit of spinning. It only
stops spinning when you kill it.
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THE PHILOSOPHY behind Z-Out is simple
enough: you won't get anywhere without
weaponry. At the start you have nothing

but a paashooter which brulses ass rather
than fries it. Progressive weapon lcons
are usually carried by ridiculous orange

blab-things with silly grins: turn them into

grange squash, pick up the icon, and you
are laughing. Carry on laughing and you

are dead - enemles come from
anywhere, and mostly take more than a
single shot to kill.
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REVIEW

Rainbow Arts

AMIGA

PRICE £19.99
ouT - Now
GRAPHICS 8%%
SOUND 90%
PLAYABILITY 88%
VALUE 82%

OVERALL

86%
ATARI ST

PRICE £24.99
out Now

IBM PC AND
COMPATIBLES
N/A
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LANDSCAPE IN
Z-0Out is no-one's
idea of
accommodating.
Take these huge
piston-like objects
for example - all
they do is move up
and down. Easy? it
is until you reach
the pair of giant
pincers at the end.
Fly through too
soon and you get
crushed. Fly
through too late
and the alien
emplacements give
you a fireball
sandwich.

DECEMBER 1990

RAINBOW ARTS seams to be able to

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. Take the Outriders, for example -
normally they just sit above and below your ship. In
Z-Outyoucan place them just about anywhere to suitthe
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 {a 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. Gameplay has bean 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 wanderon
screen asking to be hit — this could make it a mite tough
for first timers. 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
blaster which will prove irresistible to shoot 'em up fans.

OUT AT THE same time for the same price,
ST Z-0ut will only suffer marginally in the
colour and sound departments. Gameaplay
should remain the same.

BAD NEWS, folks. There will be no £-0ut on
the PC, not now, not naver.

THIS PALLID SNAKE is the ultimate
barrier between you and Level Two. It
likes surprises: just when you think it's
following a simple sat pattern, it changes
its mind, doubles back on itself and
corners you. After many a frustrating
death, you begin 1o realise that the snake
itself isn't really the problem — take a
look at that teansy alien amplacement at
the top right of the screen.

JUST TO SHOW that they have an exponential sense of humour, Z-Out's programmers
made Level Two twice as hard as Level One. More aliens emerging from all directions,
alien emplacements with homing flames, near-invincible mother aliens, and
landscapes designed to cause maximum difficulty. And only another four levels to

! face! Ho ho ho!
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NOW CONTAINS 1990 NFL TEAM/PLAYER DATA!*

E
Midnight
I ” I g ‘From my point of view, the game has kept me sftﬁnzg up at

nights and through holidays and weekends for up to 12 hours at ~ ATARI

TH

y a stretch, with miniscule breaks for food and other USER
I necessities...........It is a game | have no hesitiation in REVIEW
recommending to arﬁyﬂne with even the slightest interest in
N merican Football.” -

OUR PRIORITY: GAMEPLAY

HEADCOACH V.3

THE GAME TRAINING CAMP COLLEGE DRAFT
Headcoach is teh complete American Football simulation, Here is an opportunity to assess your players before they During the 16 match season, plus whatever playoff
You take charge of the |latest recruit to the National take the field. The appropriate coach will give you his view matches you achigve, you will find yourseli praying for a
Football League, and through skiful designe of gameplans  of the current form of any of the players and how they are  second classy running back or wide receiver, or need to
and the use of the college draft, buld up a 45 man squad performing in training. The current sharpness of any beef up your offensive line (too many sacks.] There can be
to keep your fans happy and win the Superbowl, Unlimited  player can be assessed from their ime in the 40 yard many weaknesses. The college draft should be used to
seasons, and ageing players, produce a realistic game of dash. Wide receivers, comerbacks, running backs and find those stars of the future and make sure that they're

fluctuating fortunes. linebackers are all positions where speed off the mark is  playing for you,
crucial.
THE MATCH STATISTICS

The match is a e in itself taking about 40 minutes to The statistics section will encapsulate your team’s and
complete. With 26 offenswe plays and 21 defensive e |IBM PC : Al monitors 5™ and 525" disks: €2005| your ployers' season. Total yards, rushing yards, passin
there is ample scope to match your gameplan to the skils | Atari ST : All ST/STES, all monitors : E19.95| vyards, kickoff returns, punt returns (and avem?us for a
ol your squad, and exploit the weaknesses of your |Amiga :All Amiga/menitar combos : E19.95 ese), interceptions, sacks....all these are kept for each
opposition. It's here where the strengths and weaknesses match, the whole season, for the team and for each
of your own players are highlighted. AVAILABLE DIRECT FROM: ?:I::tm' American Football is a game of stats and we retain
r— ————— —l——------------lll————l——---—--——--------————-_1

Telephone Sales: The Midnight Oil ik D Name M o I
| E 0438 Dept. T04 o AT i I
I 721936 18 Hazlemere Road, st e |
| U= SERNRRIEI v e e e [

VISA AMIGA D

| — Herts, SG2 BRX I
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We do. The Advertising Standards Authority ensures
advertisements meet with the strict Code ol Adverlising
Praclice.

So if you question an advertiser, they have 10 |
answer Lo us.

I find out more about the ASA, please wrile Lo
Advertising Standards Authority, Depl. X, Brook House,

Torrington Place, London WCI1E THN.

This space is donated in the interesis of high standards In afdvertisement -
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PREMIER MAIL ORDER

Titles marked * are not yet available and will be sent on day of release.

Please send chegue/PO/Access/Visa No. and expiry date to:

Dept THO, Trybridge Ltd, 8 Buckwins Square, Burnt Mills, Basildon, Essex, 5513 1BJ.

Plgase state make and model of computer when ordering. P&P inc. UK on orders over £5.00. Less than £5 and Europe add

£1.00 per item.,

Elsewhere please add £2.00 per item for airmail. These offers are available Mail Order only.

Tel orders: 0268 590766

Fax: 0268 590076

T AMIGA
TITLE ST AMIGA  TITLE 8T AMIGA ;!:nLuEim;s Promised Lands 31*39 J%&
40 Boxing® 1688 18698  Fight Disc Japan 138 1389 Povardmma 188 188
172 Mag Upgrade - 29 Foothall Director 2 128 9 pyyemmonger 1 1999
172 Meg Upgrade with Clock — s®  “*Ford 08 Rally 1858 1600 oo Matal 1599 1599
GBE Atack Sub 165 Fun School 2 6-8 s 199 *Pradator 7 68 15
Adidas Fopiball 1388 1688  Fun School 2 Over 8 e ne Pro Tenms Tour 1699 1699
Airborme Rangar g8 488 Fun School 2 Under 6 1.8 11599 Projactyle 1699 15
AMIDS HH Fun School 3 57 1685 1859 *Pugznic EEe e
Anarchy 1389 138 Fun Schaol 3 Over 7 168 1858 poiokow lslands 1389 165
Armour-Geddon® — .99 Fun School 3 Under & 168 1688 *Raach For The Skies 1699 1699
*Assault on Alcatraz 1699 1683  Future Wars 1688 168 po e Rising 609 1598
ATE 2* 1699 1699 Ghouls & Ghosts 138 E® Resolution 101 09y a9
Austarlitz 989 988  Gold of Artecs 1699 18638 by Dangerous 2 1689 1688
Awasame® 24,99 Grawity i9 9, Rabacap 1288 1588
*HAT 1999 19.99 *Gremling 2 1398 163 *Rabacap 2 1699 1699
Back 1o the Future 2 1699 1688  Grimblood 1| 4E *Racky Hormor Show 1689 16.99
*Back in the Future 3 1699 1699  Gunahip 100 1488 ol Trooper 1389 1388
*Badtands 1399 1399 Heroes 19.98 1999 Rotox 1689 1699
Bards Tabe | or 2 Hint Book 599 599 Hero's Quest (1 Meg| - M. RVF Honds 1499 1499
Bards Tabs 2 - 7.09 *Hallywaod Collectson 1908 1988 *Eacrat of the Monkey |sland 1999 1999
*Rards Tale 3 - 1699 Hounds of Shadow 788 1949 *Eacrats OF Luftwatle 1999 19.99
Batman the Mowvie 1315 16.99 Hunt For Red Dctober 999 Sogan Master Mix® 1999 1999
Banllechess 2* 1999 1999  Hunter Killer 499 480 Shadow Of The Beast 16.99
*Biarile Command 1658 1699  “Hydra 1388 1388 gpaing of the Boast 7 - 2509
Battlemasier 1655 19.99 Intarcapios - 188 Ehadow Sorcenor® 1998 1099
*Betrayal 1993 1098 Imporium 1699 1688 o iw Warriors 13.99 16.99
*Billy the Kid 1658 1699  Indy Jones Action 135 139 Gilowt Sarvic 098 089
Black Tiges 135 89  Indy Jones Advanture 1699 16.99 *Eilleworm IV 1699 16.99
*Blade Warnor 165 169 Indy Jones Hint Book 58 509 Sim Ciey 1999 19.99
Bloodwych 1688 18698  Imemational 30 Tennis 168 16949 Sim City Terrain 11.09
Bloodwych Data Disc 989 9%  In Soccer Challenge 1698 1899 .o o Die 1699  15.99
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*Commando War HWe EW Kich Of Exra Time m 1. B eMACY e s
Conquars JENS 1698  Kiling Gamao Show JLE Bt I 118 1M
Congueaf of Camalod | IMogl M5 Kmga Ouss! Tinple nmE NS Swines of Twlsgh T L]
Civipeadatucan Mo 16W Kmighris ef the Crystalhan 1.9 Swinads of Teslsght Hant Boak 59 598
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Cracidown 1188 1699  “Lile and Death 69 1EM o Yarkse 1958 199
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AMIGA ABDO
Screen Gems Pack
Only £369.99

SILENT SERVICE
ST or Amiga £9.99

AIRBORNE RANGER
ST or Amiga £9.99

1/2 MEG UPGRADE
AMIGA

with Clock £44.99
without Clock £39.99

DUNGEON MASTER +
CHAOS STRIKES BACK
ST £19.89

STUNT CAR RACER
ST or Amiga £9.99

JOYSTICKS

Quickjoy Jetfighter £10.99
Quickjoy Mega Board
£19.99

Cheetah 125+ £6.99
Cheetah Mach 1 £9.99
Quickjoy 2 Turbo £8.95
Sega Control Stick £13.99

BLANK DISKS
UNBRANDED DISKS
10 x 3.5 DSDD £5.99
20 x 3.5° DSDD £10.99
50 x 3.5 DSDD £23.99
100 x 3.5" DSDD £49.99
TDK BRANDED DISKS
3.5" DSDD £1.25 each
6.25" DSDD £0.75 each
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Rick Dangerous |

Even the most dangerous people need
a little help now and again. So here’'s
the second part of our complete
solution...

RICK SEIZES the controls ofthestrange alien spaceship and
stakes off, heading for the mysterious planat Barf and the Fat
Guy’'s headquarters. However, the Fat Guy was never
particularly generous with fuel, forcing Rick to crash land
over the desolate Ice Kingdom Of Freezia.
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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
jumpright to the other side. Slide a bomb to
kil the guard below, then drop down and
exil.

Time your two jumps to avoid the pair of
rotating cogs, then collect the TV bonus
and climb the ladder to the top, killing the
patrol guard when you get there, Climb up
the next ladder, but stop before you get to
the top. When the clockwork penguin
thaws out, wait for him to drop off the ledge
before moving up to the top. Jump over to
the nght-hand platform and shoot the
guard there. Punch the switch set into the
wall to trigger the hover-lift. Jump on and
let it take you up to the top. When you get
there shoaot 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.

Ekkia

Duck and crawl forward lo 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 averything. Come back
oul, jump 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' thefirsticicletrap. Walk forward and
QUICKLY dothe same with the second. An
ice block appears from the chule on the
|eft, 50 you must move fast, Run right and
jumponthe hover-liftwhich comes down 1o
pick you up. When you reachthe top, hitthe
wall swilch toretract the set of steel spikes,
then jump left and kill the guard below.
Climb the left-hand ladder and jump up 1o
collect the dynamite. Climb back down,
jump right and time your next set of upward
jumps to avoid the rolling snowballs. Atthe
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 ledoge. Punch the
wall-switch and take the lift up. Grawl right
to avoid the flying snowballs. Drop down
once, dynamite the guard below and exitio
the right.

Jump up and climb the steel pipes over
to the right-hand side of the screen. Collect
the TV bonus. Drop a bomb to dispose of
the icicle trap below, then fall down,
avoiding the ice blocks and exit right.
Hit the wall swilch to activate the
hover-lift, then nde it to the top and jJump
over the rotating cog. Jump right again to
collect the dynamite, then hit the switch to
dispose of the ice block. Drop down the
gap you just made and crawl right, then left

to avoid the two snowball machines. Atthe
bottom, slide a bomb into the narmow
crawl-way lo destroy the icicle trap, then
crawl through and drop right. Dynamite the
second set of icicles, drop down and
slide-bomb the frozen panguin, then shoot
him as soon as he thaws out. Walk left,
drop down and hit the wall-switch to retract
the steel spikes. Lisathe two small ladders
to gettothe other side of the acid vat. Crawl
under the cog to exil.

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 owver 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, thenwalk left and drop down. Jump
over tha first frozen panguin, then quickly
run right and climb down the ladder.

Dynamite the ice block, drop right down,
and el 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 coq,
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 secrel
room. Collect everything and leave. Jump
once over the ice block and shoot the
penguin, then jump right (twice) again. Exil
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 fo
avoid the falling frost. Go down the short
right-hand ladder, avoid the guard and exit
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nght — into the Hoverbike section,

Fly up, avoiding the snowball machine,
then goright, QUICKLY, to avoid the spike
traps. Fly upand killboth guards. Shoot the
wall-swilch and go up. Collect the
ammunition. Go up {avoiding the snowball
machine) and shoot the penguin. Zig-zag
your way up 1o the dual snow showers,
shool 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 1o the block of ice, and drop down
out of harm's way for when it slides left
Climb back up. shoot the guards, then
climb down the right-hand ladder and exit

Runright and jump onthe ladder to avoid
the sliding blocks of ice. Collect the TV
bonus. Time your drop and climb down the
tall ladder. Drop off onto the ice below,
leave a bomb and quickly jump back onto
the ladder to avoid the explosion. When

Jump left over the steel spikes, then
slide a bomb right, over the ledge, to
destroy the icicles below. Jump 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
axplosion, then go back up to hit the
wall-switch that retracts the steel spikes
below. Climb down, drop tothe bottom and
crawl to the right, under the acid vat. Drop
down, slide a bombtothe left to take 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 downtowhere there are five frozen
penguin-blocks and walk to the right.
When the centre penguin thaws oul, turn
and shootit. Drop down to the ledge on the
nght, and slide-bomb the guard below.
Drop down to whera he stood and shoot
the wall-switch to retract the spikes on the

the bomb explodes (taking the penguin
with it), climb down, walk left and jump up,
shooting the guard when you get there, Hit
the wall-switch to retract the spikes balow,
then dynamite the ice block. Drop down
and slide another bomb ta the right to blow
the icicle trap. Drop down, climb up tha
centre ladder and crawl right to avoid the
snowballs. Drop down, pushing leftto land
on the small metal platform below. Drop
onto the two ice blocks, leave abomb, then
jump off to the right. When the right-hand
block explodes, repeal 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, retuming to the ledge to
avoid the blast. Drop right down, shoot the
penguin and climb the shorl ladder to hit
the switch that activates the lift below.
Climb down and get the bonus ammuni-
tion. Wait for the lift 1o go away before
dropping down past the snowball
machine. Drop down again, quickly jump
onto the steal piping, then climb up and
collect the TV bonus atthe top. Come back
down, drop onto the second TV bonus
balow, then time your next drop to avoid
the first rotating cog. Jump up onto the
steel vat, and duck and crawl past the
sacond. Exit to the left
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next ledge. Fall 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 o cross
past each other, then fall down, run right
and jump onto the short |adder to avoid the
nextice block, which slides on from the left.
Take the next ladder up, collect the
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 swilch
on the lefi-hand wall. Crawl under the
rotating cog, drop off the 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 axit.

Shoot both guards as they approach
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Jump up to the top, avoiding the falling
icicke. Crawl past the rotating cog, drop
down, killing the last guard. Exittothe leftio
complete the level.

NEXT MONTH: THE FOREST
KINGDOMS OF
VEGETABLIA
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Narc

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 Zammao? Exactly. Just say no and live a
little longer. Well anyway, get this: Marc 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 Use Drugs’ (although apparently it wasn't imp-
lemented on the machine used for this conversion).

Surprisingly, Narc is only atraining mission (1) where the
prize for completion 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 (forthis is a one ortwo
player exercise) are HitMan, who has a
penchant for blue attire, and Max Forca,
who prefers red to dead. Bearing more
than a slight resemblance to that

IGNORE FOR A MOMENT the fact that Max has completely destroyed a couple of bad
guys with his rocket launcher. Look at the status panel at the top of the screen. This
provides at-a-glance information on all the usual stuff, such as your score, state of
health (the green bars), lives remaining (in this case loads ‘'cos we cheated), remaining
bullets and bombs (top left and right), drugs and money ‘recovered’, busts made, and
the name of your current location (top centre). Most useful of all though, is the radar
in the centre. It shows a representation of all aggressors and collectables (in this case the

drugs are to the left). So now you know.

groovy movie vigilante The Exter-
minator, both Hitand Max are a bit tasiy
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, Narc is
realistic in its approach, to the extent
that ammunition comes in limited
supply. It also means that when the bad

auys get shot, the claret’s spilled by the
gallon, and when they get blown upit's
suddenly becomes difficult to distin-
guish the screen from an abattoir.

This training mission is set in a large
city, split into more than a dozen EEES =
horizontally scrolling, individually-named zones. The
mission begins with a scroll along The Junkyard. To leave
the street and enter The Subway yvou need to find 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 betier
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 Strip, The Kennels, Sky High's MNursery, The
Greenhouse, and plenty more besides before you
eventually confront Mr Big in Mr Big's Office.

Random Accessistheteam responsibleforbringing Narc
to the home. The programming was handled by Steve
Snake (who did tha 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
Images provided the music. Allinall, itwassixmonthsinthe
making. Quick, but by no means shoddy

Incidentally, Narc is street slang for a drug-related law
anforcer. It comes from ‘narcotic’

HERE WE ARE in the Krak Laboratory, one of Mr Big's main drug-production lines.
Max Force has just blown a CoatMan to smithereens and is about to let rip on those
giant drug-filled flasks. The mean looking men in black are called Spike Rush, and
they enjoy nothing more than throwing drug-filled syringes at do-gooders. The result
is temporary paralysis, leaving the recipient vuinerable for a few seconds.

THERE ARE PLENTY of usetul items 1o
pick up along the way. Dead or busted
bad boys drop money, drugs, rockets, and Max when they
bullets. Some even release Safte Cards,
used to gain access to other areas.

NARC
Random
Access And
Ocean

AMIGA

PRICE £24.99
OUT December
GRAPHICS 81%

SOUND 90%
PLAYABILITY 91%
VALUE 87%

OVERALL

90%

ATARI ST
PRICE £19.99
OUT  December

IEM PC AND
COMPATIBLES
N/A

SOUNDING
OFF

YOU LUCKY
PEQPLE! You really
are spoilt for
choice when it
comes to Narc's
aural
accompanimeant.
For accuracy’s
sake, Marc's speach
and noises wera all
taken directly from
Williams" ariginal
You can kill to the
tune of a ‘hard’
soundtrack, or
delight to the
sound of a
splendid array of
effects. It all
sounds as though
there's a war going
on, what with an
assortment of
gunshots and
explosions

Mot forgetting the
dogs’ barks, Kinky
Pinky's manic
laugh, Sky High's
grunts, and the
Innocent Women
who gasp 'O00H!’
at your touch.
“¥OU'RE
BUS-TED!

exclaim HitMan and

bust a bad guy Also,
when one of

the boys manages
to get a Safe Card
he says “WE'VE
GOT T

ANOTHER BIG BONUS opportunity awaits
inside Sky High's Nursery Greenhouse.
Ganja plants galore are growing in pots.
All you have to do is ‘collect” them for a
special Ganja Bonus once the level s
completed. Just in case you hadn't
noticed, that Rambo lookalike is Eky High.
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l MR BIG’S BAD COATMEN are pushers — scum of the HQ POSSE is a smooth dude in a white

| worst kind. They home in on Hit and Max  suit. He and his like friends generally run
and maore often not mes around in a close-knit group,

! fien than sheat, ul shooting at
Winﬂwﬂnﬁrmmﬂl cult.  the good guys. He's also a bit of thieving

ast the slimeballs and force them to git, who occasionally picks up any items
wmmﬂﬁmmm left lying around. :

DUDES

IN TYPICAL WILLIAMS style, there
aren't many different types of adver-

ﬁg i
:
F
;
=

sary encountered in Narc. Instead, the

eight different types have very distinct addict who carries blocks, which he

characteristics. As an incentive to tone dutifully throws in the general direction of
down the violence, massive bonus ﬁm:ﬁ.ﬁ“m“m*

pﬂmiﬂmﬂhrm:wplﬂw'w
enough to not to kill but ‘bust’ the bad

£
:
:
3

gliys. Allthat's involved is a little bodily

contact instead of a bullet or bomb. m&mmm
Now, when a level is completed, the He packs a knife which he enjoys

: bust is added to your Bust Bonus. Any He also likes Hookers, which
drugs or cash you collect from dead or away with him.

i busted bad boys boosts your Drugs and
i Cash Bonuses. There are also two other
! bonuses to be had: the Innocent Bonus

1
*iig i
it

il

| (for rescuing an 'innocent’ young lady i
:Iom II:;Ill'llu:lumhm: ﬁ?ﬂnw Pinky) and ‘ﬁ* i
& Ganja Bonus (for collecting Ganja HIGH by name and by nature. He
plants from Sky High's Nursery). BARKY the dog, It's difficult to tell whether 100ks 8 bit like Rambo witt his large BUGS appear in a swarm when Hit or Max
he's hungry for your blood or your love. machine gun. Sky High has a greenhouse  hangs around doing nothing for too long.
As you can see, shoot a Barky and it in which he grows marijuana plants, 50 They are persistent, so keep moving!
halves in size before running away. bust his ass! e, |

| DUISERRN FREE o0o.zon |

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 den't shoot her. ‘Protect’ her with your touch and rack up
the bonus points. Obviously that's the last thing on your mind
with old Barky giving it the large 'un from behind. There are
four sub-levels to be found just off this area, known as Sunset
Strip. There's The Kennels (teaturing Barky dogs and money),
The Swamp (with Bugs galore), Kin y's Big Top (wherein you
will find many a Kinky Pinky and loads of drugs), and The
scragwag {home to Joe Rockheads). And here's a handy tip:
the Safe

them!

THE ACTION
REALLY HOTS UP
on The Fresway,
where enemy
helicopters drop
off bad guys and
bombs. Fortunately

ard required to exit the level can be found in one of

some crazy fool
o oo Porsche NARC IS the most controversial and violent
ying around, so 2
hop in, take a ride piece of software ever seen. And it's a real hoot,
and mow 'em all The exhilaration experienced when you blow
down! But watch u :
out for the mines! away the drug-pushing scum filth sons

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 |east the message is clear:
while wasting any associated felons is not necessarily the
answer, drugs are most definitely dumb. Whether Narc will
turnyou into psychopathic maniac is a matter of opinion. At
least it goesto showthat agame doesn’t haveto be big and
clevertobeentertaining. Thisisacracking conversionofthe
outrageously playable srcade original. So what are you
waiting for? Get Narc and give Mr Big one for us, eh.

DISCERNIBLE differences are few and far
between. Atari ST Narc is every bit as enjoyable
as its arcade parent.

WHAT A BLOW. There's not a remote chance of
Ocean producing a conversion forthis machine.







ON THE BRIDGE 'OF
SPACE SHIP THE ALIENS
ARE STUPVING A LARFE |
MONITOR SCREEN... m.

... THE ALIENS WERE GREATLY
IMPRESSED BY RICK PANGEROUS
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Epyx And US
Gold

AMIGA 5
PRICE £19.99
our January
GRAPHICS  73%
SOUND 10%
PLAYABILITY 91%
VALUE 9%

ATARIST
PRICE £19.99
OUT  January

1991

1IEM PC AND
COMPATIBLES
PRICE £24.99
out January
1991

“It might not
look or
sound like
much, but
Chip’s
Challenge
packs a very
addictive
punch.”

Gordon Houghton likes hischips, sowe
gave him a challenge.

CHIP WILL DO ANYTHING for Melinda the Mental Marvel.
Maore than anything else he wants to join her exclusive
computer club, the Bit Busters. Imagine his excitemeant
when, oneday, she satdown nextto himin the cafeteriaand
offered him membership!

Unfortunately, it was a deal with plenty of strings
attached. Before he can even get his armpits sweaty insidea
Bit Busters Tgshirt, Chip has to indulge in some heavy
interfacing with 150 levels of puzzles, traps and monsters.
What'sworse, there is atime limit on avery leval — and once
he's in there, there's no way out.

In the first eight levels Chip learns some hard facts about
his environment. 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 partitions impede his progress. Then there are
monsters and pitfalls: horrible bugs, crazy tanks, towering
flames, tenacious traps, devious thieves who steal
everything heiscarrying... But one fact stands above all 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...

OMIwHOM

TR R A YL 1 B

AFTER SKIPPING OVER a hazardous moving walkway, Chip
blundered into a pale blue wall, which dissolved before his very
eyes. He now finds himself in a room full of brown dirt blocks.
But how can he get through that red door? The key lies above
that deadly strip of water, and he hasn't collected a water
shiald, which would have allowed him to walk across its
surface. Remembering his tutorials, he moves all four blocks
into the water, collects the key, and opens the door.

HAVING PASSED
eight tutorial
stages, Chip's
first real test
comes on Level
Nine (Nuts And
Bolts). All the
puzzies in Chip's
Challenge are
logical: for
example, to open
this yellow door,
Chip needs a
yellow key, and it
doesn't take a
genius 1o spot
one below.
Avoiding those
flaming fireballs,
our underweight
hero collects it
and opens the
door, not
forgetting the
chip as he
passes through.

MK 30K
W= oT_.Mam
...m- '
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BEYOND THE RED DOOR is a room of fire
and ice. Chip hasn't got a fire shield to
protect against the flames, nor any cleats
to help him negotiate the slippery surface,
s0 he just has to slide from one block to
the next to grab hold of that elusive chip.
And then he's got to find his way out...

RSSO TR

BEYCMND THE ICE ROOM is a somewhat
simpler puzzle. Pressing that green bution
atmabonamtﬁglnthn position of tha
blocks in front of the doors. If Chip steps
on It once the pair of traps covers the
blue and green doors. If he steps on it
again they cover the yellow and red ones.
Chip only needs a little patience (and a
blue key) to progress beyond this room.

PASSING THROUGH the red door, Chip |
went on a long ice ride to this area,
packed full of bugs. Bugs are deadly and
move around in mad patterns,

off each other. Practising his skills of
patience and light-footedness, Chip has
little problem lifting the pair of prizes from
this screen.
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him. Success!
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. IT MIGHT not look or sound like much, bt CHIPS WITH
Chip's Challenge packs a very addicive EVERYTHING
: punch. The iconic graphics are colourful but  DID YOU KNOW
‘ Llitlh more than functional, and the musical  that there are 13
iz accompaniment is inoffensive if endlessly repetitive — but hmuﬂr:fgllgg;';?; the
in this gm.lmu frills don't count. What you have is a 'chip'? They are
puzzle®player's I?HI.I'I'I: apart from the firsl eight tutorials, .. follows...
every stage requires quick thinking (to beal the time limit), a
lot of experimentation with traps, and more than a litle A small piece
patience, since even if you gel killed as you are aboutto  [Pmoved bY
coliect the very last chip you have to start the whole level all
+ over again. To offset this, every level is accompanied bya  The mark left
password, so you needn't play any of the levels more than :;L“F'::n‘f“'
once. It's a doubly useful feature, since the game's one "
major drawback is that once you complete a stage you don't A counter (in
feel like tackling it again. Even so, with 150 very tough ~ 52mes) usecto
L levels your brain will be tied in knots for a long time to come. :
. WHAT'S TRUE for the Amiga version also notate friedn
Wm:ﬂmmmmm deep fat.
; The US and
; European name for
z ; ‘crisp’.
. DUE OUT at the same time as the other two, - ;
PC Chip's Challenge will support CGA, EGA, tiny wafer of
4 VGA (in EGA mode) and Tandy graphics, as ~  --mconductor
well as AdLib and Roland sound.
A thin strip of
straw used for
thLLEIErm(; a making baskets.
cu-l: E,L m:““ ?: In New Zealand, &
dissolvable wall container for soft THE
puzzie), our hero fruit. ONE
tries the rooms
;:In: it. This A sporting term
section is slightly meaning ‘to loft a
more t"ﬂl'l'lplﬂl, shot’.
nd Ives
o o
5. The
problem is those something.
bombs: i Chi
muchn't\him hg Tp cut into small
dies, s0 he has plecas.
to find a way to
push blocks onto To shape by
them. chipping. :
THERE'S ONLY In Australia, to dig
OME more chip &
remaining — but I
where is it? In
THERE ARE
{ the frustration, Chl.p ALSO six
steps leans against the
e :ﬂ:lnbl: hiltacl: i:-ﬂr'nrlﬂcalnI'g.-I used
an ocks it up phrases
.n:'n:m. the screen. involving chips...
da Miracle of .
s, miracles, A chip off the old
undernaath it lies block.
the final chip! Mot (& child whao is
believing his wery like his father)
luck, he heads
for the exit back Ta have a chip on
through the bug one’s shoulder.
FOOM. (To have a feeling
of bitternass or
resentment about
MOVING THE something)
DIRT BLOCK into To chip in
- c:;r;;iﬁ (To interrupt or to
entrance, Chip contribute money)
activates the 4
button in the :h"i::“ g ...
carr:ﬂr;ﬁn'l_r'::':: {To have reached a
releases the point of no return)
i ireba
“hip 'm:hngq;w Im::;; mn the chips are
) R ooy 1Wh:ﬁ the going
y and 5 Rbeie o gets tough) DEC
hich, 990
":Ls ";:mm:_ To cash in one's U-BI SOFT b
hould rel chips. &
s from i Busoasnt (To die) Entertainment Software
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Time fo plan yowr defence. Buy the facilities rou need
and then decide which secior meeds your help the
mast

Without your foctories in the deser? you cannot
develop more wagpond.

B P R

Wave after wove of enemy aircraft will bisck your
patf o success.

TO ORDER NOW
051-423 5943

rem [ ES

Arm your ship with the deadlesf of weapons

Avoid abataclas in your mission fo desfroy the
Matherships

ASK YOUR STORE FOR A DEMONSTRATION

Shockwave brings the technology of
advanced orcade machines info the
comfort of your own home, Dip and weave
through the wvarious terrains whilst
avoiding the hordes of aliens that swarm
maniacally towards you, hell bent an your
destruction. Survive vicious offocks from
air and ground forces whilst using your
skill az a pilot to avoid various land
obstacles. Survive the hair-raising trench
sequence to destroy enemy Motherships
in the guest for your survival, A careful
selaction of weopons built by your team
will” ensure you will be ormed and
dangerous . . . but how dangerous?

£24-99

FEATURES

* Incorporates dynamic digital rotate
affect

" Stunning tunnel sequence

* Combines 3D tiled action with Sirategic
Defence Initiatives

*Fifteen different weapons to choose from

* Stunning sound effects

* Overlayed HUD's and shield indicators

" 4 sectors, divided into twelve sagments
to defend

* 4 fimes of day plus infra red

* Advanced clooking device

* Joystick or mouse conirol

AVAILABILITY: AMIGA SEPT'90
ATARI ST TBA

P~
—
O

I MIDWOODHOUSE - MIDWOOD STREET - WIDNES - CHESHIRE WA8 6BH - TEL. 051-423 5943




... Faster than ever before!

FOR CHAMPIONS, SIMULATION AND ACTION
ARE ALL THAT COUNT!

..do or die!

ATARI ST, AMIGA, IBM PC

and compatibles, COMMODORE 6.

NOTE! n the COMMODORE 64 version,

HIGHWAY PATROL and CHICAGO 90 are relaced by GRAND PRIX 500

UBI SOFT UK
SADDLERS HOUSE, 100 READING ROAD
1“9E9cu ::{llﬂllll:::I:I.I I::Ii |Ib;-|.| PFIEREL ¢+ Mepvids. CEICIED 30 = Mborad 0 M :EEF}E;EE;‘;SE;E“ SUHRE.III Eu.l? ?Rl
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Cartoon World is under attack from |
badness! Gary Whitta came to the OVERALL f

CAPTAIN GRIM'S deadly army of Loony

rescue. Toons is out to stop Arnie on his quest. o
Fortunately there aren't all that many of o
them around. A well-timed jump usually

IN CARTOON WORLD, everything is lovely. Goodness, 9$ees Amie alright, but the real problem is

peace and tranguility rule, and no-one ever says bad things tnrc'n.ltn::lg‘;ii:!ﬂma. A’..L“:ﬁ: ?::cﬂ?:::n ATARI 8T

orhas bad thoughts. There's lots of fruit to eat, the placeis  limit, every second counts. PRICE £24.99

brightly coloured, and pretty platforms are used to get from ouTt Now

place to place. It's hardly surprising that the inhabitants of
BECMI.ISE ARNIE is only a Cartoon Car he Cartoon World are so happy. :?ﬂh;!:i#:EEs. |
doesn't come equipped with power One ofthe happiest occupants is Arnie, a friendly cartoon N/A

steering and an alactri L - St g ik ;
el e e M"hmw:mm car. He likes living in Cartoon World because it's very nice.

the only way he can stop moving in one But it's not going to be very nice for much longer. A

direction is to turn around and move in malevolent and thoroughly evil cartoon character by the
I:,I" m: L‘sl;}'m'rlflﬂ:c: mz::'“" s a name of Captain Grim (who is obviously unh_app'n,r about
make three types of jump — small, being badly drawn or coloured, or whatever it is cartoon
medium and large - to reach characters get unhappy about) plans to take over Cartoon

e o ray-placed platiorms. If Amle  World and fill it with bad things.
miss his target platform and could even So evil is Captain Grim that he's willing to go to any

land on something nasty. Mastery of the  |angths to see his dastardly plans come to fruition. He's
mp le vited. kidnapped Arnie’s cartoon friends and filled Cartoon World
with an army of Loony Toons. Now Arnie's angry. Soangry
that he's screeched his little wheels and sworn to restore
goodness to Cartoon World and save his pals. But how?

CartoonWorld comprises 48 levels — six levelsforeach of
the eight themed lands. To complete a level, all Arnie hasto
do is jump onto and drive over the full length of every
platform. As Arnie motors over them, the platform’s
‘sections’ are ‘repaired’ — thetheory's a little like the ageing
coin-op Amidar,

Platforms varyin length, from upto 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
COLOUR IN ALL THE platforms, and with Arnie's limited capabilities. A suitable route must be IF ARNIE HANGS AROUND on one level for too long, Captain

E:H:I: :r:hr:'l: Fnh;r'lahmﬂhnpllﬁimmal along found if all the platforms are going to be covered and  Grim's right-hand man Turbe turns up to add to the frenzy. This
Cartoon Landistobecome a happy and verynice placeonce  flying demon swoops across the screen after Arnie. He's none
again. too bright though, and so can't home in directly on Arnie.

Problem is, he won't go away until he's either removed Arnie
from the scene or the level's completed.

NOW LET'S LOOK
on the bright side.
There are always
plenty of food
items around for
Arnie to munch for
bonus points.
Occasionally It
@ven rains bonus
pieces! Keep 'em
peeled in particular
for letters that
spell out the words
EXTRA and
BONUS. Complete
the respective
words for an extra
lite or a bonus,
complete with
pretty fireworks
display.

T

e e i el

:

THE SIXTH LEVEL of each land is a special bonus section.

There are no platforms to ‘complete’, it's just a run along a

straight piece of land, during a rainstorm, in an attempt to

:'n;zrow your score by catching bonuses before they hit the
r.
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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 form 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.

WHEN ALL OF
Arnie's lives are
lost he trundles off
home, leaving
Captain Grim to
take over. As he
coughs and
splutters back to
his ramshackle
house, bits of him
fall off and he
makes a random
comment about his
feeble efforts.
Aaaah...

O TSGR G| =B TE

BY COLLECTING SPECIAL icons which occasionally appear,
Arnie can turn the tables on the Loony Toons. Seen here is the
etect of the Freeze icon, which drops a sheel of ice over the
land and temporarily stops every Toon (apart from Arnie) in his
tracks.

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 BEAUT! Playing Car-Vup is

reminiscent of playing theclassicarcade and

console games of years gone by, when

playability took precedence over presenta
tion. The emphasis is very much onsimplisticgameplay,
with the cute graphics bolstering the arcade feel. As a
result, Car-Vup is tremendous fun to play. It's been
thoughtfully designed, with 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 thatcan't be
said of many other arcade-style efforts, With the
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,

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 will ever
produce a PC version of Car-Yup. Saob.
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- Each one of the World’s tﬂp
racetracks has heen. pm—

VECTOR CHAMPIONSHIP
RUN - All that’s missing is the
bubbly !

AVAILABLE ST & AMIGA

¢ the early 199!]_? :
World’s balance of
een so fragile. Only
technolngy to f
"'1 pen developed -
ONE HOVER

Using some
vector gri
Hover k
betwe

and

VECTOR HOVER HAWK: St

‘Play It - Before You Live It ! ——

oy

AVAILABLE ST & AMIGA ' _.’ I\

IMPULZE brings you the ultimate in 3D Vector Graphic simulations.
IMPULZE - P.0.Box 17, Houghton-le-Spring, Durham, DH4 6JW. Tel: 091 3857755
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The Chinese called i shil kthe ancient Celts called s By
futhark, the Mayan Indians called it Kami a- frate and the Japancs
called it Ishide Yer, regardless of ong

all mean one thing, The i |
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£ 1990 Actolde. Tnc whm.mmumu—nrm
P_C. A gAY I aceTiarkn of (el TRk Crrers. £24.99
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The best in entertainment software.™
ACCOLADE EUROPE LTD., The Lombard Business Centre, 50 Lombard Road, Londen SW11 35U, Telephone 071 738 1391,




Sl NO LIMITS ... NO MERCY ...
| NO SURRENDER!

The warrior returns with a wngennc; in his
ulimate fight for freedom. A flash of steel,
a blast from his devastating Gyro Lazer Gun-

Strider's back in action, pulverisin enemy
and striving for _justice. This time there will be

NO LIMITS... MERCY... NO SURREMDER !
Available on:

CAPCOM' CBM C64 & Amstrad
Us cassette & disk, ] : .
-Spectrum cassette, /Al o N o7 Bagir A
: A Atari ST & Amiga. \ S e S8 :
Capcom is a registered trademark of Capcom US.A., Inc. STRIDER™II (©) 1990 Capcom U.S.A., Inc. All rights reserved.
Manufactured and distributed ander license by U.S. Gold Ltd, Units 2/3 Holford Way, Holford, Birmingham B6 7AX. Tel: 021 625 J3366.
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HUBBLE BUBBLE
ABIIS INITIALLY armed only with a
dagger, but as his potion-mixing
potential grows, he can conjure up
increasingly powerful - and
bizarre — armament.

mmnmm
horizontally across the screen.

BOOMERANGS behave like Fireballs but
with greater flexibility — they come back,
which means they can attack behind.

'BOUNCERS dojust that, hopping around the
screen killing all they make contact with.

BATS fly about, homing in on anything in
range.

w is one of the most deadly
weapons. it shoots out from hand in a
“similar m to the ol beam
weapon urrican, eradicating all in its
nlni.urmm&ﬁmm
i in the form of a Psychic MindBlast.

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 villain of Death Trap is typical of this situation.
Shankriya, amagician of great renown and power, hasgone
a bit mental and subsequently started throwing his weight
around, He's stolen a set of magical scrolls and hidden them
deep inside his home, a five-level labyrinth. Such is
Shankriya‘'s power that no-one has the stones to take him
on, and he's bacome the undisputed ruler of tha land.

But not for long if you have anything to do with it, You are
Abi, an athletic warrior and trainee magician from the
wrong side of the tracks who's looking for a spot of
adventure. Needless to say, the stories of the far-off
labryinth known as the Death Trap where all the would-be
heroes have died are right up your street. Grabbing a
daggerand 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. Therealthreatis provided by the labryinth itself. Finding
yourway around can be a nightmare, and with some kind of
trick or trap at every turn, it can be tough going.

Butthenthat's all in day's work for a hardened hunk such
as yourself,

DEATH TRAP
Anco

AMIGA

PRICE £24.99
ouTt Now
GRAPHICS  83%
SOUND B2%
PLAYABILITY 88%
VALUE B0%

OVERALL

81%

ATARI 5T
PRICE
out

£24.99
Mow

IEM PC AND
COMPATIBLES
NA
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TRAP HAPPY

THEWIZARD S labryinth isn'tdubbed the Death Trap
for nothing. So fast and silently-efficient are some of
the deadly devicesthatoncethey strike it'stoolate to
avoidthem. The poisoned-spike pitsare deadly tothe
touch but easy to spot and avoid, whereas falling
blocks crash down on you with no warning in certain
partsofthelabryinth. Trial and erroristheonly wayto
make progress — unless you are lucky of course.
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SOME ADVERSARIES leave tthlnd a have an end-of-
magic potion when they die. The level Boss. And

Death Trap has
three types of potion e than N el

blue which, when rru-:'d: prm}u- ‘®  share of big boys.

powearful magic spells. They may be huge,
but each one has its
own particular
Achilles' heel. You
need only find it and
explodt it to triumph.

AS ARCADE ADVEMNTURES become inc-
reasingly more convoluted and sophis-
ticated, it's nice to see one that goes back to
the roots of straight forward exploration

The theory behind the magic potions is and termination. Each of the five levels has well over a

really very simple. Red potions make
weapons, green potions cast spells (such
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, grab a “real’ chum to control the
Friend with a second joystick.

Pausing Iha action at any time atlaws you
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 quantities of red, green and
blue pation collected so far, Select a spell
and you are shown how much of each
colour must be mixed to cast it — the
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
précious pollons to cast a particular spell.

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
refrashing wariation on the ‘collect the tokens’ themea.
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!

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 |1BM-
compatible version of Death Trap.




B:m Barker has had a bad day. Stranded in the heart of darkest Congo, he is hounded
on all sides by wild animals. natives, jungle gods and the malevolent Witch Doctor.
Perhaps things will improve when night falls?

This huge isometric 3D arcade adventure contains some of the most cute and colourful
graphics you will ever see. Instantly Playable with simple controls, the game will take you
months to complete.

Explore the five underground temples, battle through a vast expanse of jungle, buy exotic
items at the native shops, gamble your prizes away at the casino, embark on secret mis-
sions and that's not even mentioning the legendary Part I1...

Yoodoo Nighmmre It s a jungle out there!

B

“Yoodoo Nightmare is huge, imil.lkﬁp}nummpied
for ages. Well worth the money.” “Superb . . . check it
out!” Amiga Action. AA awarded
“Its enormous.” “Really addictive ... you'll find
yourself playing it weekend aﬂ;erumkmud until you've
finished." C & VG. C & VG Hit
“Exquisite graphics ... a plethora of thoughtful
touches.” “Yoodoo Nightmare is a cracker!” The One
'\pellhlnding graphics will entrance all gamers for
ages." CU Amiga. Screenstar
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= YOU WANT A SHARE OF THE
SREAT £% MILLION SOFTWARE
SIVEAWAY THEN YOU MUST READ

OME OF BRITAIN'S LEADING
SOFTWARE HOUSES HAS
PLEDGED TO GIVE AWAY
100,000 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. REMEMEBER,
THESE ARE FULL WORKING
YERSIONS AND NOT DEMOS OR
SAMPLERS LIKE THOSE FOUND ON
MAGAZINE COVERDISKS.

THIS IS THE REAL McCOYII

P T T S

f = . Jr
THIS PREMIUM GAME STILL

COSTS £20.00 IN THE SHOPS
AND CAN BE YOURS FREE!

FANTASTIC
FRIUT
MACHINE
FUN ON
YOUR AMIGA

WP i< iy T JTEE

RECIEVED A
903 ACE
RATING “A
GREAT
GAME"

UESTION.... WHY SHOULD ANYOME
ANT TO GIVE AWAY GAMES?

HOULDN'T THEY BE DECLARED
PMSANE AND LOCKED UP?

PPARENTLY NOT, A SPOKESMAN
FROM THE COMPANY SAID "ONCE
OU PLAY OUR GAMES WE ARE

ONFIDENT YOU WILL BUY
OTHERS FROM OUR GREAT
BELECTION OF AMIGA TITLES.”

SO WHAT ARE THESE GAMES
XE?
ELL WE FEEL THE REVIEWS AND
ARDS SPEAK FOR THEMSELVES.
PUT SIMPLY, THESE ARE GREAT
MES.

[ ADWERTISERAET ]

LEADING BRITISH
SOFTWARE HOUSE TO GIVE
AWAY 100,000 GAMES!!

CHOQSE FROM

OUTLANDS
SPDERTRONC
DIZZY DICE

OR TAKE ALL 3 FREE *

Q.. SO WHATS THE CATCH?
A.WELL THERE 15 NO CATCH.

ALL THE COMPANY ARE ASKING 15
THAT YOU PAY FOR THE COST OF
THE DISK.THE SHIPPING AND
HANDLING AMD THE GAME 15
YOURS FREE. THERE IS OF COURSE
OME RESTRICTION AMD THAT IS
THIS OFFER IS STRICTLY LIMITED
TO 3 GAMES PER THE ONE
READER.

SOUNDS LIKE A GOOD DEAL
GUYS!

AS FOR THIS DISK. HANDLING AND
SHIPPING CHARGE WELL THEY ASK
£2.00 PER GAME OR IF YOU
WANT ALL THREE GAMES ON
THREE DISKS THEM JUST £5.00.

“50 LET ME GET THIS STRAIGHT" |
SAID, “IF | SEND YOU GUYS FIVE
QUuID, YOU WILL SEND ME 3
GAMES WORTH UPTO £30.00
IN A SHOP”

THE GENTLEMAN SAID..... “YES™

NOW THATS A GREAT DEAL
THATS TOO GOOD TO MISS.

YOUR GUARANTEE

ORDER WITH CONFIDENCE NOW.
IF ¥OU ORDER AMND WE CANMNOT
SUPPLY BECAUSE WE HAVE GIVEN
AWAY THE 100,000 FREE GAMES
THEN WE WILL SEND YOU YOUR
MONEY BACK IN FULL.

SEND YOUR CHEQUES OR POSTAL
ORDERS PAYABLE TO “FREE GAME
OFFER" STATING THE FREE GAMES
YOU WANT NOW!I TO,

FREE GAME OFFER
DEPT. ONI
MAYFAIR HOUSE
HILLCREST
TADLEY, HANTS
RG27 &6JB

FREE GAME OFFER

r ALL GAMES ARE FREE, ¥OU MUST PAY FOR THE DISK, SHIPPING AND HANDUNG AS QUCTED I

IF YOU WANT A SHARE OF THE
GREAT £% MILLION SOFTWARE
GIVEAWAY THEN YOU MUST READ

ONE OF BRITAIN'S LEADING
SOFTWARE HOUSES HAS
PLEDGED TO GIVE AWAY
100,000 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 15 THE REAL McCOY!!

A 924 TURBO RACING SMASH
THIS GAME IS STILL SOLD AT £20
A COPY! GET IT FREE NOW!

COMRAT
Wi b MsSION

FAST
VIETNAM

ACTION ON
YOUR ST

THIS GAME
MADE A BIG
SPLASH. RAMP
JUMPING
FREESTYLE

e ACTION

QIUESTION.... WHY SHOULD ANYONE
WANT TO GIVE AWAY GAMES?

SHOULDN'T THEY BE DECLARED
INSANE AND LOCKED UF?

APPARENTLY NOT, A SPOKESMAN
FROM THE COMPANY SAID "ONCE
YOU PLAY OUR GAMES WE ARE
CONFIDENT YOU WILL BUY
OTHERS FROM QUR GREAT
SELECTION OF ST TITLES .*

Q.50 WHAT ARE THESE GAMES
LIKE?

WELL WE FEEL THE REVIEWS AND
AWARDS SPEAK FOR THEMSELVES
PUT SIMPLY. THESE ARE GREAT
GAMES.

LEADING BRITISH
SOFTWARE HOUSE TO GIVE
AWAY 100,000 GAMES!!

CHOOSE FROM-

TURBO
MASTER

CHAMPIONSHIP
WATERSKI
CHALLENGE

INT COMBAT
MISSION

OR TAKE ALL 3 FREE *

.. SO WHATS THE CATCH?
A.WELL THERE IS NO CATCH.

ALL THE COMPANY ARE ASKING I5
THAT YOU PAY FOR THE COST OF
THE DISK. THE SHIPPING AND
HANDLING AND THE GAME 15
YOURS FREE. THERE 15 OF COURSE
OMNE RESTRICTION AND THAT 15
THIS OFFER 1S STRICTLY LIMITED
TO 3 GAMES FER THE ONE

SOUNDS LIKE A GOOD DEAL
GUYs!

AS FOR THIS DISK, HANDLING AND
SHIPPING CHARGE WELL THEY ASK
£2.00 PER GAME OR IF YOU
WANT ALL THREE GAMES ON
THREE DISKS THEN JUST £5.00.

SO LET ME GET THIS STRAIGHT" |
SAID, “IF | SEND YOU GUYS FIVE
QUID, YOU WILL SEND ME 3
GAMES WORTH UPTO £30.00
IN A SHOP”

THE GENTLEMAN SAID.... "YES”

NOW THATS A GREAT DEAL
THATS TOO GOOD TO MISS.

YOUR GUARANTEE

ORDER WITH CONFIDENCE NOW
IF YOU ORDER AMD WE CANNOT
SUPPLY BECALSE WE HAVE GIVEN
AWNAY THE 100,000 FREE GAMES
THEM WE WILL 3END YOU YOUR
MOMEY BACK IN FULL.

SEND YOUR CHEQUES OR POSTAL
ORDERS PAYABLE TO "FREE GAME

OFFER" STATING THE FREE GAMES
YOU WANT NOWI! TO,

FREE GAME OFFER
DEPT. ON1
MAYFAIR HOUSE
HILLCREST
TADLEY, HANTS
RG27 6JB

I ALL GAMES ARE FREE. YOU MUST RAY FOR THE DISK, SHIPPING AND HANDUNG AS QIUCTED. I
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AT THE END of the day, this is what it's
all about. Different points are awarded for
goals depending on how far away you
were when you released the Plasmorb. A
tap-in on the goal line gets one point, a
medium-ra shot gels two, and an
over-the-h spacial (where you can't
see the goal) is awarded three points. A
handy tip: two points can be converted
Iinto three by reversing over the horizon
just before you shoot. The winner is the
first player to reach 10 points, or the one
who has most points at the end of the
time limit.

THE ROTOFOIL, able to accommodate
both humans and droids, is 20m high,
s 3000kg, and can mova In any
direction within the pitch boundaries. It
has two axis thrusters which enable it 1o
cruise up the pitch at a velocity of 10
squares (50m) per second. When not in
possession, the Rotofoil automatically
taces In the direction of the Plasmorb.
When you have possession, it 'snaps’ to
face in the direction of your opponent's

WHENEVER A Plasmorb is released (at
the start of a match or after a goal)
players begin the action from their own
goal line. The orb then appears in the
centre and it's a mad scramble as both
contestanis try to gain possession. The
of a maich (between one and nine
minutes) and the level of opponent are
both determined before the action staris.

THIS IS THE Masterblazer Playfield. The
individual squares (alternating green and
white) measure five metres, and the whole
pltch is walled by an invisible
Inertia-reversing Electro-Boundary. The
Goalbeams at sither end of the pitch
move constantly from side to side, and
consist of columns of visible energy. The
hlm-mnrdgy Plasmorb I2 about half a
metre in diamater, weighs 1000kg and
floats two metres above the surface of the
pitch: it bounces off the boundaries
unless it's between the Goalbeams.

Gordon Houghton gets his Rotofoils
round a new version of an old classic.

IT IS MANY CENTURIES since the Graat Madness ravaged
worlds with interstellar space battles, Then came a time of
peace, when the only battles were fought on the Ballblazer
pitch: Ballblazerwas asportderived from military exercises
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 attampt to score as many goals as possible against
each other within a predetermined time limit. The Playfield
is set on a small artificial asteroid land so isslightly curved),
the players fight for possession of a Plasmorb (the ball)
using Rotofoils (a kind of fast hovercraft), and an
opponent's goal gets narrower the more goals he
concedes.

Contestants can participate either in solo matches
against other human beings, or against nine levels of droid.
There's also a knockout competition in which up to eight
human players fight it out for a trophy, and a two-player 3D

race.

POSSESSION is gained by drawing the
Plasmorb within range of the Rotofoil's
‘Pulifield” (a kind of force field), and
relingquished by prﬂlmﬂ'l firebutton
{which causes the Rotofoil to recoil). The
only other way a player be

involves chasing the opponent, bumping

Puiifieid lots of times.

can
dispossessed is by tackling: this basically
into it or the Plasmorb, and expanding the

THE 3D RACE is a bonus to the main event. Two players battle
through a series of obstacles within the boundaries of the

Playfield.

‘the essential action is as fast and furio tever
As with the original, it plays a lot better with two human |
players, since people are le

and furious as it ever was.
tactics to suit the situation.

n. That's not to say that the
computer opponents areawaste of time-itwillbemany
additions are only structural - you can compete ina cup |
competition, watch the demonstration, check out the
Rotofoil “or try the 3D race sequence.

These extrasdon’t really add much tothe sportitself, 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.

ST

The news is good: apart from toned-down

musical accompaniment, there should beno
differences in gameplay. - i

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.

PR - -
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EPIC - A LEGEND BEYOND TIME
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A WEB OF INTRICATE POSSIBILITIES - BUT FAIR PLAY
ISN’T ONE OF THEM

“The West Marches is a cormupt land ruled by The loodiest battles yield the greatest spoils,

immoral [zaders. You are one of four Knighes Strategically extend your domain, reduce your

with a lust for pewrer. And in the pursuit a__r’ rivals’ resounces, and tighten Wur:rmrw&ﬁﬂfd

pomer: Hhe end justifies the means. on the peasants of the land,

Betrayal involves a long, Aard, ruthless struggle,
starting with the economic management of your

towns and cultivation of your lands, culminating in

the honing of your military strategy and execution of

The toums provide your power base. Manage Develop a mastery of political subterfuge, . ;: " )’H
£ | i
them successfully, and Rarvest the wealth political subterfuge. gaining places for your Courtiers at the palaces M "8 8
| 4
needed to fuy, bribe and fight for ultimate BETRMJ of the King and Bishop, ready for the coup B
!Jﬂ‘ﬂ.'ﬂn".

A I']ELL OF A GOD GAB’IE wiiich will make you the master of Betrayal,

A new barrel of fine Welsh ale had just been broached. The royal palace's smoky dining hall resounded to cheery voices. To one side of the

top table a harpist and a minstrel were struggling to be heard 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 Knight.

They came in at a run, baying like wolves. Four wild-eyed barbarians ready to cut, gouge, pulverise and Kill anything that moved.”

X
That news was indeed music to my ears. My forces' attack on his weal thiest town had met with success. T immMy weakened, militarily
broken, and politically bankrupt, he could no longer fiold influence at Court.

So long as no evidence of my wrong doing remained. 5o fong as the Gods blessed the crops of my harvest. So long as the rumours of the ¥

capture of my brother were true. The throne was mine. 3 5&7

I've cheated, lied, spied and slaughtered. The fruits of Betrayal are mine. o
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ROBOCOP 2
Special FX And
Ocean

N AMIGA
PRICE £24.99
ouT Now
GRAPHICS  85%
SOUND B9%
PLAYABILITY 88%
weo VALUE B4%

_ |OVERALL

=86%

ATARI ST

PRICE £24.99

out Early
December

| 1Bm PC AND
| COMPATIBLES
TBA

i
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ROBOCOP'S PRIME
DIRECTIVES

1) Serve The Public Trust
2} Protect The Innocent
3) Uphold The Law

NOT FORGETTING A
FEW AMENDMENTS...

233) Restrain hostile i-&alngs
279) Take Particular Care To Avoid

- Offending Anyone At Any Time For Any
Reason Whaltsoever ot B BN
246) Don't Rush Trafhc Lights -
252) If Somebody Shoots At You, Find Out
WhyMﬁE:pl-athnmeMhrAtﬁh:dals

Unproductive : ;

276) When Any Directive Contradicts
Another, Obey Both

287) Be Accessible To OCP Employess At
All Times

ROBOFACTS

ROBOCOP 2: The Movie is 118 minutes and
10,481 feet of film long

OME SCEME that was, unfortunately, cul
™ irom RoboCop 2 was an advert for a female
" robot called Ready Beity - The Future Of
a Sale Sex.

LOMOK OUT for a brief non-speaking guest
appearance lale on in RoboCop 2 from none
ather than Chris Quentin, formerly Brian
Tilsley of Coronation Street farme. Chris
plays a press reporter who avidly (and very
convincingly) scribbles in his jotter as the Old
Man of OCP spouts on about saving Detroit
from the perils of Nuke. Chris' ex-girliriend
Leeza Gibbons also stars as TV newscaster
Jass Perking, Who says us Brits aren’t
making a big impact in Hollywood?

ROBOCOP 2 was shot in Houston, Texas -
because it looks a bit like Detroit presurmably
- with the use of several unusual locations.
The abandoned Jetferson Davis Hospital was
remodelled as Cain's illicit Nuke laboratory.
Well there you go .

o
THE ORIGIMAL RoboCop was 50 violant that ;
only quick last-minute editing of certain
scenes saved the film from the dreaded "X’
rating. The scene where OCP Executive -
Kenny is blown away during the . W
demonstration of ED-209 had to be heavily W
cut. Originally the defective droid pumped =M
bullets into the unfortunate executive for a full C :# -
TWO MINUTES. At the pre-launch showing, %
everybody thought it was hilarious - except wnd
the cansors.

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'smoslvicinuscrimeIurds,thesitua‘li{:nintheDelrnimI
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 ofthe city.
Unitil now.

RobaCop 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 Robo’s nottaking any bull from
thespaced-out hoodlumswho standinhisway. Butthenthe
greatest danger may come from within...

Brmenis
SoEgRSRRETT

THE FIRST LEVEL takes place at the River
Rouge, Detroit's 1op sleazy nightspot and
home to Cain's hidden Muke processing

plant. Having located the place, Robo
doesn't waste any time breaking in and
cleaning up the trash. Unfortunately,
Cain's slipped away out the back door,
but at least Robo can put a dent in his
business by collecting all the Nuke he can
find (a minimum of 10 canisters) and then
smashing up the computer centre
controlling the whole operation,
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WHEREVER YOU GO it's a good bet that
an army of Cain's cronies aren't far away
- and determined to put Robo on the OCP
scrap heap. Due to the supremely hard
nature of RoboCop's Titanium and Keviar
armour, the majority of the bad guys (who
ghoot at him with pistols and rifles) don't
cause much of a problem. But the artillery
support, in the form of men with mortars
and rocket launchers, can seriously sap
Robo's energy and so must always be
taken out first.

-

RoboC
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THE LAST of the three action levels takes
you to Detroit's Clvic Centrum, where
QCP is showing off its plans for Delta

Clty, as well as the new RoboCop 2. What

only a few people (including Robo) know
is that the near-indestructible fighting

machine is actually Cain resurrected, just
waiting to go berserk in his search for
Muke! But before Robo can confront Cain,
he must make his way through the Civic
Centrum’s automated defences.
Laser-packing HoverBots, wall-mounted
rocket launchers and even the dreaded
ED-208"s all stand in Murphy's way. A few

well-timed shots soon put the defences to
‘sleap’. Once at the top of bullding,
Robo's ultimate adversary awaits...

= ————

BETWEEN ROUNDS of blowing away Nuke-sniffing punks,
RoboCop attempts to piece together memories of his former
life as Alex Murphy. Pealing away Robo's armour to reveal his
electronic innards, this puzzle section has you attempting to
|oin up all the lights on the circult board by tracing a line
through them all. You can't backtrack or cross over your line,
and microchips strateglcally set into the circuitry block
your progress. Each time a puzzie is completed, the
fuzzy TV screen becomes clearer, revealing part of a
memaory-jogging digitised picture undermeath.
Compiete all four puzzies and an extra life I8 yours.

WITH HIS MEMORY In order, Robo
procesds to the firing range to
calibrate his gun. Targets slide on and

off the screen, a /a the original

RoboCop, but this time they are

cardboard people anyway. The toughest
aspact is catehing the good from the bad in
the few seconds you have to aim and fire -
shooting a baby in its pram doesn’t halp. And,
with only 25 rounds of ammunition, every shot
counts. The more accurate Robo's shooting is in this
round, the more effective his gun is later.

and you can see why. Cain's personal
armoury comprises a lethal six-barral
mini-gun and a retractable arm that
delivers a nasty uppercut. The Monster is
80 tough that for a while all Rabo can do
is avoid his attacks and try to draw his
successor down to street level where he
can be destroyed. Only then will the city
be purged of Nuke and the end credits
bagin.

BACK TO THE ACTION... Robo’s mission here Is to arrest the
sinister powder-peddier Cain. To make things tougher, the
layout of this level is a lot more convoluted and dangerous,
with some particularly nasty moments. These acid vats, for
Instance, can only be nagoliated by jumping onto the overhead
cargo hooks and letting them carry you across. Mistime your
jump and you become RoboHistory.

MOST OF THE LEVELS are bigger than they first seem. They
ara actually layered, so when one area is clear (or as clear as
it's going to get), you punch through a weak spot in the wall (or
a door, or whatever) to reveal the next section. Don't panic, It's
easler than it sounds.
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YOURSELF ON
ROBOCOP!

With These Tasty Ocean
Prizes!

YES INDEED! Now you oo can serve
the public trust, protect the innocent
and uphold thelaw — albeitonaslightly
smaller scale. The lucky winner of this
competitionis going towalk off with not
one, not two but THREE limited-edition
RoboCop model kits from Forbidden
Planet. The three kits in the series are
RoboCop himself, his arch-enemy
ED-209 and a scale replica of Robo's
gun! And these kits don't come cheap -
ohno. Togetherthese models areworth
well over a hundred pounds! And
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 to
(ROBOJCOP THAT!, The One, Priory
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 next 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?7
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

COLLECTING HOSTAGES is a good way
to earn axtra lives. They are easily

DIGITISED
PICTURES from
the movie appear
between levels to
help carry the story
along md#-um-
a suitable film-like
atmosphere.

BOXES SET INTO
walls and cartons
left lying around
should be blasted
to reveal Muke
canisters and
useful power-ups
for Robo's gun.
Scatter Bullats fly
in all directions,
Three-Way fire off
in a T-formation,
and Rapid Fire
provides
continuous fire.
But beware - all
special ammunition
is limited, and once
expended it's back

recognisable, waving their arms around
and shouting ‘Help!'. Rescuing 10 chumps
results in an exira

Robolife. Shooting a hostage carries an
energy penalty.

ON EVERY LEVEL there are some particularly nasty obstacles
to negotiate. These Electron Beams on Level Three crush your
Coke can (Robo's energy indicator) faster than you can say
'‘Peace OHficer’, while mechanical crunching machines kill Robo
with a single stroke!

GETTING FROM one part of a level to another often means
playing this hoverboard section. Robo must hover his way
upwards, knocking out the turrel-mounted baddies as he goes.
In this section, the power-giving pickups are actually bad news,
as they are the only things capable of knocking Robo off his
hover platiorm.

to regular
RoboRounds.

pﬁ;&ﬁ“ﬁ_ ISN'T LIFE A wild and crazy thing, eh? While
"~ .\ RoboCop 2: The Movie is nowhere good as
e A
= " its predecessor, RoboCop 2; The Game is a
00 massiveimprovement over its predecessor!
This isn't anything to do with the film being any more
suited to conversion {both movies have equal quantities
ofviolent action) but Special FX's classy execution ofthe
same predictable design. Like the original, there's
nothing startlingly new about the gameplay, but the
platform-based action that forms the main bulk of
RoboCop 2 is a considerable improvement over that of
ite forerunner. For a start there's plenty of OTT
bloodshed, with a never-ending army of scum to blow
away, and the layout of the three main levels is
impressively sprawling and maze-like. There's a lot
moreemphasis onthe platformideathis time, with Robo
often having to execute Miner Willy style jumps across
chasms and conveyor belts in order to progress. Thetwo
inter-level bonus sections earn their keep admirably.
Both are entertaining diversions from the ‘norm’, with
the added bonus of playing a partin 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 with some astounding sound
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 movie's more notable sequences have been
ignored, such as Robo's bike chase with Cain), but
remains top-notch entertainment nonetheless. Well
waorth a flutter, and destined to sell by the truckload.

L

™ SPECIAL FX is having this one produced out
3 ofhouse, and so there are definitely going to
. be some noticeable differences on the
MENES graphic and sound fronts. Gameplay
however, should remain almost unaltered.

THERE ARE no plans as yet fora PCversion of
RoboCop 2. However, Ocean hasn't ruled
out the idea completaly, so we may well see
somathing later next year.
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SPECIAL RESERVE CLUB BENEFITS INCLUDE:

+ MAG (Energy magazine) News, Reviews and
Graphics. Screen shots, pack shots, charts, latest
Giga-Savers. 40 colour reviews in every issue. Night
City Cybertoon and the kill-or-die adventures of the
Cyberpunk NRG street gang - It's Cyber-fantastic!
NRG - bi-monthly to all Special Reserve members.

+ Release Schedules, sent bi-monthly with updated
catalogue information. s e

. Sales hotllne, to Bpm weekdays, 5-30pm

Saturdays and 5pm Sundays, 0279 600204 AMIGA and ATARI ST Shockware

. | «+ Fast despatch of stock items individually || war AMGA ST 16 BT
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| receive e:ch order. . i for NAG e '.'.ﬁr'{n'ifjr.ar'p FocTEaLL
S + Catalogue, Membership Card & Folder '

' | - Refundsor change of order on request if delayed. RIEINC s
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Sega Megadn ve

. Free Shockware holsier worth £7,99, N Official UK Version. Free extra Joypad and membership.

Gamebay + Tedris, m:u player lead,
slerea headphones and batteries plus 69 99
FREE Special Reserve membership or Shockware holster |
Gameboy Software elc. yons soon

15.5% SUPER MARIO LAMD
1599 TERMIS

1588 SHOCKWARE GAMEBOY
1598 HOLSTER WITH BELT

Atari Lynx

Official UK Version. In stock at time of publication.

Lfﬂx colour handheld system + maing 159 99

powerpack & California Games
Lynx Software

GALINTLET 3
KLAS

MS PACMAN
PAPERBCY
RAMPAGE

LI E ALY

AR STRIKER

2745
21.58
21.58
21,5
21,08

Sega Master System

Official UK Version. Free Special Reserve membership,

SEGA MASTER 5YSTEM, TWO JOYPADS, HANG ON ..........
| SEGA MASTER PLUS SYSTEM WITH LIGHT
Msr_naun HANG ON & MARKSMAN GAMES ........
E SPECIAL RESERVE MEMBERSHIP WHEM ¥OU B
THE ABOVE SYSTEMS (EXISTING MEMBERS DEDUCT £6.00)
:ucuarSGErnﬂmnudsrfnsrsrfﬂmvsﬂcx...T.?.EE

.M"Egﬂdﬂ.l"'.ﬂ' + Miradﬂsaa! * Jnypan'
+ extra TURBO Joypad FREE 189 99
+ FREE Special Reserve membership

Megadrive Software
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LAET BATTLE

NYATIC DEFENGER WORLS
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Sega Master Software

ACTION FIGHTER
AFTERBURNER

1158  INDASNA JOKES
WEBIOPTILY
M4
OFERATION WOLF
JUTRLM

5 PAPEABOY

Ak FUALL PARLOUR GAMES
AMERICAN FRO F 'H"TFHI L PRI WRESTLNG
AZTEC ADVENTLIR 1.8 ATYPE

BOMBER & ID AAMBO 3
CALIFCIRMLE SiAMI -1 FASTAR

CASING GAMES RESCUE MESSICN
CHASE MO ROCKY

CYRLAG HUNTER SECRET COMMAKD
DOAIBLE DRAG0N SHINOEI
DYNAMITE [ SUPER MONAO GFRIx
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F1& FRSHTER TEDDY BOY
TENNIS ACE
TRANSBOT
LILTiA o
WONDERBEDY
WONDERBDY 3
WORL D SOCCER

¥
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SEGA MASTER CONTROL STICK

SEGA MASTER HANDLE CONTROLLER [YOKE)
SEGA MASTER LIGHT PHASER GUN
SEGA MASTER LIGHT PHASER GUN WITH THAP

! SHOOTING, MARKSMAN SHOOTING AMD SAFARI HUNT

SEGA MASTER RAFID FIRE UMIT
SEGA MASTER 5G COMMANDER CONTROL PAD

UK Postage included, EEC add 10%., World add 25%;.

shot 123 15 pin analogue for IBM PC ..
Sckjoy M5 15 pin joystick for [EM PC
oy Superboard (ST, AMIGA ETC)..
kjoy Jef Fighier (ST, AMIGA ETC) .
kjoy Supercharger (ST, AMIGA .E'FE‘,I'

pelition Pro Extra aulolive (ST, AMIGA ETC)
C400A1 IBM Sevial Mouse plus software

& Mouse and Mat For Amiga or 5T
x Megablaster (ST, AMIGA ETC)

Amiga/ST Joysticks etc. not shown
COMPETITION PRO 5000 BLACK

COMPETITION PR 5500 MEAM GREEN
COMPETITION PRO 5500 REQAWHITE

COMPETITION PR S000 WHITE... ..

COMPETITION PR EXTRA COMBAT

COMPETITION PRO EXTRA GLE GREEN
COMPETITION PRO EXTRA GLO RED

ELURCMAK PROFESSIONAL COMPETITION 9000
KIOM X NANIGATOR JOVSTICK ALTOFIRE

KOhK SPEEDKING JOYSTICK AUTOFIRE

SUISKICY INFRA-RED JOYSTICH

MOUSE MAT (QUALITY SOFT MAT]

FOPLULOUS FALCOM LEAD (MULL MODEM CABLE
FOUR PLAYER AMIGA/ATARI ST JOYSTICK ADABTOR
(FOR KICK OFF 2, LEATHERMECKS, GAUNTLET  AMD
TV SPOATS BASKETHALL FITS PRINTER PORT

IBM PC Joysticks efc. not shown.

CHAMP IS 506 [BM XT/AT ANALDG AUTO JOYSTICK

COMPETITION PRAD PC STYLE jiBsd

DY NAMICE IBM GAMES CARD WITH TWil

JOYSTICK PORT INTERFACE |9 PN

EURCKMAY IBM ANALDGUE 3001 JOYSTICK

KON AMSTRADIBM PC GAMES CARD WiTH
TWIN PORT INTERFACE

HONIE SPEEDKING IBM JOYSTICK

i |5| ':I'-
QUICKSHOT G5-120 DELUXE I8M GAMES CARD

15.95
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OR JOIN EUROPES BIGGEST ADVENTURE LB

OFFICIAL SECRETS

FOR ADVENTURES AND ROLE PLAYING AND MORE

All the benefits of Special Reserve plus:

+ Confidential

Our 32 page bi-monthly magazine is
assantial reading for those interastad
in adventures of rale-playing games.
Winttan by experts. Confenhal has
covered avarything from How to Host
a Murder to Which F18 Flight
Simulater? Our agents, led by the
Master Spy known as “The Boss
Upstairs”, seek oul the secrets of
RPG's, FRP's, MUG's, PBM's, Leisure

e
»

Suit Larry, The Russiang, Elvira,..

il and maore

+ Sim Cly or Corporation . I

Choose one free for Atarl ST,

| Amiga or I[BM. Please phone if you
hawe a difterent machine

Of Corporation, ACE said: 1§
*Probably the most influential B/
game of this genre making this |

an asaential addition to your

collection. Zero said: If you liked Dungeon
Masber you'll lurve this,

Of Sim City, ACE said: "Sim City is a
politcian’s - of & gamesplayer's - dream...
comparisens spring immediately 1o mind
with Populous... but Sim City seams 1o
have much more depth...”. C&WVG said:
“sim Cily is utterly fab®

* Help-Line - to help you solve most games.
Mannid weakdays until 8pm and on Sundays (not an 0898 number)
« Myth - axciusive to Oficial Secreis members.
Written by Magnatic Scroils,

¥ authors of Wanderland, Myth is a

: Mame & Address

: Post Code

E Computer
i Payable to

mini adveniure sat in Anciant

Greace. In it you'll maat Tha

Farryman, cheat Death and face

tha nine-headed Hydra. Myth

includes the famaous Magnetic

Scrolls parser and graphics and s

neluded in the price of

mambership.

Amiga Format said: "An sxcellent adventura witty, cunning and
Just plain good fun! If you liked Fish! you'll probably like this
because thiy'ik wery similar in sfyfe: you may even prafer Myh, its
that goad!”

Myth Ratings: CU 0%, Amiga Format 87%, TGM 85%, Crash 51%

Officlal Secrets Annual UK Membership
mﬁmwﬂmmmmm 29'99

THERE |5 & SURCHARGE OF S0P PER GAME FOR TELEPHOMNED I:]I'.h::lF A3
PLEASE PRINT IN BLOCK CAPITALS)

Tel.

ks
Special Reserve or Official Secrets

P.O. Box 847, Harlow, CMEI 9PH

Existing members please anter

your Membership No R —
Special Reserve £6 UK, EB EEG £10 Wnrld ar
Officlal Secrets £25.99 LIK, £34.99 EEC, £39.99 wl::urlﬂ

i With Sim City NEE
[:I and Myth [:I o

Carporation
and Myth

: PLEASE ENTER MEMBERSHIP FEE |E

ltarm

b em

i ltem

ltarm

o]

"5.25""3.57 |
*TAPE |

Warls b
Far non-software e

S
4 10fe EEC

|||-..-

S8A5S anders mist be pakd by o

BB RMEE RN

Credit card expiry date
‘CHEQUEPOSTAL ORDER ncc&.s vns.«

145

THE
ONE

DEC
1980

==,




"IT'"LL MAKE

YOUR HEAD SPIN"

Spindizzy is back! Hanging in space is a
cluster of worlds and for each world a
different cquest awaits. GERALD (a
Geographical Environment Reconnaissance P
and Land-Mapping Device) is all set to ‘
explore the solar system, collecting energy

“Will provide you with hours
of absorbing entertainment” — ST Format

crystals scattered around the scrolling 3D “It's great. You'd be more than
environment. You'd better have your Spindizzy a bit dizzy to miss it!” — The One
skills honed to perfection to escape before the

crushing time-limit spells an end to your game- ';_;r:

conquering aspirations!

= 19 Paul Shirley, Publistwed by Electng Decams sollware Lid

panutactured in the Uk Fabrigue en Grande Broelagn




. i &

PREREE.T T R e o P

S i s

DECEMEBER 19390

THE ONE

The programmers of Beast and Beast 2
have made the leap into space. Gordon
Houghtondiscovered thatitwasworth
the effort.

TIME IS RUNNING OUT for the Octarian planetary system.
Forcenturies they have refused to trade with the militaristic
Homikahns, sothe Homikahns have finally flipped theirlids
and decided to blow the Octarians 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 ba long before Octaria becomes space dust..

Into this conflict cruises the enhanceable Starship
Elapidae and her crew, scouring the Galaxy in search of free
meals, trading opportunities and large wads of dosh.
ntelligance 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, fual
& likely to be the major problem - it's only available in

exchange for fulfilling missions. On the other hand money
Diogem Disks) and Chrallum Crystals (for trading) are
plentiful

|50 A D A TR

BEFORE THE interaction begins the
Elapidae is an route to Aquoss, the watery
central planet in the Octarian system.
Unfortunately, the ship's Rotational
Scrolling interplanetary hyperspace
travels are constantly imterrupted by such
irfitations as pirates, cargo convoys,
space stations and asteroids. Pirates rely
on numbers rather than strength, and
yield items such as disks and snergy
cells, whereas Cargo and trader convoys
are guarded by increasingly tough
security forces, but the bounty is well
worth the effort. Space stations are rare

but hold surprises. And asteroids... WHOLE FIELDS of asteroids bursting with

Chrollum are regularly encountered - but
if you want to collect the crystals, you
nead to buy mining lasers at the nearast
trading point. As in that arcade classic
Astargids, shooting large rocks results in
lots of smaller rocks. Collision with
anything in deep space results in a loss of
energy.

main body.
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AWESOME
Reflections
And Psygnosis

AMIGA -

PRICE £34.99
ouT MNow
GRAPHICS 80%
SOUND 89%
PLAYABILITY 87%
VALUE 719%

OVERALL

85%

ATARI ST
PRICE
out

£34 99
Early 1991

IBEM PC AND
COMPATIBLES
N/A

LEVIATHANS LIKE THESE don't lurk
above every planet, but they can be
dangerous opponents when they do
appear. This duel is tackled in 30 by your
landing-craft, after disengaging from the

A FEW TASTY shots to the head or body
send the monster stralght back to serpent
city without a suitcase, and leave you free
to land on the world itself.
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AWESDME tired of doing trees and people running
around with swords and I've always

THREESOME liked science fiction films like Blade

Runner — we just felt like a change.”
AWESOME is Reflection’s fourth baby Among Awesome's mostimpressive

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

after Ballistix, Beast and Beast 2. And, at  technical achievements is the 3D snake
around 3.5Mb of data it's definitely the in the Space Harrier style section. of the project as a whole. "It was the
team’s biggest project yet. Not surpris-  Martin explains how they did it: "It'sso  parallax section in the bit where you're
ing then than it's taken two of the smooth because we programmed it skimming around the surface of the
MNewcastle-based threesome, Martin differently from the way it was done, planet thatwas really time consuming.
Edmondson and Cormac Batstone say, in Space Harrier. Most people just Everything else worked more or less
{Paul Howarth is the third partner] have five or so frames of different sizes first time but that took a lot of messing
about one and a half years to write. But  which they move acrossthe screenand  about to get right. " The rotating space
what prompted them to produce a that's what makes it jerky. Every time section ran a close second: “there was
space-based venture in the first place? we moved the snake's position X or ¥ “just such a lot of maths involved.”
Martin Edmondson: *| was sick and we alsoincreased its size.” Awesome's

OMCE INSIDE you
can sell any cargo,
and exchange
crystals and disks
for weapons. This
is where Awesome
starts getting tasty:
among the
hardware on offer
are mining lasers,
spherical bombs, a
pulse laser, a flame
thrower, mortar
bolts, a wide-beam
plasma cannon
and a radial
disruptor.

FLYING ABOVE the planet's surface allows you to gain axtra
oxygen by destroying alien craft. This is important, since when
you do land you have o complete the journey to the trading
and Mavcom facilities on foot. The indigenous animal life
doesn't take kindly to traders, and any contact with enemy life
or weapons depletes oxygen levels. Annihilate the guardian at
the entrance to the complex, and you can (at last) get down to
some serious exchanging of goods.

AWESOME is 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.
There are eight-way scrolling shoot 'em up sequences, a
Space Harrier blaster, an overhead exploration romp,
trading and navigation sections, and mini-missions
within the overall objective. At the beginning it's tough
{you only have one life), and that meansthere's plenty of
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 ultimately to its advantage: it draws you into
awhole series of diverse action and leaves you wanting
more - 50 you can't help having just another go. The
trading and Mavcom systems are particularly well
designed and give purpose to the blasting sections -
especially when you get hold of a couple of juicy
weapons, Graphics and sound are well up to Reflections’
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. If you have the
patience for a long and sometimes frustrating haul, you
will be well rewarded.
AWESOME, like all of Reflections’ works,
was developed primarily for the Amiga.
However, if Beastisanything to go by, the 3T
Awesome (due next year) should be almost
identical in content.
NARY AN awesome peep Nor an awesome
pixel will find its way into caring DOS homes
just yet.

STI05SN

P R IR o S e D

ol

W N G
' i

4
3“ ¥ |
¥ vire Lt
Y L

THE ULTIMATE OBJECTIVE is to escape from Octaria before it is destroyed, and the price of fuel makes
planet hopping the only feasible way out of the system. Depending on the relative costs of fuel and hoted
bills, you can either fly straight o the next planet or wait until the planetary alignment is more favourable.
Available missions can determine your route for you.
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DALY DOUBLE HORSE RACING JPC 57 L OMNLY] £4.88

0462 686977
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European, Cup Winners and UE

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
1o read. PRINTER facilities also exisi

Complete Instructions, for the beginner, are provided in a 16 page booklet.

The Most AUTHENTIC MULTI-MANAGER Football Game Has Finally
Arrived. After 2 Years Research & Development The Ultimate Game Is
Ready And Waiting To Test Your Skills, FEATURES INCLUDE:-

Multi-Manager Game for 1 1o 4 Players.

Full UK and European Cup |tina? including FA, League, Zenith Data, Leyland Daf,
A Cups. All Cup maiches are played to the precise
rules. eq. 2 Leg Ties, Extra Time, Away Goal Rule, Seedad 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 52 clubs (CURRENT £9/30 SEASON).

Historic Records are maintained for 6 seasons with the ability to call up all previous
results against your next opponent,

A Lively Transfer Market to Buy and Sell Players with an end of season deadline.
Player Loans, Free Transfers with Approach & Offers on players or trainees.

...and would you believe il doesn't stop there! We have included many other fine
delails which are just impossible 1o list in this space. They include all the regular
fealures you would expect like loading & saving your game, playerinjuries plus much,
much more. The most genuine implementation of a Football Managers hectic
season awaits you for only £19.85.

149

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.

If the product you're looking for is not here give us a call, 1000's
maore titles in stock. Orders under 10.00, please add 50p per item
P&P. Products in stock sent same day.

FRODLCT

FORMAT COST
;';:"!::ah SOFTWARE,
ENTERPRISE HOUSE, BLACKHORSE
— ROAD, LETCHWORTH, HEATS 508 1HL
Tl (862} EREETT
Fau: 0D4BT| BFIZFT
RAKAF
rovAaL ADDRESS
PO/Cheques payable to: PROTON SOFTWARE.
New releases sent on day of release. TEL: Q)

: o - = )
_ - P
Available for the Amiga & All Atari ST's. PC Version Eumini Soon.

Send £19.95, Guaranteed Cheque / Postal Order / Credit Card Details to:

-
ﬂ ‘r 32 Southchurch Road, | AVAILABLE
;\ . |—r Sﬂuthend_[}n_seal FOR IMMEDIATE
> Adb  Eggex SS12ND. DISPATCH
OATINNAIRY S Orders outside the UK please add £1.00 exira.
TELEPHONE ORDERS
oo

FAX (0702) 613747

— (0?02] 60055? Out of hours Answer Phone

THE
OME

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 LE99 DAA.
Alternatively, Credit Card Owners can use the Subscriptions Hotline on (0858) 410888.
Subscription Enquiries are answered on (0858) 410510.

S A

FULFILMENT: ALAN WELLS INTERNATIONAL, MEMBERLINE HOUSE, FARNDON ROAD, MARKET HARBOROUGH, LEICESTER LET6 9NR.
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FREE QUALITY

BARTE ey U 54
R E MEGA Mia B i

(DEPT ONE 8), 46 ASHDEN WALK, TONBRIDGE, KENT TN10 3RL

ACCESS/VISA

MEGA MIX WGUI.D LIKE TO WISH AH. OUR CUSTOMERS A VERY MERRY CHRISTMAS

Mo "2 | Mbwgm i ue ' i MEGA MIX XMAS BUNDLES
mp [T su T
:H;-:“ e ::: :i: Fataie Bashemall 1645 Sperdury 156 M o, R Ly RS
J I Eucattusiers 7 10 1:'9-_. Strides 135 ] BLUMNDLE 1 BUMNDLE 2 BUNDLE 3
B howe " AR | s B e aps, ovNAMITE | [l BaaL DRAGON | [ POWERDRIFT,
iy K 1% Haued of Shadaes T T ] STUM Ruraer WS WA DU, STAR SPIRIT, GALAXY HAMMERFIST,
.:li'\.'-il:sl:lufd L mextatan 16 1 Fupar Lasgan Socca: 1585 FEES WARS TRILOGY FORCE LAST NIMJA Il
! okl wankug ] WAL Super Wasder Bay e He
Aot Geddon LT Juwes Fond A TEES Sugremacy WEE MBS
Hadlandy 129 F1] King Arfbir e W Tasm Fariss A4S A =
g::u:-;tulr_-"“ : :i!:; :;: Law p;nu 1548 WAE TeEnb nl.\_.urr_ Turbis T BUNDLE & BUNDLE 5 BUNDLE & 1
Litas Edpiin Ture 1555 15 55 The Laght Camin: 15 M FULL METAL SPY W SPY, HARD DRIVIN',
[ d ¥ -
e g . R - . LS N b B> PLANET, KICK STARGLIDER 2, LASER SOUAD,
Baligva %] 105 M 1] 5 55 The Spy Wio Laved W WE A OFF, PURPLE GEMIMI WING SAFARI GLINS
Bads Warnat Lt ] 1685 Mew Tealard Siary 18 WS The Utrrate Axie WAE  IHAE SATURN DAY
Cadawes (ET Y Magaisresd  The Ackon NE e Thuird ik AR IR
Capam 189 1556 Gane Tariteme Plbnam 1 LT T
E:‘.‘."."?z.‘.*.:': ach E: 1':: Migvibresd: The Isacss 1585 1556 44-- M-I-rmu 1556 :fue ANY ONE OF THE AE(‘:'.'F BUNDLES ARF AVAILABLE FOR
Senim E e s 0 I;:r:::ﬂ.;n:b':ium - |‘;E IFHOWEVER YOU $ 1} "1' WOULDPREFER
idsen Hirm ] % Tatal Recail BE N TOSELECTANY ul'“ ( gy JITEMS FROM
Closd Kimgdonsd Girees 179 1188 Eagahh 1 Tatbsa [ 11iE -
Cssichr o Do 1B O i - S e L— B an THEBUNDLE PACKS =1, mi"" G, ™= & LISTEDABOVE,TO
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COMPUTER SPECIALIST

10 Chandlers Court, Eaton, Norwich, NR4 6EY.
Telephone: Norwich (0603) 503382 K. N

DISKS! DISKS! DISKS! DISKS!

103.50"DISKS + CASE £6.75
253.50"DISKS £15.00
503.50"DISKS £25.00

105.25" DISKS + CASE £3.80
255.25"DISKS £9.00
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Amiga

OUR LIBRARY HOW STANDS AT OVER 1,000 DISKS| HERE ARE JUST SOME OF THEM
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ooa1 UEdit Word Processor

O0BE  Fed Sector Megademo (2)
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0135 Classic Card & Board Games
0167 Cool Cougar Animatian %
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QED Amiga Text Editor
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PD GAMES

1
0318 Return o Earth Gama BACK
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Prapraier B Everis, PO Bex 71 Mome ton , Wrarwiah £715 SXA.

Calls charged al J3p pbr mn chaan faie and 44p per mn 3l all ciher Wmes
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10 - 18 = £1.25 sach
20 + = £1.00 sach

| SENMD 17p M STAMPS FOA OUR FREE CATALOGUE DiSK AND LEBTI

b

CRATY JOE'S, DEPT. ONE, 148 EFFINGHAM BT., ROTHERHAM, 8. YORKS. 588 18L

TELEPHOME (006 B0 1

=

ATARI " "E“"' B
POWER PACK mm nnls
£369.99 anu rn THE ?urun& 2
MIDIMAN Dmﬁn:-r g:_lg:l quH
]
£459.98 EHMJEI'H OF THE BEAST
EXTRA PACK SovsTic
iss SOFTWARE s

*NEW TITLES SENT WHEN RELEASED »
*ALL SOFTWARE SUBJECT TO AVAILABILITY *

ENCALL 081 551 5707 NOW 2T
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Having allowed you to tink

with a city or.

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, like
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 fires to
s8a monsters.

SimEarth 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 the Earth's four elements: the 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
Gaia 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 if Mother Earth herself is watching you...

LIKE SIMCITY, SimEarth is tile based.
Initially each tile shows the altitude of the
land al thal particular point, then waler,
plant lite, and animal lite. 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’t want to see and concentrate on
particular aspects of the simulation.
Additional information is added by
selecting one of the Climate Owverlay
Buttons. These indicate climate-related
variables ranging from temperature to
rainfall.

ONE CHALLENGE worth taking up is that of terratorming. The
objective is to take either Mars or ¥enus and change them
from dead planets into successful lite-bearing ones. To assist
with this some special terraforming tools are available,
including an ice meteor 1o create oceans

' OUT Spring 1991

SIM EARTH
Maxis And
Ocean

IBM PC AND

COMPATIBLES

PRICE £3999
out December
GRAPHICS 80%
SOUND T5%
PLAYABILITY 96%
VALUE 5%

OVERALL

95%

PRICE TBA
OUT Spring 1991

PRICE  TBA
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THE ONE DECEMBER 1390

WITNESSING CREATION

ACCORDING to the bible, God made the Earth in six days flat and on the seventh day he
took a breather (and why not?). Here's our ‘day by day’ guide to the creation of the world
together with a slightly more conservative time-scale.

DAY ONE

The Formation Of The Planet

(4.7 Billion Years Ago)

A collection of dense gases and small chunks of matter
{known as planetesimals) orbiting 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 time gases
ascape from 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.

t
i

L

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 primitive 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
multi-cellular lifeforms evolved. These wera 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.

i
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DAY FOUR
The Invasion Of Land
(435 Million Years Ago)
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evolve from these.

DAY FIVE
Insect Life

Insect life appears and the Earth's ecology becomes
even more complex. The insects evolved from the
s arthropods, soft-bodied lifeforms with exoskeletons.

; And they allow a new plant form to evolve: the
Carniferns, carniverous plants that trap and feed from
insects — the forerunners of the Venus Flytrap.

DAY SIX
Intelligent Life
Ca s (Two Million Years Ago)

DAY SEVEN
Gone Fishing

No wonder God needed a rest..,

BT MeTaEe

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 time goes on they become stronger and
more adapted to life on land. Synapsida (the mammals)
and Diapsida (the reptiles and dinosaurs) will eventually

The genus Homo Sapiens appears and learns to use
tools and perform complex communication 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 Gaia hypothesis.

WIN A PLANET!

Thanks Ta Ocean
TO CELEBRATE the release

answer the three questions below,
writé your answers on the back of a
postcard or sealed envelope (not
forgetting your name and address), and
send it to: GIVE A GAIA BREAK, The
ONE, Priory Court, 3032 Farringdon
Lane, London. EC1R 3AU. The first
correct entry out of the bag wins its
sander a handsome desktop globe and
a copy of each of James Lovelock's
books on the Gaia Hypotheses, Gaia
and The Ages of Gaia. The next 10
correct entries drawn win their sendars
copies of the books

THE QUESTIONS

1) Who originated the Gaia
hypothesis?

A) Isaac Asimov
B) James Lovelock
C) William Golding

2) What was the name of the
first lifeform?
A) Prokaryote
B) Eukaryote
C) Carnifern

3] How old is the Earth?
A) 450,000 years

B} 450 million years

C} 4.5 billion years

The Editor’s decision is final, and no correspondeance
will be antered into. Entries from employees of
EMAP Images, Ocean and assoclated companies are
imwalid

DAISYWORLD, DAISYWORLD, DEMONSTRATE GAIA DO!

ALTHOUGH you can generate your
own pldhets from seratch there are also
seven pre-set scenarios to play: Aquar-

E
ium, Stag Nation, Earth (Cambrian Era), S 000
Earth (Modern Day), Mars, Venus, and 2
Daisyworld. What? Yes, Daisyworld, o0
So that he could demonstrate the -
Gaia hypothesis, James Lovelock o

created an imaginary planet on which
the continents are covered with daisies.
The daisies range in colour from Black
o 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
optimum temperature for daisy growth
% 22.5 degrees Centigrade, Like the
heat from our own sun, Daisyworld's is constantly increasing. Let's see
what happens.

As the mean temperature of the planet passes five degrees
Centigrade, daisies begin to grow. Initially thedarker daisies are

dominant because they are better at absorbing heat, As they spread
they absorb even more heat and begin to warm the whole planet,

SCODOOOO00 000 SCO0000 00
COEO00000D000000DDDOCODO
OO COVO00DOODODOODOOO0
L] COHODODLDOOODOOOOO0
R0 00OOO OO0 000
VOO0V OOOO00O00

< CCOOOoCO0OOOO0OD
o et od 0000000

COOOGOOGOOODOODD

O 00000 <
COOO00GROHO0C00OOOOD

COOOO0O0COO0OOO00Ol

OO OOOODOOOOOCODODOOO0 00D

Soon the temperature begins to rise

- above 22.5 degrees Centigrade and the

= growth 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
whuole planet.

Soon the temperature falls below
22 5 degrees Centigrade and the darker
daisies become more prominent again.
And so the cycle Qoes on, keepung the
temperature oscillating around 225
degrees Centigrade. This is an example
of Gaia in action.

Of course, eventually the sun's
output would be so strong that the self-
regulatory process eventually breaks down and the daisies on
daisyworldcometo an end. Because there would then be no plant life to
absorb the excess Carbon Dioxide inthe atmosphere, it would bulld up
again causing a runaway Greenhouse Effect. Eventually the result
would be an overheated planetlike Venus — violent and utterly lifeless.
GARETH! PAMNEL! {one pic for each day except last)

GOOGHGOO00

foid These are the
SimEarth, Ocean is giving you the [RNdaldElLL]
chance to win a world to stick an your
desk. All you have to do is correctly

REVIEW

The surface of the
Earth is actually
made up of eight
major sections
known as plates.

plate, the Pacific
plate, the North
American Plate,
the Nazca Plate,
the South
American Plate,
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
mowing, the areas
around these faults
are prone to -
Earthquakes. This
is why California
{which 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
liguid part of the
planet), the
Atmosphere (the
gaseous part of the
planet), and the,
Biosphere (the
living part of the
planet - ourselves,

animals, and

The axis 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 Earth's axis
paints is slowly
changing direction.
This is a process
known as
Precession.

The Earth has
pericdically been
subject to mass
extinctions. A
mass extinction is
classed as the loss
of 70 per cent of
the total lfeforms
(or biomass) on
the planet. The
most famous mass
extinction was that
of the dinosaurs
about 100 million
YEars ago.




REVIEW

THE GAIA
HYPOTHESIS

GAIA is an extraordinary, simple and
beautiful way of looking at something
apparently very complex: the evalution
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 of the Earth's
evolution have a corresponding effect
on all other aspects

This remarkable view of our planet
was originated by distinguished scien
tist James Lovelock 25 years ago. Atthe
time he was waorking for NASA's et
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
scientistontheteamwaslooking for hife
in terms of individual disciplines A
bacteriologist for instance, would want
to set up an Earth type laboratory with
Petri dishes for the collection of soil and
growth of bacteria.

James Lovelock thought this was not
asensible way of going abouttheirtask.
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 1o Earth
and having it land in the Arctic. They
might, wrangly, gettheimpression that
Earth was a lifeless, frozen waste

So he began to ask himself whether
therewas a foolproof way of identifying
a planet that supported life. He came o
the conclusion that any life would show
up as a slowing down or reversal of
Entropy (the measure of disorder in a
natural system — most natural systems
maove from an highly active state to a
stable inactive state).

One of the ways that life is evident on
Earth is the composition of the
atmosphera. 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 lifefarms. James Lovelock
proposed to NASA that they could
determing whether there was life on
Mars simply by analysing the atmos
phere with an Infra-Red telescope. This
was an unusual top-down approach 1o
looking for life: an attempt to analyse
the whaole rather than the parts. It was
this that led James Lovelock to apply a
timilar view to the Earth.

Looking at the Earth in 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 in
isolation. But by considering the Earth
as a whole a single complex
organism it is easy to see how i
regulates itself in much the same way

as our own body temperature is
requlated.

It was the novelist William Golding
[author of The Lord Of The Flies) who
attached the name 'Gaia’ to James
L ovelock’s hypothesis Gaia was the
Ancient Greeks' way of expressing the
roncept of ‘Mother Earth’ and seems
appropriate to the view of the planet
taken by James Lovelock

Could the Gaia hypothesis be
extended beyond the Earth and applied
1o other planets - oreven solarsystems
or the universe itself?

Recognising other systems com-
parable to our own is simply a matter of
lnoking for the slowing down of
entropy, just as James Lovelock
proposed we look for life on Mars. Dead
planets are more likely 10 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 in their
atmosphere, hydrosphere, and
Ithosphere.

According to James Lovelock, it
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 Gaia? “It's
always very interesting to speculate like
this,” says James Lovelock, “but | have
always beenapractical scientistand |"m
more interested in theories that we can
directly apply now to the real world.”

Oneof the most interesting aspects of
Gaia is the role that we play. Does
intelligent man aid the process, oris he
but a spanner in the works? Man
certainly does seem to fulfill a paradox-
ical role as part of this single organism.
Somatimes he s like a cancer and other
times he behaves like an antibody,

*| think there is a lot of hubris in the
way we look at ourselves,” exclaims
James Lovelock. “We think we are far
more important than we actually are. Of
course we are damaging the environ-
ment and in doing so we are not
safeguarding our own future. But
nothing we do will upset Gaia in the
long term. There will be higher
lifeforms 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 1o ba involved in the SimEarth
project: “Stewart Brand. the former
editor of Co-Evolution Quarterly, is a
friend of mine and lives near Will Wright
of Maxis. When Will suggested doing
SimEarth, Stewart recommended that
Will comtacted me, .and he did.”

James' functionin the projectwas “to
nive advice. lparticularly provided help
with geophysical modelling. Attempts

“I don't think
religion has
anything to
do with it
All Gaia 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 fail because the models are
oversensitive to initial conditions and
prone to chaotic disturbance. Gaia
models, where the biology and the
geology are tightly coupled, are for
some reason stable and able to resist
perturbations.”

Do youthink that computers can ever
manage to simulate such a complex
and variable system with any great
degree of realism?

“Yes | do. | 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 betterunderstand the Gaia
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 Gaia?

“That is up to the player to discover.”
Don't forget that SimEarth 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?

“Mao, and nor has anyone elsel The
great-climate models that use super
computerslook only atthe atmosphere.
Most of thermn don't even include clouds
and none of them take into account the
ocean or the biology.”

THERE ARE A WHOLE HOST of options to

allow

this wversion to work with most

configurations of the machina, but, as is
meore often than not the case, maximum

benefit is obtained from having a bit of speed (80286 or
better) and either an EGA or VGA card. Asthe simulation
opearates 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
SimFarth is that you can have hours of fun
gxperimenting with it before you even read a page of the
manual. Then you can sit and absorb the informative
{but far from amusing) manual and have hours of fun
experimenting AND understanding what you are doing.
Thisis notaprogramyou are everlikely torelegatetothe
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
tramendous educational possibilities, butitisalsofunto
ject
seriously without taking things too far (there are many
neat touches, such as the inclusion of the black
maonaliths from 2001: A Space Odyssey). Even if you
don't agree with the Gaia Hypothesis, SimEarth has an
enormous amount to offer when it comes to long-term
stimulating entertainment.

use. It's gratifying to see that Maxis has taken i

DETAILS are scarce at present, but there is

no reason why rything 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 two versions.
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ATARI ST/STE — AMIGA

Games for HIRE or PURCHASE
TRY belore you BUY
At least 15% off all software Guaranteed
Owriginals
We have the LO T Membership &
Hire Fees of any ST & Amiga Club
Try our Public Domain at LOW LOW
prices
Swop your onginals in our SWOPSHOP
SPECIAL DECEMBER OFFERS FOR
NEW MEMBERS
New releases added WEEKLY
Monthly Mewsletter plus lois of
Membership Interaction
Please enclose LARGE S.A.E. + 30p stamp
o Cum-Com Software (International),
Dept THD, Gardenar's, 63 Kings Morh Road,
Ashiord, Kent, TNZ3 2HZ
Please stale format

Tﬁ/.?z (@@ Oi?lu":lrrury
(Qdéﬂrl'c @ﬂmﬂrﬂ 'i'L ar
(CJIN @Jart ('_U{'{Z/:

Disks from as litfle as £1.00. Cwer 600
disks ta choose from.

Send ?5#; stomp for latest catalogue or
£1.25 for Catalogue Disk which alsc
contains other PD/Shareware progroms
Why pay mored
35, Northcote Road, Strood, Kent. ME2 20H

Tel 0634 710788

Cal oW on T 0712506227

SOFTWARE EXCHANGE

Swap r used or complated Amiga and
Atari ST programs. FREE MEMBE SHIP
The soonormcal way 1o sarve your hobiny

Don'l laave programs on the shelf colleciing

dusd. Gal replacemants fo suit your tastes in
software for a fraction of the cost of new
programe. How? — Just send a SAE for full

details 1o

UK Software Exchange

Club [THO)
15 Turwell Greave,
Sheffeld, 55 3GB

SONY 3.5” DISKS SONY

THE BEST DISKS-THE BEST SERVICE-THE BEST PRICES

DISKS USE OUR CREDITCARD HOT- AMIGA MEM
103.5°DSIOD €590 LIMEN! MO CLOCK £29.00
2035 DSDD  E11s0  ACCESS-0742 726485-VISA wiry cLOCK S0
1036 DSDD  £i650 WE ONLY USE SONY DISKS. THE
S O SEST AVAILABLE LFETIME  LDLMES

4035 DSO0  £2150  GUARANTEE. SAME DAY DES.  CUMANA AMIGA  €75.00
5035 DSDD €£2650  PATCH NEXT DAY DEUVERY  CUMANAST/E  £85.00

_ STANDARD EXCEPT 40y50/100
10035 D500  E48.00  “puoys WHICH TAKE 3 DAy DISKBOXS
20015 DEDD £9000  PRICES ING VAT & POSTAGE.  OBNLY WITH DISKS

soo T PLEASE RING OR WRITE FOR 5 3

&S00 £290.00 X 190

500 35° DSDO £210.00 it 40 CAP BO A
MORE 80 CAF BOX £5.90

CHEQUES OR P.O."S TO

HARDWARE DISTRIBUTION

DEPT (TO), 28 FUANIVAL GATE, SHEFFIELD, 51 4QF

TELEPHONE ORDERS WELCOME ON 0742 726485

FREE TRIAL COPY of “ARCADE PIER"
fanzine for ST, Amiga & Consoles. Daft
Viz style, don't bother about 5.A.E. of
stamp to:- A. Kemp, 4B Currents Lane,
Harwich, Essex. CO12 3DE.

ATARI AND
AMIGA SOFTWARE

‘We have an ail round selection of disk fos sale
Sand a large S .I'I.l: far & list of cwer 1000 tithes for
Arniga, Atar 5T, or telaphone Tuesday to Friday,
Tom-1dipem
LW ATARI PRICES
Adan 620 STFM £299000 post free + 16 disks
Amiga ABMY at cnly 378,00 pasi free
BEST QUALITY DISKS
Top Ouality unlabelled 312" double sided disks
10 ar E12.55 20TarE12 Eddorbd. 95
26 far 29.95 POSTFREE 100 for 59,98

Discovery catridges for the 5T
¥ E99.00 - SPECIAL PRICE
Uses imcludes running Mac sofware and backing up
and ST softwass (0 dabe
Send SAE for details

GAMES & SOFTWARE
Dept THO, 35 Tilbury Road, Thomey Closs,
Sunderland 5R3 4PD
Tel: (091) 528 8351

Prap: P. Taylos

FOR SALE. Software for all consoles &
compulers for sale. Best prices. Send an
S.AE to G. Schofield, P.O. Box 13,
Feltham, Middlesex, TW14 BAH or ring
081 890 0807, Please stale 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 £3 to J.S. Smith,. 45
Maplecroft Crescent, Sheffield, S9 10N,

DORSET

COLUMBIA
COMPUTERS

|7 Columbia Road
Ensbury Park
Bournemouth BHI0 4DZ
0202 535542

ESSEX

STARBYTE COMPUTERS
416 Cranbrook Road

Gants Hill

Iford

Essex IG2 6HW
081 518 1221

LANCASHIRE

PV COMPUTERS
104 Abbey Street
Accrington

Lancs. BBS |EE
0254 235345

SHOPEING L/ST

.11 your nearest /64it games specialist

VU DATA

203 Stamford Street
Ashton Under Lyme
Lancs.

061 339 0326

LONDON

ADAMS WORLD OF
SOFTWARE

779 High Road
North Finchley
London N2

081 446 224|

ADAMS WORLD OF
SOFTWARE

265 Station Road
Harrow

NW London

081 B63 7262

ADAMS WORLD OF
SOFTWARE

4| Church Street
Enfield Town

Enfield

EN2 6A|

081 342 0240

MIDDLESEX

ADAMS WORLD OF
SOFTWARE

|90C Station Road
Edgeware

Middx.

081 952 0451

e ———— G R |

SCOTLAND

VIC'S COMPUTERS
SUPPLIES

31-33 South Street
Perth

PH2 8PD

Scotland

SURREY

BARKMAN COMPUTER
SERVICES

Ist Floor

‘Cardinals’

Kingston

Surrey KT1 IVY

081 546 5941

SUSSEX

WORTHING
COMPUTER CENTRE
7 Warwick Street
Worthing

W, Sussex

0903 210861

T S— S ———

WARWICKSHIRE

SPA COMPUTER
CENTRE

&8 Clarendon Street
Royal Leamington Spa
Warwickshire

0926 337 648

0926 425 985 FAX
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Kindwoets 7.2 | THE 51457
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E1TE  Tite e RN B

Micm GESE Maths T Tiot Prodsssional (6603

Mico (GCSE Franch Wiy T ... - LB4ET

Wicro GUSE Enghsh [sach]
EilE  VidChrome -
Micerhan Word Professor

MICROSMART MEGA DEALS!

Half Meq Upgrades
512K Upgrade inc. clock with
|t Came From The Desert £54.99
512K Upgrade inc. clock with
Gold The Realm £49.99
512K Upgrade inc. clock
Oragons Lair £69.99
512K Upgrade inc. clok with ACE E69.99
512K Upgrade inc. clock
Dungeon Master E68.98
512K Upgrade int. clock
Manhunter 2 £69.99
Naksha Mouse with hard mat & housa
£26.00

Angwir Back Juniar
Mnawad Back Ssniar .
Dinosaur Discowary Kit .
Discover Chamesry..
Desoowery Maths ..
Duscowary Wards

First Latiar & Words
First Shapas ..

Frarch Mistross

Fun Schoal Il juradsr 18
Fun Schoal 168 ..
Garman Master

Inalian Tuior 1390
DO TR .. ..covamsemms s iannian am st 14590
Maith Talk Ci4.88
My Basnl 3 £22.89
Puzzle Sioryback £14.99
Akhyming Holebaok £14.59
Spanish Tutor L1380

THE YOUNGER YEARS

AWIGA
MEW Furn Schood 3 Undsar 5 LE1T.90
MEW Fun School 3 5-Tyears.....ooeene £i7.98
MEW Fun Schoaol 3 7 and over E1T.80
Jurior Typast g E10.88
Recro Ervglish | Cui.'.-!vkl E17.89
Flinro I\.'la.'lh}l;GESE_u L1784
Micro Frameh (GESE). ... ocvveoeeamiiamimmrinmrrenss L1798
Mega bMaths (GCSE) i 1758
Things 1o do with Humbers ... e -
Things to da q.-|||-|'-'-'m|1r. s ot E15.98
AR To........c . £ A08
Sl Bonk 4-B, £12.09
Leis Spadl ad Homa £13.89
Lats Spedl at the Shops 1.4

Puzzie Book Vol 1.5

Amiga Logo giasss
Mavis Deaton Toaches T"‘I"Hl'lﬂ i
Answer Back Junios )
Arwear Back Sanior

BT AMIGA
Bomber Mission Disg ............ — E£1389
2 TR [0 PR we =  E16.99
Casthe Master, £13.99 £14.89
Chase HOD... £13.99 £16.99
Chass Champuana 2978, = L1899
Codename lceman.. - = E2390
Colonels Bequest... - EJa90
Conguest of Camelot, -  E26.59
= £16.99
. E16.99 £14.99
s £21.99 E18.99
Dynasty Wars............. . 1299 C16.99
Emiyn Hughes Soccer........... £13.99 £12.09
Escape from Singes Castle.... —  £26.09
Escape Planet or Robot
Monsters .. E13.90 E13.99
e E16.08 £16.99
... £16.88 £16.99
Flood ......ccmna = £16.99
Heru‘s Quest (1 Mag:l i - 2399
Imparium .. . E16.99 £16.99
Intarnanqna ; - E14.94
Iron Lord e . L1668 E16.99
It Came From The Dusvert
(1 Mag) .. e = E1689
Ku:kﬂff? ¢ Wirkd Gup e, £13.99 £1599
Kings Quest4.............. s £21.99 £22.99

THE NATIONS TOP 50 TITLES

MIEHﬂSMﬂ.HTS £ SAVING OFFERS!!

Klax... . 21389 E 9.88
Last Nm|a .. £13.99 £16.88
Leisure Suit Larry 3 ..£13.99 £26.99
Lost Patrol ... ..E26.90 L1699
Manchester United...... ...E13.90 £1450
Manhunter in San FF&HGISI:G

{1 Mag).. - ..£13.99 E14.89
Mldmgh! Fbafs-ma.m:n A .E13.99 £16.99
Midwinter . FHE . L E13.99 E18.99
Nmmmanr:er G LE18.90 £16.99
Qperation Thunderbalt . . =— Ei899
Pipe Mania ... JE13.80 E£14.90
Player Manager 08 £11.89
Projectyla......... £12.99 £16.99
Rainbow Islands .. = £16599
Rad Storm Rising. £13.5% E16.99
Shadow Warrior ... C15.85 E16.99
Space Ace..... £14.689 £26.09
Space Quastllﬂ Mo-gp e — EF2.BB
Super CGars (Gremlin) ... £13.99 £16.99
Their Finest Hour ...... £19.99
Thi Plague ... £14.99
Turrican .. £13.99
™ Sporls Eashuthall £14.68
Ultimate Golt......... £16.89
Unreal.. £16.99

X=0ul...

ST AMIGA

£13.99

5T AMIGA ST  AMNGA ST AMIGA
3 Sinoges ! f 790 Drum Studio £ 409 Pacland £ THAE TO0
Mrbarme Ranger F 990 Dynamite Dux £ 7A9E 799 Pacmana £ 799% 790
Annals of Agme £ 998 Fish i £ TO9E T99 Paparboy - £ 899
A Heads . — £ 7.99 F/ball Manager i+ Passing Shot . £ 499E 499
Artaf Chelsea - f 499 ExpHA...... £1290E1299 gypgtion of Sport.... € 00K 159
Austeelitz . £ 999 Galaxy Force... £ 399E 399 poryprflanger ... £ BO9E 699
Biaal £ 499._ 439 Galdregords Domain - £ 5S¢ Running Mas ¢ 409F 490
Balistix £ 4909fF 499 GauntetR £ o7eat TAD o g e
. A : Shidfiepuck Cale £ 40%
Barbarian 2 (Palace}.. £ 799E 7.09 Grand Prix Circuil.. f 959E 999 il Earvics £ 9g0f
Bards Tale 1 § 7995 789 Hard Drivin f A99E 899 E"C'I"' - ¢ 4508
Beast & T-Shirt —  £1089 Hollywood Poker Pro. £ TAGE 7 Sim Gity -
Baxsternids £ 4.59F 499 Infestalion ~ E oo9 SmvsSy .. 1991
£ 9O0E 999 Ingrids Back — £ 899 SpyvaSpyll. £ AE
£ 999F 0499 interphase............E T99E 799 Spyvs spyll £ AG0E
E 499% 499 knstal £ 999F 999 Super Hang On E A89E
Brian Claughvs Lager Squad f GI9E G599 Tank Attack ¥ THIE
Football £ BY9E G99 Leadertoard £ GO9E BOO The Cyclies £ RBaf
Cagtan Blood . § TOOF 799 Lombard RAC Rally... € 999E 959 foobin £ 4598
Cenirefold Squares..,. £ 799E 799 Lords of the Rising e Towear of Babel. [-L i
Commando ... £ 499E 499 Sun ENSBET1O9 qronpyre Dizzyisland. £ 495E
Confict in Firnpe ... € 7998 T99 Mani Mmer : £ 788 1o pursuits 900
Cybarnoid || £ 4597 400 Marbie Madness. £ 799E 104 Trivial Pursuik
Daiy Double Horse Ménaca. E 499F 4599 Row Bogin ¢ BOIE 608
Racing £ 999€ 999 Mikenum 22 £ ggq Mewbeg L g
Dizzy Duce CE 499% 499 Mr Hell ... £ g0 TV Sports Foatball o
Diragon Spirit . = E 499 Notherwond g 499F 490 UMS £ 9.99€ 099
Drakben.. —  £14.93 Norih & South f 998¢ 999 Wierd Dreams £ BO9E G99

5T  AMIGA
AD Boxing......... f16.88 £1689
AFT 2* s ETEES E1D.0E
BUABEDIMIB" .ooeeeenccimsianninnysaniass - £24.99
Buck Rogears® exh - £19.99
Caplive” ....... . pi18ge £16.99
Carthage”...... f1669 C16.08
Crime Wava ... £16.089 E1690
Curse of Azure Bonds® £19.89 £19.88
Dwath Trap® ... 1899 E16.59
Dhal o Pasnt | . £3589 -
Dragon Strike” - E19.94
Duster® £1680 C1690
E-Swatl” ... B16.89 E1688
Epic® . B16.99 £1689
Eye of the Bahalder . £19.99
Fire and Forget 2. £1689 £1699
I-||;_,It.m-:|r\u'la.;|nnan= £1690 1659
Golden Axe® R ... P1899 E£1699
Guntrbat®, . E16.99 £16.99
|—k:|||-,--,\~:1|.||.'|. E.:ullsj-: fion®. . E19.99 £19.99
Indianapolis 500" - £16 L]
Judgae Dredd” ... 11389 £1399
Kick Off {1 Meg).. - £14.88
Lirse o FIng® ... ..occicianmrimrssin . E16.949 £16.89
Mepan Streats® 1690 £16.99
Mig 29°..... £1908 E£19.99
Music X Jnr. = £40.99
Marc* . B16.99 £16.99

Maksha Mouse.....
Contriver Mouse ...
Commodore 10845 Stereo Monito
Power Drive..
Cumana Drive
Qs Il Turbo....
Qs il Turbo...
Pro 5000......
Mavigator with Autofire....
Speedking with Autofire
40 Lackable Disk Box ..

80 Lockable Disk Box .......
Mouse Mat.......ccmmme
Mouse House........
Amiga 4-Player Adapter .
Amiga 500 Dust Cover ...
Disk Claaning Kit . A
Box 10 Bulk DiskS ..o
Branded Sony (Box 10)...... ks

COMING SOON...TEENAGE MUTM"«IT TLIHTLES

COMING VERY SOON!!! TELEPHONE FOR LATEST DETAILS

Mavy Seals’
Platium®.

Pool of Radiance
Pradatar 2°. ...
Puzznic®...

Reach for the bluas
Rocky Hosror Show" .
Rogue Trooper ...
RAotator®

Saarch for the I"ln'lg
Sacrets of the Luftwalte™ ...
Sega Mastar Max® ...
Shadow SOfGeror

Sound Exprass...........
E':pe-lll:u:uur-:ci'. ranb
Stralego” .

Strider 2° ...
Te@naga Mutant .urlll'-c-
TWT® b
Taurmamanl Galf™
Toyola Celica®

Vaxing”

Wikdfire® ..

Wodl Pack®
Waonderland®™ i
Waorld Champ Socoe”
Wrath of tha Demaon®.

. £16.99
. £16.99

. £16.099
. £19.99

| 1699
. £186.99
. £168.89

. E1699

. £18.99

5T
£16.90
19,58

E16.00
1688 E
£16.99

1990 E18
£i999 £19.99
£19.89

E16.88
E19.88
£19.80
£16.99
'i.1l':|'-.'|':|
E16.90
£19.98

E16.9%
E16.99

€ 26.00

saamEEnEry

£ 18.00
£249.00
£ 5599
. £ 89.99
£ 999
£ 999
£ 12.90
£ 1099
£ 009
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Amiga A500 Screen Gems Pack Amiga A500 Screen Gems Pack Extra Amiga 1500
£379 inc VAT & Next day Courier £399 inc VAT & Next day Courier The Amiga 1500 PUIBHElome Computer is
' the ultimate in Personal Home Computers for
ScreenGems Pack includea Screen Gems Pack includes: the whole family. Platinum werks - integrated -
s : ; Word Pro¢essor, Database and spreadsheet,
m ‘%{ £ ooh Amiga K keyboare Deluxe Paint 3 - the ultimate in paint packages.
Amiga Lo keyboar A Meg Free TV M Populous and Sim City - State of the Art
Meg disk drive ® Free TV Modul £24.00 you to strategy games. Battlachess - the chess
£24.99 allowing you to use Mlga with a

normal TV @ Joystick, mouse mat + 10

blank disks, mouse + mains plug
‘basic, Amiga extra's 13 workbench 1%
fu

Amiga step by step tutorial ® With a
four new releases # Shadow Beast ||, Back
to the Future Il, Nightbreed and Days of
Thunder

anormal TV e lol'rng I
software potential
Juwtu::k.)ruuae mat + 10 blank d&

mouse + mains plug ® Amiga basic

extra’s 13 workbench 13 PLUS Amiga step
by step tutorial ® With a further four new
releases ® Shadow Beast I, Back to the

Future Il, Nightbreed and Days of Thunder

programme amongst all chess programmes.
Thair Fi Britain

brought to life in a tech cA1084's
stereo colour monitor to get the best from your

Amiga. The Amiga 1500 has been designed

around popular Amiga A500, but
with hardware facilities that would put any rricl

| range business machine to shame.
Please call for further details

£1048.00 inc VAT + next day courier service.

AMIGA A500 CLASS OF THE
1990°’s BUSINESS +
EDUCATIONAL PACK
£499.00 inc VAT axt day

courier
F!ATI.IHES 3
Amiga ASOO TV M i Interface-
Software ® Kind Words Il won:lpru
Page Setter DTP » Super Base
Database ® Maxplan 500 spreadsheet

Amiga Logo BBC Emulator Deluxe Paint ||
Mouse mat 10 Blank Disks and disk wallet

AMIGA AS00 SOUND & VISION PACK
£389 inc VAT & next day courier

Bat Games Pack includes: 10 free games inc
Blastergids, Wizball, Menace, Buggy Boy®
kﬂnﬂﬂlﬂ!ﬁwmﬂ
Megabyte Disk Drive. ® Free TV Mod.

worth £24.99 allowing you to use the Amiga

with a normal TV » Dlhuhirlﬂ ﬂr-uphﬂ
Package # Shadow of Beast || horizontal

muvnwmm- .Mmh%

art graphical arcade action # Free joystick,
mouse mat and 10 blank disks ® Amiga Basic
Amiga Extras 1.3 Workbench 1.3 PLUS the
Amiga Step by Step Tutorial ® All leads manuals
PLUS Mouse and Mainsplug  PLUS Days of
Thunder serious fast action games software

HALF MEGS - Quality four chip ram
board with complete utility disk
support with software on/off

F switch.

£34.99

AMIGA + ST DRIVES - A powerful
880K formatted drive with an
external on/off switch, anti clicking
!,qnd daisy chain facility.

£59.99

THE
OME

MONITORS

Commodore Amiga A1084 Stereo
Maonitor inc lead £269.00

Phillips CM8833 stereo colour monitor
inc lead for ST or Amiga.............. £259.00

4096 coloured stereo monitor with first
class reproduction including leads for
ST & Amiga...... £259.00

Naksha Mouse - Quality micro
switched, accurate Amiga ST
OR Amstrad PC Mouse
£26.00

Contriver Mouse - The perfect
direct replacement mouse for
the ST or Amiga
£18.00

PRINTERS

Star LC24 1024 Pin incl lead ST/
Amiga ............................................ £249.00

Lmtw:hng lead for ST/
e £169.00

Star LG1D caluur"h‘rﬂudk\ﬂ interface
lead for ST/AMIGa.. e £219.00

11
. LC10 — The most po:ular letter
qu ' on the market only
£219.00 with all Amiga + ST leads

Tel: 0908 564369, FaX' 0908 560040

MICROSMART 24HR HUTLINE (24 HRS) TELEPHUNE 0908 564369

r—-————-——-———-—— ———————————————— — — — — — ——
TITLE COMP PRICE Have you urdered from us before? YES NO
NAME: lllll LL AL Rd L R R R R R RIT RN RN EEENEESENEENEERES
ADDHESSI-.FUIIIIIllllllllllliﬂ ---------- EEREESEEEEEEEEEE
TEL NO: SN EEEEEEEN LA A LR L AR R R R U RN RURRRT] AEEEEEEREN
TOTAL COST £ Please send this to Microsmart, 125 High Street, Stony Stratford,
Milton Keynes. MK11 1AT
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Unit 4, B.D.C., 21 Temple Street, Wolverhampton. WVZ 4AN. E accems
_ Tel: 0902 25304. Fax: 0902 712751
]
.
CALL US ON : 24 HOUR CREDIT CARD HOTLINE 0902 25304 | |
ATARI ST & AMIGA G/ . IXTEEN BIT COMPILATIONS
: by 1 ESUIT LARRY 1609 T
J-DPOOL  SPECAAL DFFER 9.5 3.3 LEISLIRESLIT L &8 &
8 SHBMARINE S1M WA .. 1680 LEISUIRESLIIT LARRY L F L 19,98 .. 249 POWER PACK EDITION ONE
AMDS. ;:.#Es CREATOR L] .1 El:ﬁﬂﬂf}ﬁlﬂpﬂﬁﬂﬂ an.... 7 ? ST AND AMIGA £19.99 ST AND AMIGA £16.99
e = Lok ] o XEWOK 2. T V. SPOATS FDOTRALL DOLBLE DRAGDN, XEROK, GEWI WING
ANT HEADS (CFTD add-on) .. N ... B0 Loom 1.0 19,99 ; ALY BND SILK WORK
ATOMIC ROBOKID  REW 18.00 . 16,94 THE LOT ikiRibi 13,99 1609 BLOOCWYCH & LOMBARD AA.C RALL L
AWESOME  MEW & T hL*I:IIIEFL_sI:"II'I TURED GHALL }q ﬁ :'5' ﬁ
B.5.5. JANE SEYMOUR I .5
BAM  SPECIAL OFFER ik .99 WAN, UNT a8 g WHEELS OF FIRE MAGNUM FOUR
T R R T s ST AND AMIGA £19.99 ST AND AMIGA £19.99
- 3 S " T+ W ; RATICN WOLF, AFTERBURNER, DOUBLE
BALLISTIY  SPECIAL OFFER Wik n MENACE SPECIAL DFFER TR _ HARD DRI CHASEH.O. are Ay
Lot b R 1T RESISTANCE R g LRSI OLTALS & POWERDRIF DRAGON & BATMAN THE CAPED CRUSADER
BrOREL R G MGl e 18 s
&N THE MOVIE ] ) | 3
BATILE b BRAin Wl 0@ Moo New a6 HOLLYWDOD COLLECT TRIAD VOL 1
LE OF BRITAIN (Frmesl Hout LR l F g
BATTLE MASTER, 19991999 MEVERMIND - ST AND AMIGA £19.99 ST £9.90
BLASTERQIDG SPECIAL DFFER & .59 MEW ¥DEK WARRIORS 1199 158 ROBOCOP, BﬁLHJ.N HE MIWE STARGLIDER, OEFEROER OF THE GROWN
BLINKYS SCARY SCHOL .. B £.54 MEW ZEALAND STORY 135 16.99 GHOSTHUSTERS 2 & INDIANA JONES & BARBARIAN [PEYGNDSIS)
BLITZKREG NEW..... W 19.99 KIGEL MANSELL  NEW 6.0 5.94 THE LAST GRLISADE
BLITZKRIEG MAY 1040 60 ... 1689 ::ﬁ“:. mr"ﬁ? “5 g: 133g
BLOCOMONEY ECIAL DFFER L. A
BLOODWYCH SPECIALOFFER. . 009 903  NUCLEAR WA WA 16 PLATINUM ETGRVED FAR VOL. 1
BLOGDAWYEH DATA DISC 4.99 0. OPERATION SFRUMACE - WA ... 16.88 ST AND AMIGA £19.99 T £9.09
AOMELIACK f.90 5,99 OPERATION STEALTH . ... 16.99 . 16.99 . WAl WARRIORS. BUGGY BOY, BATTLESHIPS
HOULDERDASH 15 499 OPERATION THUKDERBOL 139 ... 6.8 STRADER, BLACK TIGER, FORGOTTEN & BEYOKD THE ICE PALACE
BRIDGE PLAYER 2150 . 19,50 19.58 ORIENTAL GAMES 16.99 16,99 WORLDS & GHOULS AND GHOSTS
““5*.2&““” i e 8 4 PACLANG " SPECIAL GFFER o 6%
P o B i e e i 1 SPECL o
R S €8 ee e - SEGA MASTER MiX " “&'f#‘ﬁi?ﬁ“u%'ét's?“
RGOMMAND .. .. i FASSE
-:'_u.sn_E uf!.%nn 1600 16 PINBALL MAGIC 13,94 .. 16.00 ST AND AMIGA £19.99 DE g
’“mfﬁm;g‘iﬂnﬁ-‘“v A PIpEMANIA 1 i I SUPERWINDERBOY. OVRAMITE DU, CRACKOOWN, v gy
CHARP) VRN |1 meg) .. ] . TUBED DUTRUN & ENOUR s s ,
CHESSMASTER NA L B PLAYER MANATEA 13 118 . Ll : £19.89
HE CHUCK YEAGER ? NEW 16.58 WA La 2 ) 1609 159
ONE £ QNES BEQUESY Tt R T L M e B8 SPORTING GOLD wPEE 177 DRSROR.
Eil L | TR— ] {1 meg o ]
N COLOSSUS CHESS |:h " 803 ... 9% POPULOUS .. 5 B | 18,59 ST AND AMIGA £19.99 80 PIECE 4"gmm
EONBLEST CAMELGT AR POCTMANTA NEW .. 39 68 CALIFORMIA GAMES, THE GAMES WINTER —
1 L 1 LT i
QeI i i BT b S8 e .
COUNT DLOKLL . WoLeiet i : AMIGA V3 MEG EXPANSION,. ... —...ecco £¥.08
CRACKIIWN e 7 p—— PR TENNIS TOUR 16.80 . 16.99 e -
CRAL] CAPTAIN NEW 16.58 . T6.99 PUR TAIIA 4%, am ACCOLADE IN ACTION AR\ M R
CURSE OF A NEW, 1689 .. 16.99 QLESTION OF SPORT 4.9 4.99 AMIGA OMLY £19.99 w OFF 3 CARL80
DALY ODUBLE MORSE RAGING...... 348 .- 3% ReDstomwhiami. -t GRAND PAIX CIRCUIT, FAST BREAK i
THUN ; . 2 8 & g T ;
EIELIJ:':lE}P.'.IhT ] kTR A RICK DARGEROUS 2 16,09 16.99 ath AND INCHES & BLUE ANGELS
gfﬁbﬂ;é;ﬂll’ POSER 233 e 808 %;ﬁﬂ*ﬁ ERS |gg g |3§
DOUBLE ORAGON 2 1908 01309 ROGUE TROOPER  KEW. Nk 160 MINDGAMES BAPOSTALE 1 CRIORD 800
DRAGON FLIGHT ., 1999 ... 10.08 RORKE'S ORST .. 16.98 16,99 ST AND AMIGA £16.99 CHAMPIONS OF KFIRN 188
DRAGONS LAR .90 ... 1.9 AOY OF THE ROVERS 4% L) - CODEMAME ICEMAN : Sbe
ELIMINATOR 499 400 ALEF AR READY 6 .39 WTEALDO, GOMFLICT ™ EUROPE L 8 smOEET i
ELITE SPECIAL OFFER 1299128 SATAN MEW 13,99 ... 1398 & AUSTEALITE OSSO CAMBLET 5
EMLYN HUGHES INT SOCCER R 16599 SHADIDW (OF BEAST (5T aniy) 16.99 Wi RSt O ATURE BONDS oy
ESCAPS FROM SINGE'S CASTLE ... W& ... 2999 SHADCW (F BEAST [Amiga anly| WA ... 1209 DRAGONS OF FLAME . =
Esﬂgﬁﬂﬂgﬂmmﬂs :g g . ]é g’; Emggﬁ e s f;% THNT DUMGECN MASTER 086
1 - = - 3 e B 2] OF THE 40
F19 STEALTH .96.....21.9 SHEAMAN MA _._. CA3ga . ST AND AHIG{& £19.98 HERQES OF THE LAMCE .. 408
Fi3 RETALIATOA.. 16.99 16,09 SHDAT 'EM UP GON KIT 9.9 0.8 HARD DRMVIN, XYBOTS, A P8 HILLSFAR 188
FAST LAME 494 498 SHLENT SERWICE ... 9.59 9.94 TOABIN & DRAGON SPRIT INDIAMNA JONES Tril ACVENTURE A0
FERAARI FORMILLA OME B59... 699 Sald CITY 158, .. 19.90 R GUEET | CREOR 20R4 a00
FIENDISH FREDDY 99 hk SiM CITY EDITOR ... - Wi 9.94 LERSUREELNT LARRY 1 OR 2 0R 3 ]
FRGHTING BOCCER em.... L9 SeYFON  SPECIAL CFFER .. 6n WA HEROES MIGHT AND MAGIC 2 559
FIMAL BATTLE 16,56 ... 18.99 SHOOEY  SPECIAL DFFER 6.08 Hik AMIGA 99 POLIGE GUEST 3 e
FIRE AKD FORGET 2 160 . 185 EHOWSTRIKE WEW........ 13,68 ... 16.98 ST AND £18. POCL OF RADIANCE ]
LIRS DUERT Bl lem  seackoomii BT o BAIAN 2 & STARWARS e} g o
B B REAHIAN TARWA
FLIP 1T AND MAGNDEE 109 168 SPELLBOLND  NEW 19,08 138 o - SEAM LN LGRS E e
FLOGD ......... C1E.08 L 16 SPORTING TRIANELES 4.99 B
LT - el | S 4 TR S
....... )
FOOTBALL MANGER .8 EX T 138 STARRAY i i%.... 48 ORDER FORM AND INFORMATION
thﬁrﬂmmu.r:n OF THE YEARZ ...... fﬁ. 6949 STORM ACROSS EURDRE . M. 19.98 Al arders sant FIRST CLASS subject to availability. Just fill in the coupon and send It to
F“E";E' A ME EF.MI“DFFII! IE g 4 g Etﬁ?ﬂlmm 15 gg 1-& Eg Saftware City, Uit 4, Business Develogment Centre, 21 Temphe Street, Wolverhamplon, W2 4AN
L HODL JURDEARS ... ! & o i
FUN SCHOOL 3 5-7 YEARS 16,88 ... 16.99 GUPER CARS (Dramin] 1.1 1308 ... ORDERFORM [Block Capitals] - oo
AT e 1T T B ———. 6.8 1685 SUPREMALY MEW.. ... [T — )
FUTURE WARS — 12.% o '1E E g:gﬁl‘u&@as::gn 'ﬂ xgg AT ..o s s
GAALY LIKEKER S H g, 5 ...
UNTLET 2 . B84.... 608 TEEMAGE MUTANT TURTLES 16.99...... 18.98 ADEOSS ... .
GHEIETS.I.HIJG[JB NG |1 #egi ... 1359 ... 12,88 1.V, SPORTS BiqﬁﬂﬂﬁLL Wik ... 199 "
FT‘IF L 1 of x T T e e T T R T T L P TR TR L L
CRARD SLAL TENNIS Uk i 'Em VANGEE HEW 1090 1 e R | | - [P
GREMLING? MNEW......... Wil ... 1658 TEST DRAIVEZ, ........ NA ... 16.98 i M — i e =
GRIDIADN  SPECIAL OFFER 088, A TikE MACHINE 16.99 16.99 Marme of game compuber | Bl
GLIKEHIF ericresninas TR wimaes VLR TOANER OF BABML ... 8. . 999 - S p—
HAMMERFIST BPECIAL OFFER 5.90 0.8 TREASLIRE ISLAND DUTY il 459
HARDAALL 7 WA 16,88 TRIEBLE GHAMPUINE . ... a0 139
HARLEY DANIDSON - 18.80 ... 1008 TURBI CUP CAR AACNG Sikd im i
HEACES DELIST {1 meg) Mk 24,90 TURES OUTALIN ... 13.08 6%
HONDA RVF 750 L1698 1698 TURSAICAN 13.99 .. 1108
HORSE BACINE Mk ... 16.98 TUSKER SPECIAL DFFER .99 695
HORSE RACING GWNERS MODULE ... WA 5.5 UME. 2 HEW 19.99 ... 19.8 - —f— -
HOUND OF SHADDW £.68 €9 LLTIMAS, . .- 18.98 hk postage
IMWORTAL {1 meg oaly..... 16.99 ...... 16.99 umu.u[cc-.p CGREG NORMAN . 1654 . 1688 [ e L
IMPERILM . 1000 6 UINREAL . WA 19,00 TOTAL _l
Immmwnilsslun i T e VEMLES FLYTRAP - YT 2 e =
I T Ly W 5 FL § £
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FORGET CLAWS
and teeth - a cool
cat travels
nowhere without
his ball of wool. i's
durable,
long-lasting and
capable of
stunning a whole
cat-alogue of bad
guys temporarily.
And they come in
all shapes and
Sizes - from tiny
leaping crickets to
huge
barrel-lobbing
Donkey Kong
monkeys.
Collisions are
registersed on the
'Healthmeter’ to
the right of the
screen. The longer
you touch, the
faster it falls.

score:%

Faced with cat-napping, cat-aclysm

and cat-astrophe can Catty Hamza

cope? Purr-fectly.

EM ROUTE TO THE evening caterwaul, Bob Cat's 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'sgoing outthere, he'sgoingtofind her
and he's gonna bring that kitty back.

This is way too complex for a one-cat mission so Bobh'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
enoughkeystosetthemfree. Thesnag? There are hundreds
of perilous platforms, crazy conveyors and poisonous pests

in there.

Y : ; So, will Bob withar
] in the face of catast-
ropheorwill he battle
againstthe odds, res
cue his mates and
save Claudette with
just nine precious lives and his trusty ball of magic wool?

AT 1.1 . 1.1 L.
"

T T R

§ ’ ‘& £
L 1
- . I.
. T3 T I rir..r1.

e e o SR L S L

BOB HATES
WATER but for
Claudette he will
even get his
whiskers wet. As
soon as cat hits
water, a handy
helmeat

automatically to watch out for.
appears along with
a limited supply of
air. Watch the
cat-mater on the
right: when it hits
the bottom, i
ot of hubhleH:b : BLUE POTION
; Increases stamina.
YELLOW POTION
Turns Bob into a
chicken, causing
tempaorary

PN ErE  B0w

Aagh

BOB DOESN'T JUMP the regular way. The
height of a jump is determined by the
‘Jumpometer’ on the right. Pull back on
the joystick until the meter reaches the
required height, then release it to send
Bob eat-apulting through the sky. The
trick is judging the height correctly: too
much thrust and he hits his head or
overshoots the mark, too little and his
paws fall short.

SOME BONZO in a white coat and glasses
has left a truckload of cat treats round
here. Milk, cakes, chicken and fish are
high in protein and good sources of
energy. Jewels and presents will make
good gitts when you manage to locate
Claudette. Potions and other such Hems
have different bonus effects: invincibility,
extra health, points and invisibility among
them.

REscore: rErs

T

MAKE YOUR FRIENDS happy with a
golden key. Rescued cats reward Bob
with a brief wave or a cheesy grin and
then leg it to search for Claudeiie.

9 LIVES features several potion
pickups - though not every variety
has a desirable effect. Here are a few ¢ausing ml .

STRIPY POTION
Turns Bob stripy,

9 LIVES

Arc

ATARI ST
PRICE £24.99
ouT Now
GRAPHICS  85%
SOUND M
PLAYABILITY 79%
VALUE 82%

OVERALL

82%

AMIGA

PRICE £24.99
ouT Mow
iIBM PC AND
COMPATIBLES
N/A

CAT
FACTS

THERE ARE
approximately
6,500,000 cats in
tha LK.

THE USA HAS
approximately
54 600,000 cats.

THERE ARE 330
different breeds of
cat. The Ragdoll is
the largest and
generally weighs
between 15-20 |b,
The smallest, at
around Glb is the
Singapura. Tha
largest UK cat ever
recorded was a
tabby weighing in
at 44.5 |b

THE ALL-TIME
mousing record is
held by Towser
who killed an
estimated 28 899
mica in 24 years,

THE OLDEST cat
ever recorded died
at the grand old
age of 36
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BOB CATS

IT'S NOT EASY_being a cat: Bob go&g hrough a lot for Claudette. Here's a selection of his best

JUMPING

SWIMMING

SMOKING
TEMPORARILY INVISIBLE DEAD {AND SUFFERING THE INEVITABLE ILL-EFFECTS)

hisscore: 18614
2 BOB'S BAD

e

N
\\I\.
"4 BOYS

THE MAD SCIENTIST'S world is
swarming with enemies. Here's a
selection of its most common
inhabitants.

RABBIT

This hare-brained
lepus puts the boot
in.

FISH
A sinister
subaguatic soul
with iaﬂmh 1l':at N MATTER how terrible the hardship, how horrific
i ; would put a the ordeal, somehow a cat's true love can't help but win
WITH A PAIR of magic wings, any cat with a tail can defy the piranha to shame. through. Claudette’s a reward in herself but Bob gets a

jaws of aerodynamics. Flying is less hassle than jumping bt

th in. It i -alyti -
@ven with a magic chopper it doesn't last long. Make sure you sportscar thrown in. it Comes with a cat-alytic converler

naturally.

are positioned well for an emergency landing. RAT
= Vermin is vermin, SR res
and no friend of 9 LIVES i=n’t a licensed product but it's what
ieir:u.':lwdnﬂlw all those mediocre cartoon ‘conversions’
g e {Tom And Jerry, Garfield, Snoopy) should

have been. It's got all the cartoon essentials:
cute animation, comic-book artwork and bags of visual
gimmickry. Add to that a sophisticated network of
conveyors, ledges, spikes and underwater channels,
and you have an exciting platform game which
guarantees hours of absorbing fun. Admittedly, the
unusual jumping controls dotake 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 1o lots of

owWL

These come in two
forms: wise or
mad. Neither is
pleasant.

$:"';-::Ei:nm entertainment later. All that's missing are a few
-,,,m':m bgm well-chosan sound effects: Bob’s animated antics are
irritating if you crying out for the odd sampled bang, crash and miaow.
. i P 9 \
$;+1:le it However, 9 Lives snorts a suitably comic soundtrack, is

addictive, silly and well-designed.

AN AMIGA version, claws and all, should be
DOG in the shops as you read this.

g e &_ & :
2 2 ", P " e As every cat
a knows, dogs are s
A CAT CAN LOOK at a king but if the cat's in invisi-Bob mode thick. A quick flick ]
the king can’t look back. Invisible save for his head, anemias of the wool ball is
fail 1o note our feline friend at all. Its only disadvantage is that all it takes. BAD NEWS for PC cat-lovers. You won't |
you can't see where you are jumping. ok Boh.pr Jour e ]
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4 durection, arcade-
sesntrol stick with two

Eprsalent switch. B
ampatible with most / ‘_
#se0 game systems.* . . _
) STARFIGHTER - QS 127 High-speed auto-fire and
Far and away the most versatile remote 8-direction thumb-pads.

b controller, effective at 20 feet, compatible Compatible with most video
with mostvideo game systems.* game systems,*

INSIST ON QUICKSHOT-..
_~THE GENUINE PIECE
9%, ) by Bondwell

o5 00!

AT |

FUI 29F

Y

Available at most major department stores and computer dealers.
*Sega, Atari, Commodore, MSX and Amstrad
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'Control any dne of.gix*different rulers; in
this the ultimate arcade strategy challenge.

Epic cinema-style presentation.

- - 1‘? .-.t"'-
G :{ a Q‘ZE,;; SHALSE00D Stunningly atmospheric soundtrack.
: PAST IS STAINED
o ﬂlt.hmqr Fﬁiﬁf the Ni eeeég.&r* Centiify. The .
- India-at t;ﬁ“m_"% e iﬁ et the country rival factions Stage elephant races and tiger hunts.
e '-' — A E-?'*W g ECIIIIIS« by :}"*“ :
77U id for power. _kxx--.;;.la [TACK .\..:’Iftf'.'-“f i :
£ i!'us is your chance Jﬁii:t_t;h‘ﬁlme’ﬂ[ 'the course of sry#Take the Face natural-disasters: earthquake, flood
ré5° Folédhany one.g ‘the six contenders:for the Einpirg and and famine.
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| WAS WATCHING Them! on TV,"
explains VID's graphic artist, Dokk, “when |
wst storted talking about samurai. At the
fime we were in the middle of designing
another game but we weren't very happy
with it. That's when it hit us.”

From rondom thoughts grect designs
emerge. When Dokk sat down with Mev
Dinc and John Twiddy — head honchos of
Vivid Imoge Development, crectors of The
Last Ninja (8-bit), Hammerfist and Time
Machine — in the company's Watford
office, they decided the samurai concept
was exoctly what they were looking for.

“We wanted something fairly mysfical so
that we could put in lots of special effects.
Somurai also have a very sirong sense of
honour — that fitted in with our plot”

And honaour is what it's all about. Foryou,

highly trained samurai bodyguard, the

rof your ancient Japanese lord is the
ulhmula disgrace. Under normal circum-
stances immediate hora kil 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
foce of goodness, tweaks the nose of
raspecrubllrry and makes his Escupe by
warping through
fime. Before the
body was cold you
snatched up your
magic sword and
SWOTE ONn YOUr mas-
ter's beard to travel
into the future, bat-
e through four
death-defying le-
vels, and sort out
that double-cross-
ing demon.

They called it The
First Samurai (the ‘pun’ on The Last Ninja,
by the way, is purely coincidental) and as
Dokk (whose previous work includes
Vendetia, Dominator and BMX Kidz)
began designing the grophics, Vivid Imoge
discussed who should program it. That's
where Roffoele Cecco come in.

“I'djust converted Time Machine for Vivid
Image on the Spectrum and Amstrad and
they asked me would | do this. | was looking
for o 16-bit project to do ot the time but
everybody kept offering me B-bit stuff
becouse I'd done so much ofitbefore. Thenl
sow Dokk’s grophic sequences and
thought, T'll have some of those'"

The admiration was mutual. Mev Dinc:
“We wanted Raf to do it becouse he's not
only @ very good programmer, he also
comes up with lots of really good ideas. If |
suggest one thing, he usually comes back
with three."

Development so for has been an
ongoing creative process in which every-
oneis encouroged to porticipate. “Deciding
on sprites and backgroundsthat everybody
s 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 o
fod more special than your average hack'n’
gay romp. User-friendly controls are a top
priarity: “You hove to be able to pick up the
wystick and just play the game." The First
Samurai comes with o variety of different
Sghting movements but there's no need to
st down andlearnthem before you play. As
John Twiddy explains: “The main thing is fo
2=t lots of manoeuvres in there. They're all

A PLAIN landscape
like this one can
be transformed
into this jumble of
araphica and
gures in a matter
of minutes. The
graphical blocks
are selected from
the menu at the
top of the screen.
White blocks
superimposed over
the graphics define
the 3D by
specifying the
position of the
edge of the road,
climbable walls,
plllars you can
jump on and any
outcrops against
which you might
bump your head.
The numbers at the
base of the screen
are a mine of
information on
current block
positions. “For the
ST conversion we
have to pre-ghift all the blocks. W-nudtu know how many there are so we can calculate them in advance; the editor
automatically keeps track of all the diferent types of blocks on screen.” |t also allows you to define points to trigger
happenings, arock fall or an alien appearance for example. The figure 200 on the right is the code for a bat — 201 would

be a flame.
<= TUININ
rewurded
with
samurai
execution.

FOR AN INTRODUCTORY sequence, VID
is taking the ever more trendy cinematic
approach. The final version won't just
feature lavish graphicai attects like this, it
will also give a movie-style flashback of
preceding events. This isn't just
cosmetics: VID is convinced that a good
intreduction adds to the atmosphere.

SPLITTING the main character up into
separate limb and torso sprites isn't just
mora memory efficient, it also means
that the number of potentlal movement
sequences is practically unlimited. While
our hero's arm is slashing you can
make him stand on one leg, bend his
kneas or turn his head around. An
added advantage Is that humanoid ene-
mies don't have to be designed from
scratch, you simply use he same limbs
and stick on a different head.

165

PROJECT
The First Samurai

PUBLISHER
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Development And
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SPEED: The First
Samurai runs at 23
fromes per se
“We decided not to
go for 50 frames
becouse it's got oo
many hmilations. You
can't hav
araas DF 'n.FHI [
onimafion if you
want that kind of
speed.”
A FRAME from a sprite animation DATA: If's for toa
demonstration which displays our samurai party o say how
hero's potential movements one by one. much dota the game
In addition to a series of unarmed fighting will toke up — “a lot”
manoeuvres there's the potential to col- is the nearest g
lect enough magic to use that marvellous RT3 PRURIEE
magical sword. 105 different imb

sprites, which cur-
rently build up te
about 30 or so diffe-
rent movement

uses a 386 PC and
PDS*

TAKE A LONG look at this screen because
chances are you won't see much of it in
the final product. The sewer background
is almost definitely being dropped and
even the future of Dokk's spectacular
cascading water sprite hangs in the
balance because it uses up far too much
memory, almost as much as the main
sprite itself.

DOKK'S LANDSCAPE designs emphasise the old and the new.
Waterfalls and bridges are reminiscent of ancient Japan.
Strange modern etfects like these bizarre, spinning pillars aim
for the more futuristic look.

JOHN TWIDDY AND HIS AMAZING
DELUKE MAP EDITOR

FOR MAXIMUM flexibility in background design, John
Twiddy has put together an all-singing, all-dancing map
editor which runs concurrently with Deluxe Paint. This
clever litfle utility allows you to load in graphics, select,
positionand animate b-ur.:;mund blocks, as well as define
their depth relative to other objects. So far, the bulk of
developmenthasinvolved perfecting the editor’s features.
If's an ongoing process, as Dokk explains: "Whenever we
want a new feature we simply phone John up and ask him
to include it.”

~ T FIF AT

‘-‘: — it i — il il

CURRBENT PLANS allow for two different styles of opponent,
Killing a humanoid such as this one wins bonus points and
handy pickups. Smashing tougher, more mystical enemies
endows you with mystical powers. Exactly what kind of
confrontation will round off each level hasn't been finalised yet:
“it could be a mega-baddy or it could be something else. Either
way, it's bound to be spectacular.”

THE TEAM HAS
researched its
material well. This
piece of oriental
calligraphy is
genuing Japanase
tor ‘samurai’.
However, an
interesting fact for
trivia fans is that
historically no
samurai could ever
be first. According
to Japanese tradi-
tion, all samurai
warriors are egual.

4 ¥ s C =
A MORE BECENT example of the first level shows pleasant
countryside instead of stinking sewers. From here our valiant
samural travels into two Increasingly technical levels of
cityscape. Level Four returns to ancient Japan and a confronta-
tion with the great master-murdering demon himsalf.

THE CREATIVE
genius behind The
First Samurai, out-
side Vivid Image
Development's
Watford base: Mev
Dinc, John Twiddy,
Raf Cecco and
Dokk.

effective so ullimately you don't actually
need to know how you've done each one.”

There's no need to sacrifice visual impact
o eosy-to-handle controls: “In  some
arcade games, when your opponent'sin o
certain position you end up grabbing them
and throwing them aver your shoulder. It
looks you're doing semething very spec-
tacular butin 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 and explor-
ing your environment, 5o there's a plethora
of rocks to climb on, platforms te jump off
and ledges to land on. One opfion under
discussion involves more complex search
and mop factors on Level Three.

Three sub-gomes are included for
variety's sake. As you are whizzed into the
future on some form of fast-moving
transport, a train, or a lift for example, you
leap from point ta point, negotiate traps
and avoid treacherous obstacles (as yet
unknown).

Another major VID innovation is a direct
irade-off between kicking assand watching
your back. Approaching the demon’s
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 o fireball. The strategic
alternative involves charging up o trans

-portation pod

* pDS stands for Prog-
further along your D e
rou’re.. Mext time System. ':ﬂﬂhd l:-'h
you die, there's no  Fruod Katen, it is
need ta fighf your mdmh“ mmmﬂ for
way through fami- onal antortaki-
liar enemies again :‘:;_,‘"I Yoo St
you restart from Funs on an 1BM PC or
that spot. MH;."""' w
inkond ™
Though Raf's CV (o iine, and allows
consists of a list of s 1o be
Am. monitored and altered
Spectrum and Am In reol fims. The cods

strad titles as long
gs your arm (Equi-
nox, Exolon, Cy-
bernoid, Storm-
lord, Sclomon's
Key) The First Samurai is his first project on
14-bit, specifically the Amiga. Inevitably,
most of the hwa months in which he's been
involved in the project been taken up with
gefting used to the machine: "Obviously |
couldn’t use any old sprite handling or
scrolling routines because | didn'thave any.
I've had to start everything from scrofch.”
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 faidy long
development period: “We want to make
certain there’s plenty of time at the end for
tweaking. Thisisthe sort of game where it all
comes down to how many enemies there
are and where they're positioned.” Thefinal
version will have had all its levels
extensively tested one by one.
Meanwhile, VID has vorious other
projects upits sleeve, though what, how and
whyissomething the team's not prepared fo
reveal at this delicate stage of negotiation.
Some dabbling with a 16-bit console
| we're not sure which one”) may alsobe on
the horizon, though nothing's settled yet As
forRaf, it doesn't look like he's going back to
the Spectrum: “I'm enjoying 16-bit too
much.”

the PC and then down-
loaded 1o the larget
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The world of Midwinter is getting
warmer as a sequel approaches, andit’s
snow joke. Gordon Houghton thaw-t

MicroProse

AUTHOR
Maelstrom

Mike Singleton
(Design, Maths)
Wal Franco
(In-Game
‘Pgrmnnd]-

Dave Gautray
[Graphics)

Geo

Williamson
(Character Design,
Conversalion .

Screens)
Dave Olimon

he'd dig up the details.

Andy Elkerton
{Progromming)
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April 1990

RELEASE
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March 1991
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March 1991

IBM PC AND
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March 1991

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 opporiunity
to try out different modes of transport on
your home island, or sample a mission, o1
plan st . Raids allows you o
attempt individual missions, and Control
is where you tackle an entire campaign.

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
irregjur: if it was totally flat, fewer calculations would be
necessary. In addition, all the scenes and objects have
more complicated vectors and greoter detail - for
example, there are 120 faces onthe 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 maps have also been
modified to accommodate the larger area and new
colours: in essence, they have been crommed into smaller
memory space and run at higher speeds. Maelstrom has
designed its own londscape creator to facilitate mop
design: "It was written in a couple of days, used for o
couple of days, and it won't be used again until Midwinter
.

THE STORY SO FAR.. In 2039 o rogue
metearite siruck the earth head on, causing
widespread global cooling and lowering
the sea-level. In 2060 o colony of survivors
established o crude society on Midwinter
island using basic technology. In 2099 o
threat to their freedom was posed by the
dictatorial schemes of the evil General
Masters. A resistance movement was
formed, led by Coptain John Stark.

In Midwinter Il it's now several decades
later, and both Masters and Stark have left
the scene. The world is beginning to thaw,
and the seo-levels are rising aogain.
Exploration porties heading south have
discovered a new archipeloges of 42
islands off the coast of Africa. They
colonised one of the largest, nomed it
Agora|Greekformarketplace/forum), and
setfled down. Then the trouble started...

The sequel is a territorial contest between
the Atlantic Fedaration (that's you) and the
Soharan Empire. Becouse of climatic
changes, the Sahara is now a green and
pleasant land, and its people have become
insatiobly acquisitive. They are rhmmaning
to launch an armada p pronto, an
unless you acquire enough islands to thwart
them, your civilisation could be wiped out
before it begins.

This is the most fundamental change in

ameplay between Midwinters: the switch
a single islond to a cluster of 42. Hugh
Batterbury, Midwinter II's Producer’, exp-
lgins: “One of the ems in Midwinter is
that the island itself is too big - playing fora
few hours at a time can be more of a hassle
than an intrigue. A number of different
islands means more variety, and a greater
total land area to explore.”

The idea for the island ruuramargnd as
Mike Singleton looked ::glma y ot ways of
improving the acion of the original:
"Midwinter could be too much of a long
slog. One of our programmers finished itin

eviving The

THESE ARE THE
42 |slands of
Midwinter Il

fractally-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

environment, so
that the map is 5
full-screen at all
times, and you can
room in on any
spot with up to 64
times
magnification
(Midwinter had 32
times). But the fun
doesn't end there,
because masses of
information is just
the click of a
mouses button
away.

HOWEVER, THIS IS probably the most
usaful map mode, since it gives access 10
detalled vital information. For exam

that scorpion insignia and the red

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.

BEFORE ANY CAMPAIGN, you can plan your strategy In
advance — it cuts out the hassle of experimentation. You are
able to simulate capturing any of the islands in any order or
combination, before forcing the enemy to launch its armada
{which always iakes the line of least resistance). It's well worth
spending some time with this screen, since it could save you &
lot of time and etfort. For example, if islands are cut off from
enemy supply lines they liberate themselves: you don't
necessarily have to capture all 41 islands to win...

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 fans, the two lslands shown here
are Sikasso (foreground) and Dhatra
(background).
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AND THERE'S MORE... You can also toggle a flat political map,
which reveals the name and political orientation of every island
& any time. It also points out the enemy strongholds (three of
Sem indicated with light green shading), as well as shipping
routes and supply lines. If you like, you can plot an automatic
route from where you are to anywhere else on the map just
Bear in mind that travel takes time. You can follow the route in
solid graphics, taking pot shots or admiring the scenery, or just
§° straight to your destination.

FOR EXAMPLE, 3
how about a : A
relief-map of the
sea-bed? It's vital
if you navigate a
submarine...

under an hour in fraining 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 o deeper
challenge.”

The siructure of Midwinter Il has been
adapted occordingly - you con playitas 41
individual missions, or as o campaign. The
missions are island-based, with a skull
notation indicating difficulty: if you want to
play for halfan hour, pick asmallisland [one
skull). If you fancy an 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, or
Sobotage 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 fo know each island's social structure as
you go along. Free an island and you are
rewarded with o couple of gifts: mundane
items such os toasters (score is kepi in
dollars), and items useful to later missions,
such as exira weaponry.

There are nofime deadlines on individual
missions, but if you play a campaign, you

THE VEHICLE SETUP utility is where the
parameters are set for each of the 22
vehicles. It allows the programmers to
toggle the ditferent axes of movement, set
the tuming speed and acceleration, and
define the effect of contact with the
ground - everything that you'd need to
distinguish a submarine from a zeppelin.
Mike explains the beauty of it: “We don't
have to write an individual program for
each vehicle.”

need to be swift. For the first six menths you
concentrate onfreeing enemy islands. After
that, the Saharan armada sets sail for your
stronghold. If 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 of
vehicles hos been replaced by a current 22
modes of transport - “and there may be
more”, Out go the skis, snow-buggies and
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
skig, 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 eraters in extinct volcances.

However, much of Midwinter has 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, fromincreased complexity
in the landscapes (250,000 square miles
compared to Midwinter's 160,000, andd
four times as many pixels), to o greater

# variety of encounters. There are even &

r | - p———— ————

THE MAJOR DIFFERENCE between Midwinters in terms of 3D
environment is the absence of snow. Down in the warming
tropics, the terrain is lush and verdant — there are even a few
palm trees. However, you still encounter vast cliffs, rough
ground, and even some strange aquatic scenes. Vehicles are
distinguished by a relevant graphic overlay — in this case, a
|#ep. There's also a wide variety of weaponry, from hand-helds
(sub-machine guns, pistols, grenades, bazookas) to
vehicle-specific armoury (air-to-air missiles, tank guns, and so
on). The display panel at the top Is constant, and contains a
radar, muscle power indicator, 2d-hour clock, minl-map,
compass, speedometer, turnometer, artificial horizon, altimeter,
fuel and weapons indicator.

215 )|

& MAY

A FLYING JEEP? No - this is still the jeep overlay, but it has
been given the qualities of a helicopter by altering its
parameters on the vehicle setup screen. You can travel
anywhere as long as you have the right type of vehicle.

i
i
f
e —

it

MIDWINTER |l also features a night-time mode, including a
half-hour sunrise and sunset sequence. Maelstrom is making
great claims for the PC version, which will run in VGA... The
oneé major omission at the moment is the ‘misty distance’ effect
- that’s going to come later, as Mike Singleton points out:
“Looking at this without the misty distance, you can see why
we put it in.”
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FRAME RATE... Al-
though it's only run-
ning af six frames
per second right
now, Moelstrom is
loaking

to increase the
speed. Mike Single-
ton eluadates: "It de-
pends on the direc-
tion you're looking,
but

the average is six
frames. On the fi-
nished product we'd
be pleosed with a
fop rate of 10
frames,

with six in more com-
plex scenes.”
POLYGONS... The
number of polygons
on screen ot any
fime vories, ogain ac-
cording fo the
viewpoink: “ob-
viously, if you're
loaking at the sky,
there aren’t any.” An
overage of 200
polygons

are disployed al
once, but the pro-
gram Con process up
to 500 “not oll of
which will be
displayed,

but all of which have
to be calculated.”
DATA... The three
disks usa a combino-
tion of compressed
and row data: “the
major work is done
_ on the grophics and
sound, which are
compressed of a ro-
tio of aboul three to
one — 50 the 400K
of compressed
graphics amount fo
about 1.5Mb of un-
compressed dala,”
The program and
mission

disks don't feature
such hefty compres-
sion, bul do contain
another 1Mb. In to-
tal, there’s probably
obout 2.5Mb across
all three disks - al-
though Maelstrom is
keen bo point out
that it's not finished
yel, and more may

be added
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special icons activated ot key moment
throughout - for example, in the rig
situations you can jump from one vehicle h
onotherl

So how is Maelstrom managing fe fitit all
in? Well, three disks help: o Master Disk, ; =
which contains the program, a Mission Disk ; :
containing all 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
seratch. When Midwinter || came around
we'd already developed the routines, and
there was much greater scope to design
and explore.”

The team is already thinking ocbout
Midwinter 11, as Mike Singleton poinis out:
“We haven't planned i, but we've
mentioned theideg, and | certainly think we
ought to do it." However, a Midwinter
scenorio creator based on the ufilities
Maelstromis currently usingisn’tlikely: “alot
of the game design would be oo tedious.”

The more immediate future holds
Starlord, which is bosed on an old PBM
game written by Mike in the early '80s - “it
was probably the first PBM game in Britain.”
Its @ 3D space combat epic in which you
can contrel anything from single ships o
whole fleets, and if's been underway for
some considerable ftime: it keeps
gelting interrupted by other projects.”
MicroProse will publish it, probably
sometime next year. @

The secret police have
capfured you. You languish in
gour cell, waiting For a chance
to escape.

Your guard Today is Schu
\wfill you do nothing or will
take desting by The throa

MEETING CHARACTERS is one of the major parts of the action. Having seen only the barest details about
them, you have to decide whether or not to talk, and whether to use charm or foree. |f they cooperate, they
could offer help in the form of a mystery trip to a leader, forged documents, weapons, vehicles, contact
with other people, or shelter from the enemy. But beware - some characters help more than others, and
soma are traitors who turn you over to the secret police.

MIDWINTER HAD 32 characters, its sequel has 1500, each with a different portrait. The
major difference is that this time you control only one person, and interact with the
rest, Before the adventure begins proper you choose your name and sex, and set up
your own porirait, altering the style and colour of haircut, eyes, mouth, nose, lips and
the shape of the face. Once set, this face appears in miniature throughout the game,
on objects such as passes. As Mike points out: “It's fun to play even on its own - and
you can get some pretty good likenesses!”

Fiwld Sgent bobn Flir
CHARM
:

IN ADDITION TO the face, you also set
your character's psychological make-up
from eight character traits. So, for
example, you might want to Increase your
bribing skills, or improve your sex appeal.
However, to keap a balanced character,
increasing one attributes decreases
others. You can also change aspects of
the physique, such as stamina,
recuperation and endurance. These skills
are all enhanced by practice during play.

., | BRIBERY | ) y

' pood b TR T I 55
MAELSTROM was formed five years ago and, as Hugh
Batterbury comments, it “was probably the first specialised
development team around.” The Midwinter squad is (from left
to right, standing): Bruce Butterfield, Mike Singleton, Dave
Gautrey, Hugh Batterbury, Andy Elkerton, George Williamson,
and (seated) Dave Ollman and Val Franco.
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Amateurs, run for cover

WATCH OUT:

...Jor only the best!

Auailable on ATARI ST, AMIGA, [BM PC “EAT Coume
and compatibles, COMMODORE 64, SPECTRUM and AMSTRAD CPC. -
NOTE 11 KICK OFF is not avaible in the PC version.
NOTE 2! In the SPECTRUM version STUNT CAR RACER and SUPERSKI are replaced by CARRIER COMMAND, P 47 and RICK DANGEROUS.

GREAT COURT ) Ubi Saft ) s Byte. FIGHTER BOMBER © Actimgion © Vektor Grafin 1989 UBI SOFT UK

1 SR © Morte 108 SOCMMCRUE © s © 1M Dot e 1 O SADDLERS HOUSE, 100 READING ROAD

[INER COMMAND © A , ke Huinking L] 5 0l Eritish -
mcylions pi ﬁllli:'lll:! lr“FII:"iI:I:TIaﬂrl:s“;ll:lrll:lllllllri :I-:l!"-?llil:lidz.ll;-lllnl:::m YATELEY MHBEHI.E'!: SUHHE"I" EUH TRX

e licsnsed bom © 1088 Joleca, TEL.: 0252.860.299
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MAIL ORDER TO:- DEPT ONE, 55 HARROW DRIVE, LONDON N3 9EQ
TEL: 081-803 0833

AMIGA PACKS EAPAMSION FACK 520 5T DISCOVERY PALK MEGADRNES from £139
SCRLT M GEME bg inc 12 MEEG AN =) ] INC * 17 mith GUARANTEE
FLIGHT OF FANTASY + DUNGEDS MASTER * PLAY LK B JAPAN

STAMIGE: FRLE
ACCESSORIES PACK WHEN
PAYING B¥ CHINCASH

GAMES
* EMGLISH TEXT ON
LCAEEM

£369.99 | | £419.99

DELIVERY E

ADD 5 OFFCIAL WERSION £173
regga 112 mag RAMwehsock &, S LIC 10 Caplomar 215.00
+ Dungoon Masinr B4.50 Panssonic KNP W01 rL ]
Exngrnal (Hek drives 65,99 Pralips CRAEE3IN .00

ACCESSORIES Peck:- £17.50
10 DOVES DRVE CLEANER, MOUSE BAT
ST COVER (5T-AMI. MOUSE HOLDER, 10 CAF

QLALITY 315" DIsDS DISKS
1 5.59 3 188 50 FE )
Al disks boand in 10°s wah Isbeis & priniod
graminm

B
AMERADYine TETHIS ... —— ] Comyetition Pro SO0 Extra 1350
ATARILINE iz CAL GABES I ) Chaeriah 126+ 150
Dwarnand 1§ Fagh B0 msaram asrly for chrisbmas Kooma Wi gl o n
] Sgmadking L Autal 950
SOFTYEARL Lan Hisja I e 158 SPIOIAL OFFERS
BT AMEGA Lates B W WS Grend Prx Dol L 1]
Brwerar Drpaa ME N agram & 150 TRS0 Poserdrtl 188 19
L] Mu Whin Girsein W BT Wil Depara 458 A
HE Wn Whdreghl Rsatsnte 115 BS Karoa I 35 BN
R SOIE bl ] L u L [T BT ] Seeirhalade 1n#E 118
Back w e Faiere 1 W IR Manty Pyfon 13% 1am Duigear M 1| 1am
* Banbe Coremand WE R Mardai 1AM (] 139 139
Hattiemanter [ F- 1 * Nars 158 "8 Farst Contact 99 M
BSE Jane Seyrroun s BN Magsiirese 15M 5 Falcan (I ]
. 1B RS Mg Sprit mE T Shathegach Lak ]
il Mavier 11 an bon Slesit X D Jumperq Jecksan e 1]
Comba Racs W WE 3] M e reilue e ne
156 T Finksl Magi LT Naropkohe (T ]
Cybsarbarl uE s i Frla i s 1sE Carguing! Br.]
fsmaries MR WE Pistiruer T T ] Turbo (uinn L
s of Thumde WE 6D Papaimis BT 16N Chaos Smibes: fack i)
* Dimgen Breed W RS P o PP 1850 198 W Came Dasart 1898
lragera Bt 1550 1850 Power Facl EE 158 Kaighia of [opvtalans L]
‘Wan 13% 168 Rigaiuman 101 1584 158 | plemapen 1499
E Mitien 118 159 CE W] Shisdew of The Be 149
Frobgn Husgbuirs 191 [T Shamdow ol B Barm T [ratihen WwE A
SECTEr Shytiow Warmet [k Dragons Brasth 1| 2.
Esz Planet Bobeis 137 KA Eharman WU s e Irfatoem Adwermires L
faicos Mosien Disc 2 128 0OJS Sim [ity L] [ !
F19 Sinath Fghiai HE nm By Spw Seciet Agand 1588 1EW Chessmagisr TI0 a8 98
| Commmarsd WE s My LTIl idwyaie Scrals m#| M
b ol B i der w15 s 18RS Bedwerriares Dvareradl
Farw gl Fomged 3 WE  ES The: Lot Paieel 159 16X
Firad wE BN Thaii Frgst Hosr 1% a8 CHRIETMARS RILEASES
Fimbea Cunsl W IR Taere Fard My e Ae Chass HID NN WS
Full Meinl Plansi (L1 LT Thinderembe 58 e Egmnt ME WE
Funre Dresms CC L | THT e e Deldin Aai WE WS
i LF- Toreat Thi WisTon HE WE Holywod Colleciod W TR
Fizimimry 1 159 "N Triad L 1] Rt op-1 1588 1889
Ehasly g Gabra Ay 0N Co s 15m Spwedball 1 W 1RTS
ey m HE Temcen LFT T ] Sirsder 7 S IEH
Harers i W75 TETR v ¢ hewble s =s ST LM R 135 138
nr.::w Lr-] u L EE ] snnagn Butarr Tormies s IR
i Sacowi Chalange e e UN Squedin IE™ 16 Taigl Recsil 1598 1589
Fenheae 1558 159 METHE 13aE an SOFTWARE PRICES ARE WAAIL DRDER
Fich O 7 1iE  11E Whesk ef Firg || A OHLY
® (L BE 'ﬁ'\llq-plllhr s
Kberg Gareshow 1559 - LT
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A ‘BIT" ON THE SIDE
PUBLIC DOMAIN SOFTWARE

8 THOROLD PLACE, KIRK SANDALL
DONCASTER DN3 1NU
TEL: (0302) 887332

|between 6pm - 8pm Monday — Friday)

+ OVER 500 MEMBERS IN THE FIRST THREE MONTHS
# NEARLY 500 AMIGA PD TITLES IN STOCK
% DNLY DOUBLE SIDED BRANDED DISKS USED
* £1.75 PER DISK
* ALL PRICES INCLUDE FIRST CLASS POST + PACKAGING
* SAME DAY DISPATCH
* FREE MEMBERSHIP, NO HIDDEN COSTS

* COMPETITIONS AND SPECIAL OFFERS ON CATALOGUE
DISKS

Many e aftwis o 1AkS SIocoed, ring for avadabilmy ierms merkst ® not gvallabis s lima of going 1o press Mew fileasas sent

o dhary ol i, S0k ilmma are nevw sant 151 class pot by ratuen (PO/Cr card) - chisgue rders nieasa B <loarsrcn. All

pricas mclude P+ P for LIE FUK jor mad order only. Visit our shop thnng this ‘w10 cinmn sbonm o hiFdwars sed 750 oM
FAP o= sofreare [g FH I!TI 175

28A WESTERHAM AVEMNUE, EDMONTON, LONDON N9

OFFER A: Catalogue disk contains 2 Music/Graphics
Demos, 1 PD Game, Complete list of titles available
- £1.75

OFFER B: 5 disks containing Utilities, Music, Games,
Music/Graphic Demos + Catalogue disk, All 6 disks
for £9.00!!!

ALL CHEQUES/POSTAL ORDERS SHOULD BE MADE
PAYABLE TO: A ‘BIT° ON THE SIDE.

[

*Mo external loppy 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

*Dver 200 copying routines
indluded with the cartridge.

Happy ST The Ultimate
Backup Device

It's a lethal copying tool

‘Cm-l'lumppindﬂthuﬂmr
software so that you can find the
protection on the disk.

*Version available that supports
MAC roms call for details

*Backups 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 copler that only copies
25%, 30% or even 40% buy a copier

that copies 100%.
Don't delay order Happy ST today!

When ordering please state whether you require the cartridge for the STE or notl.

Available From: Third Coast Technologies Unit 8, Bradley Hall
Trading Est, Standish, Wigan, Lancashire, WN6 0XQ,
KN Telephone (0257) 472444, Fax: (0257) 426577 e
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' ' . Broom - Hail actress &
gidower of the famous film

'cer Sebastian Broom-
[ Hall; who was hold-
ing a cocktail
party for the
rich & famous.
S As one of the

B fuests  Lord
Alfred And-
rews has
taken it upon
himself to keep

S — —_ - e o DBTI"GUISHED

'hH-i blLE‘l \ N OR‘ lng,l.'nrlrl:arrJrIGI{marr1 PELR HA.S 2
THE LOCATION OF [ \tatieel (SR Rl

HORRIFYING HOMICIDE [ " Xrimostasiun i) 1000

each thesceneofthe Lord Alfred Andrews has
, but they are esti- ©only 2 hours to try and
M to arrive at approx, solve the murder of Mr
~ 2 hours: after H Charles Innes who was
N attending a cocktail party
¥ pch. at ‘Ghastley Manor’.

Tin | He reports, “Things are

| 4 || {ie mot quite as [ initially
: Iyl | . -F_. ' Al
P N ’ = k . % g

Police have today been in- rington, W, Sussex.
formed of the murder of It is believed Mr Innes was
Mr Charles Innes, aged 46, stabbed to death at the
i an attorney from Bar- home of Mrs Auvdrey

thought, The guests are en-
twined with love affairs,
disputes over inheritance
& outbursts of jealous
rage."

Investigations continue.

U.S.GOLD
Purvevors of
Fine Quality &

Original Software

IBM PC EGA
The Naily ¥ Threnicle

ﬁ MURDER!

CBM 64/128 Disk @ Atari ST Sqr wly intended 1o be illusirative of e game
Amiga @ PC & Compatibles r'.l.m'fd ml-rmmr mmn"l ‘::.u :-I.dh p: I:-"r:ml nb‘

G 1990 U5, Golbd Lid. Al rights reserved, subgect b ihe sprrificstin
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GHOSTLY
goings-on in
‘poltergeist’ pool.

PEOPLE!
Get mowng and send
us your pactures

music, animations and
the like, Each manth
we print whatever
takes our |J Cy, &0
make ‘em good or
.“:lE‘f.dIrII'} or bath
and the space is

yours_.. The address, as
ever, is DEMOS, The
One, Priory Court,
30-32 Farringdon Lane,
Londan EC1R 3AU
Don't forget to send a
stamped addressad

iffy bag if you want
your disks returned

AND HERE'S
WHERE TO GET
THIS MONTH'S

AND A FINAL burst of ‘Turtle’ Recall before we blast the
green geeks into space forever.

Phil South

e § shakes it all
ATARI 8T about and
The O Club
Calalu:uaeg::h a:d dﬂes the
all other Demo Club Hﬂ'l{EF
wares are available .
from (surprise CDkEy’ Wlth
) the D
Club, 23 Alma Place, what turns
Spilsby, Lincs PE23 i
i ;LrBL Tlal. (o7an) aruu"d I.“
53741 the Public
AMIGA Domain.

The Digital Concert
comes from Deman
Software,
Harbledown,
Westland Green,
Little Hadham. Herts
SG11 2A0Q. Ghost
Pool and Spigot can
be obtained from
ADS, 7 Park
Crescent, Worthing,
East Sussex BN11
4AH, Tel: (0903)
210279, The Goldfire
megademo was sent
directly to us by the
authors, but they say
it is available from
Start Computer
Systems, Barbican
House, Bonnersheld,
Sunderland SR& DAA
Telk (091) 564 1400
(EXT 208). Total
Recall was sent to us
directly by Pendle
Europa, but is also
available from
Diamond PO, 21
Bettiscombe Close,
Canford Park, Poole,
Dorset BH1T SDH.

EM PC AND

COMPATIBLES

Both Captain Comic
and Triclops Invasion
are available from
PDSL, Winscombe
House, Beacon Road,
Crowborough, East
Sussex TNG LUL Tek
(0892) 663298,

e el A

P-p-P-P-PLEEEASE! Steve Packer's Roger Rabbit.

HAYING BEEN a bit thin on the ground recently
Atarl ST demos are now pouring in (hooray')
Maost of the really good ones came from the
Demo Club, including its dead neat Demo Club
Catalogue disk. This professional piece of work
ncludes free textual and graphic blending
ntros, 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 slideshow 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 V1 by
Flash. It's aclever piece of music, and very ncely
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 Gandalf's 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 and a tap. The bowl has the Amiga logo on
the bottomn, and drops of water ripple the water

atatally brilliant effect! Goldfire Megademo

RAPPING with Recall, totally...
“G-G- G-ET raadyf -f-for a surprise...
surprise...”

I \‘g‘

is the first megademao from a new British crew
based in Bedford. There's lots of smart stuff
here, such as bubbles aver a rocky horizon, a
well-hard picture of Big Brother from 1984,
NewTek style lips as music metres, and a swish
Teenage Mutant Ninja Turtles ‘sequence’ . It's
all well worth having, Fave rave this month
though, 15 the super-slick Total Recall demo
from Pendle Europa. It's a great slideshow with a
good soundtrack containing a lot of samples
from the movie. Heaven only knows where the
teamn got all the digitised stills and 5o unds from
The guote about sticking the thing up your nose
is here, although fortunately the horrible
grinding noise when Amie does isn't. The bit
when he's in a mechanical disguise s 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 isabrand newversion
of the famous graphic adventure, this time
featuring new options and considerably less
bugs. If you haven't played this game before
then get it. Triclops Invasion s 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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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. World Cup Soccer ‘90. Thanks for the
memories. The world's greatest game, brought to your small screen
for a month. Now it's time to stand out from the crowd and sprint
onto the pitch - Where the real action happens.

Actual screen shot

Tackle hard for the ball, deep in your own half, and send an inch-perfect pass wide to the winger. As he
takes on the full-back, you're sprinting down the middle, screaming for the return.

The ball swings across, high above the defence, as you stretch your legs to their limit. One bounce and you
let fly with your boot as the goal looms before you, sending the ball fizzing towards the top corner...

International Soccer Challenge is viewed from the players’ perspective at pitch level, giving you fast-flowing
three-dimensional action that you control as you wish.

- Play in position as a goal-hungry striker, - Play in the World Cup Finals or as a member
midfield general or unshakable defender, feeding of the top sixteen Club sides from around the
off the passes of intelligent computer aided team- globe. International football as it is played for real.

mates.
- International Soccer Challenge. It will make

- Dictate the whole pattern of play, utilising Gascoigne weep with joy, get Marradonna excited,

teamwork to perfection by controlling all eleven and have Hullit tearing his hair out.
men.
AVAILABLE SOON FOR YOUR COMMODORE
- Take charge of intricate set-piece moves from AMIGA, ATARI ST AND IBM PC COMPATIBLES
throw-ins, corners and free-kicks. FROM ALL GOOD SOFTWARE STORES.

INTERNATIONAL SOCCER CHALLENGE FROM
MICROSTYLE - IT'S A WHOLE DIFFERENT BALL GAME !
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BIACK MOON &

COMPUTERS

$9.95

BLACK MOON
COMPUTER CLUB

The prestigious members
only club for computer
software, blank media
and peripherals. What
you get:

Free membership card
exclusive 1o you.

Free updates on all new
releases.

Free advice and helpline.

hardware comes with
1 years GUARANTEE

Mo obligation to buy.
(Unilike other clubs)

Big Big discounts. Look at
these examples.
Robocop I 16.99
Kick off Il 12.99
F19 stealth

fighter 19.99
Days of thunder 19.99
Midnight

resistance 16.99
Night breed 16.99
Annual
membership £5.00
MEMBERS ONLY

+ BLACK MOON PACK

512K RAM, 1 MEGABYTE DISK
DRIVE, TV MODULATOR, MOLISE,
MANUALS & TUTORIAL DISK
KICKSTART 1.3, WORKBENCH 1.3
BACK TO THE FUTURE I, DAYS OF
THUMDER, SHADOW OF THE
BEAST ii, MIGHT BREED, DELUXE
PAINT 11, DISK BOX, MOUSE MAT,
DUST COVER, 10 BLANK DISKS
AND TWO SUPERB JOYSTICKS

99.95

All our

AMIGA 500, KICKSTART 1.3, WORKBENCH 1.3, MANUALS
& TUTORIAL, MOUSE, MODULATOR.

+ BLACK MOON PACK

512K RAM, 1 MEGABYTE DISK
DRIVE, TV MODULATOR, MOUSE,
MANUALS & TUTORIAL DISK,
KICKSTART 1.3 WORKBENCH 1.5
E29 RETALIATOR, RAINBOW
ISLANDS, EFTPOTAM. DELUXE
PAINT 1, DiSK BOX, MOUSE MAT,
DUST COVER, 10 BLANK DISKS
AND TWH0 SUPERB JOYSTICKES.

and FREE
delivery

3.5 40 holder with 10 3.5 d.s.dd 11.99
3.5 40 holder with 20 3.5 d.sdd 15.98
3.5 40 holder with 40 3.5 d.s.dd 2799
3.5 80 holder with 10 3.5 d.sdd 13.99
3.5 80 holder with 40 3.5 d.s.dd 29,99
3.5 80 holder with 80 3.5 d.s.d.d 4999
ChaatE T g T L L e 7.99
Cheetha starprobe . ... .. e .14.99
Pro 5000 8XITE . »iin v s i s ... 1499
Konix navigator .............cs00. 14.99
Replacement mouse . ............. 2995

CM 8833 COLOUR, STERED

MONITOR . L L
1 MEGAB'I'IE d.&
EXTERNALDRIVE.............. 69.95
512k MEMORY EXPANSION

+ CLOCK. . AL
EWMHWEE ES EﬂMES

COMBOLE T - it coe oo 95.95
SEGA MEGADRIVE ............189.95

+ BLACK MOON PACK
AMIGA 500, MOUSE MODULATOR,
MANUALS, AS01 MEMORY
EXPANSION, PRO WRITE 25 |
D PAINT i, D PRINT I, INFO FILE,
LOGO, MUSIC MOUSE, TALKING
TURTLE, BBC EMULATOR, BOX OF
10 OISKS, MOUSE MAT, RESOURSE
FILE, INTRO VIDED, LET'S SPELL AT
HOME, DUST COVER AND TWO
SUPERB JOYSTICKES.

+ BLACK MDDN PACK

10 MEGABYTE HARD DRIVE WITH 2 MEGABYTE
UNPOPULATED BOARD, DISK BOX, MOUSE MAT

AND DST COVER FOR AMBEA 500, SPRITIE,
COMIC SETTER, FANTAVISION
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'NDHELD "EXTRA
1™ & 16 bit
Colour handheld Console Curna;;.:tt:j:l
. - :‘;Hatte of 4096 colours
i it - on screen
High definition graphics Unciradahie to & rvikes
d Stereo sound
Multi-player Capability Hardware Scrolling
* Genlock Capability
CommS link cable Blitter chip fitted
& BLACK MOON PACK Ao JCEWGR port
i complete with:
4 Channel Sound BLACK MOON PACK BLACK MOON PACK
. e
Power Adaptor
L]
California Games
L ]
Pallette of 4096 Colours
L]
1 Cartridges to 8 megabyte Dust cover, 10 blank disks
: . e 2 superb joysticks I:T]:E
1
[ .
3
3
LYNX GAMES CM 8833 Colour steren 35 40 holder with 10 35 dsdd . 1198
Gauntlet L L] e e R 249.95 :g:mmﬂﬁﬁg:
gﬂ“ﬁinmn 1 megabyte DS. 35 80 holdor with 10 35 dsdg 1399 All our
Chips externaldrive ..............7985 3560 holder with 40 35dsdd .. 2989 hardware comes with
Blue Lightning SR et 15 80 holder with 80 35 dsdd . 4999
ﬁg:"“ 1T L] R NN s 2“““125-;{;‘; """"" 1: 1 years GUARANTEE
Kenophobe . eetha starprobe . . .. . 14. nd §
Papertoy Megafile 30 hard drlwe ...... e B N L e a _.d REE
o Megafile 60 hard drive .....68399  Konix navigator ..... ... 14.99 delivery
Klax Sega megadrive. ........... 189.95 Replacement mouse . . . .29.95
CHEQUES AND POSTAL ORDERS PAYABLE TO BLACK MOON. POST AND PACKING FREE IN UK, Overseas charged at cost. VISA
Subject 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 adwvertised discounts on production of cut-off slip. All prices include VAT
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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 Micholas

Hammond as

Pater Parker and
his arachnoid
alter ego. Let's
hope that the
forthcoming effort
| won't be so poor...
The animated
television series
on the other hand
was marginally
maore 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..

Spicher-Man,
Spider-Man,

[oes whatever a
speder can,

Spins a web any size.
Catches thieves just
like fles,

Look out!

Here comes the
Spider-Man.
Spider-Man,
Spider-Man,

Friendiy
neighbourhood
Epader-Man,

I5 he strang?

Listen bud,

He's got radipactive
blood,

Hey there!

There goes the
Spider-Man.
Spider-Man,
Speder-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,

At the speed of light,
He arrves just in time,
Spider-Man,
Spicer-Man,

There goes the
Spider-Maaaaaaaan!

DECEMBER 1580
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THE ONE

THE VENOM of the
MNorth American Black
Widow spider is potent
enough to kil small

they usually recover.
OLD WIVES' TALES are

wearning a spider m a
nutshell on a chain
around your neck.

OTHER SPIDER
remedies include the

swallowing a large live
house spider rolled wp
in butter,

SMALL MONEY spidars
are so called because
in the Old Days a
spider on your clothes
meant good luck, or
that you would come
into money.

A5 FATE would have it,
a Spider-Man s a
person who works at
preat height on
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The Making Of A Spider-Game <

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 Reviewin 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 | think the two programmers,
John Wood and Kevin Ayre, had the most to do
with the game.

“We have a relationship with Marvel, through
Paragon in the States who has the Marvel
licence. For example, Paragon wrote Dr Doom, -
16-bit versions, and we just crunchedit and did a
few bits and bobs on it, and we wrate the B-bit
versions last year. Now, this year, we're writing
the game and Paragon's marketing it in the
States.

“The scenario is that Mysterio has kidnapped
Mary Jane Parker, Spider-Man's 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 setup lots oftraps for
Spider-Man and he tries to go through all these
disused sets. There are all kinds of sets, western
sets and 5o on. It's got 56 rooms. Some of them
arefairly easy, but they get progressively harder.
Alsg, there are lots of robotsin eachroom, 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 of it

“The platform idea wasn't part of the onginal
brief. It just seemed to fit in quite nicely with the
ability to swing on webs property. And we
thought a straight beat 'em up was a bit baring
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 if he stuns them at the right time.

“One thing you notice is that the Spider-Man
sprite is quite small. The reason we've done that
5 that we can have a massive animation table in
there. Because he can be shown in all the
grientations, such as walking along ceilings and
crawling up walls, there's 256 frames of
animation just for the Spider-Man sprite. He can
walk, he can crawl, he can swing he can fire
webs, and 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 mary
frames, there's Godzilla, and a lot of other
strange looking robots.

“We managed to fit a good few movie jokes’
in there, That's one of the reasons we set it ina
mavie studio, we thought ‘We can have some
fun with this'

“On the sound side there's an oniginal 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 setthe
speedyouwant fo 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
on all three formats there's a feature which
allows you to save position, not to disk, but to

ol .ﬂ'j ;“I

A SERIES of comic-book style frames set

bit closer to rescuing Mary Jane.” @

- 1%
o

CONTINUING from where the introductory
begins, outside the studios. Now all
awkwardly-placed

T

; : ROBOT GUARDS aren’t the adversaries ol’ webhead encounters. Fortunately,
RAM...in certain rooms. That may helpyou geta  aimost all of them aren't mmnw and move in predictable patterns.
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MAIL
ORDER

MAIL
ORDER

*4TH DIMENSION

588 ATTACK SUBMARINE
*ADIDAS CHAMPIONSHIP TIE
BREAK

ANTS HEAD [DIATA DISK)
*ALPHA WAVES

*AMNIOS

"ANCIENT ART OF WaR
*ANGCIENT ART OF WAR AT SEA
ATF 2

ATOMICS

*ALCATRAZ

ATOMIC ADBO KID
*ADIDAS CHAMPIONSHIP
FOOTBALL

ANARCHY
"AQUAVENTURA
ANESOME

*ARMOLUIRA GEDDON

"BAT

*BACK TO FUTURE Il
BANKOK KNIGHTS
*BARBARIAN Il (PSYGNOSIS)
"BARDS TALE I
BATTLECHESS

"BAD LANDS

*BATTLE COMMAND
BATTLE MASTER

BSS JAME SEYMOUR
*BETRAYAL

BOMBER MISSION DISKS
*BILLY THE KID

*BAD BLOOD

BLACK TIGER

"BLADE WARRIOR
BUDAKHAN

*BLUCK ROGERS
*CHALLENGERS
*CAPTIVE

"CHASE HOQ Il
‘CODEMAME ICEMAN
"COLOMELS BEQUEST
*CONOUEST CAMELOT
*CRUISE FOR A CORPSE
"CUTIPO

CABAL

CADMVER

*CRIME Wa\VE
*CARTHAGE
COMNQUERDR
CORPORATION
CHAMPION OF AAJ
*CORVETTE

COMBO RACER

CHESS CHAMPION 2175
CHUCK YEAGERS AFT
COLARADD

CHADS /DUNGEON MASTER
CHADS STRIKES BACK
*CHESS SIMULATOR
"DRAGONS LAIR I
*DEATH TRAP

*DICK TRACY
DEFENDERS OF THE EARTH
DUNGEDMN MASTER EDITOR
DARAGOMNS BREATH
‘DRAGOMN WAR

DwyS OF THUMDER
DRAGOMN FLIGHT
DRAKKEN

*DUSTER

‘DYMAMIC DEBUGGER
DYHNASTY WARS

*EFIC

“E - SWAT

ESCAPE FROM COLDITZ
*EAGLE RIDER

"ECSTASY

EMLYN HUGHES INT, SOCCER
EDMTION 1 (COMPY)

*FULL BLAST

"FORD Q8 RALLY

‘FLASH DRAGON
"FINALE (COMF)
*FOOTBALL SIMULATOR
F29 RETALIATOR

F18 STEALTH FIGHTER
F16 COMBAT PILOT
FALCON

FALCOMN MISSION 2
FLOOD

*FUTURE BASKETBALL
FIGHTER BOMBER
FLIPRIT MAGHNMOSE
*FLIGHT OF INTRUDER
*GREMLINS Il

1S5S0 PERITEM, EXCLFT HA

6 BOND STREET, IPSWICH, SUFFOLK, IP4 1JE

5A DOG'S HEAD STREET, IPSWICH

T AMIGA
16.99 16.99
16.99

16.99 16.98
1299
16.99 16,99
13.09

1699 16.99
16.99 16.99
16.88 16.99
1359 13.99
16,88 16.99
16.99 16.98
16.99 16.99
1399 1308
2498 24.99
- 2499
16,98 16.99
16,98 16.99
16.99 16.99
13.99 16.90
16.99 1698
= 1698
16.99 16,899
16.90 16,99
1688 16.99
19,99 19.99
16,99 16.99
19.99 19.90
12.99 1299
16.99 1690
19.99 18,89
1398 16.99
1500 1599
= 16.99
16,99 16.99
18.99 19.94
16,99 16.99
16.99 16,98
29.99 2009
2990 2599
2009 29,99
16,99 16.99
16,99 18.99
“13.89 16.90
16.99 1699
16.99 16,98
15.99 1589
16.99 16.99
16,898 16.99
16,99 19.99
- 19.99
16.99 16.99
19.99 19.90
16,99 *18.99
16.99 16,88
19.99 —

16.98 16,99
1699 16.99
34,89 3499
16,99 16.99
16,99 1699
12.99 1280
9.99 988
19.95 19,08
1689 16.99
18,88 1989
18.88 18.99
10,89 19.99
16.99 16.90
1599 1580
16.99 16,98
- 16.08
16.98 16.89
1680 16,89
16,98 16.99
1389 13.99
1699 16.90
10.99 19.98
19.99 1988
16.90 16.99
1399 13,09
16.88 16.99
1398 13.99
16,99 18.99
16.99 19.90
15,99 1599
16.90 1999
13.98 13,88
16.98 16.99
16.68 18.99
168.99 19,99
16.99 16.98
16.99 19,80

1699 1680

(RETAIL)

GOLD OF THE AZTECS
*GUNS AND BUTTER
“GOLDEM AXE

"HUNT FOR RED OCTOBER
HAMMERFIST
*HARPOON

HARLEY DAVIDSON
HERO QUEST

HERDES {COMP)

"HARD DRVIM 2

HALLS OF MONTEZLUMA
HOLLYWOOD COLLECTION
IANHOE

" INTERMATIOMAL 30 TENMIS
INT GHAMP WRESTLING
IMPERILIM
"INTERCEPTOR

ITALY 1980
IMCHANAPOLIS 500
“IROM MAMN

“IMMORTAL

IT CAME FROM THE DESERT
*JJUDGE DREDD
KNIGHTS OF KRYSTALLION
KICK OFF Il

KICK OFF 2 WGE

KICK OFF 2 (1MEG VERSION)
KICK OFF EXTRA TIME
KICK OFF COMP
KILLING GAME SHOW
*LINE OF FIRE

*LOADS OF CHADS
"LIGHT CORRIDOR

*LIFE AMD DEATH

LOTUS TURBO

LEGEMND OF FAERGHAIL
LEISURE SUITLARRY 1l
‘LEMBMINGS

"LEAVING TERAMIS
LAST MINJA

LOOM

LOST PATROL

LAST STUNTMAN
"LEGEND BILLY BOULDER
“MUDS

MAMIC MANSION
MAGIC FLY

MIDWINTER

MONTY PYTHON
MIDMIGHT RESGUE
*MYSTICAL

MURDER IN SPACE
MAMNCHESTER UNITED
MATHIX MARALIDERS
MEAN STREETS

b1 TAMK PLATOOMN
MURDER

MAGICIAN
*MOONBLASTER

"MYTH

"3 LNES

"MWIGHT SHIFT

MEW YORK WARRIOR
MUCLEAR WaR

*NANY SEALS

*MARC

NITRD

NIGHT BREED

NORTH AND SOUTH
NEUROMAMNCER
*OMNICROM CONSPIRACY
OPERATIOM STEALTH
*OPERATION HARRIER
*QUTBOARD

"OBTUS

DRIEMTAL GAMES
"POWERPACHK (COMP)
*PREDATORA I
PARADRCID 80

*PANG

*PLOTTING

PROJECTILE

PINBALL MAGIC
*POWER MONGER

*POP UP

POLICE QUEST Il
PLAYER MANAGER
PHOTON STORM
*PANIC STATION
*ROCKY HORAQR SHOW
*ROGUE TROOPFER
*ROTATOR

"RAMROD

REACH FOR THE SKY
*AALLY

FAINBOW ISLAND

AMND POSTAL DR TE 5

TW AND PIRICE

8T

16.98
19.98
1388
16.98
16,89

19.99
“2499
19.99
16.90
16.99
1998
1300
"16.88
"16.88
16.99
16.99
1399
1390
16.08
16.98
1388

12.99
16.99

9.99
16.98
16089
1699
16.88
13.89
18.899

“16.99
16.99

16.90
1388
16.89
16.99
"13.89
12.99
16.99
16.90
16,598
16,98
10.88
13.89
16.99
16.99
16.99
1399
16.68
1699
19.88
16.99
16,89
16.99
16.99
16.98
19.98
13,08
16.99
16.99
16.99
16.99
16.90
1598

1699
16.99
16.89
16.99
2499
1598
16.98
1600
16,99
16.99
16.99
16.99
13.99
19.90
1388
16,989
1288
13.00
13.99
16.99

16.88
1688
16.88
16.99
13.99

FTSELLERS, POC

CHAMGE 'W

AMIGA

16,69
19,99
13.89
16.99
16.99
19.99
19.99
24.99
19.98
16,98
16.89
19.99
16.99
16.99
16.99
16.98
16.98
1398
16.80
1389
16.99
18.89
13.99
19.99
1266
1699
16.88
B.o49
16.99
16.99
16.99
16.99
1390
19.66
1698
16,88
2089
16.99
16.99
16.99
16.90
16.98
1288
16.99
16.99
16.99
15.99
19.99
1388
16.99
16,88
16.88
16.99
16.99
16.99
19.99
16,98
16.99
16.99
16.99
16,99
18.99
13.99
16.99
16.99
1680
16.98
16,99
15.09
16.99
16.99
16.99
16.99
16.80
2495
1588
16.99
18.88
16.99
18.99
16.90
16.88
16.88
18.80
13.89
24.99
1299
1398
1390
16,60
1689
16.88
16.99
19.99
1699
1698

RESOLUTION 101
ROURKES DRIFT

RICK DANGEROUS 2
ROTOX

*ROBOCOP 2

*RAIL ROAD TYCOOMN
RED STORM RISING
*RIDERS OF ROHAN
*ZouT

*SOCCER MANLA

“SAINT DRAGON
*SEARCH FOR THE KING
*SECRETS OF MONKEY ISLAND
*SECRETS OF LUFTWAFFE
*SILKWORM IV

*SKULL & CROS5BONES
*STUN AUNNER
*STRIDER Il

SBEUCK

"SPEED BALL 2

*SWORD OF SAMUAR]
SEGRET AGEMT FLIES BY
STORM ACROSS EURDPE
SPACE QUEST Il
“SPIMDZEY 2

*SILVER BLADES
"SIMULCRA

SHADOW OF BEAST 2
S5TOS

*SHADOW SORCERER
STREET FIGHTING MAN
5Ly SPY

*STEPHEM HENDRY SNOOKER
SHOW STRIKE

SHADOW OF BEAST
SHADOW WARRIORS
SUBBUTED

SiM CITY

STAR FLIGHT
SUPREMALCY
SUPERCARS

*STUMN RUNNER

SPY WHO LOVED ME
“TEAM YANKEE
*“TORAWAK THE WARRIOR
*TOYAT TA CELICIA

*TW SPORTS BASEBALL
*THE PLAGLIE

TIME MACHINE
*TEEMAGE MUTANT TURTLES.
THUKNDERSTRIKE
“TOURNAMENT GOLF
TRIAD I [COMF)

*TEAM SUZUKI
‘TOYOTTES

*TOTAL RECALL

“TOEI

THNT

TENHNIS CUP

TURRICAN

TUSKER

*“THE KEEP

TV SPORTS BASKETBALL
“ULTIMATE RIDE
ULTIMATE GOLF
UNTOUCHABLES
UNIVERSE Il

UMS I

ULTIMA Y

“UP AND AWNAY

WAXINE

VENUS FLY TRAP
“WEMDETTA

VOODOD MIGHTMARE
“WaLKER

“WILDFIRE

“WRATH OF THE DEMOMN
WARHEMAD

“WELLTRIS

“WAR JEEP

“WOLFPACK

WHEELS OF FIRE
WINGS

“WONDERLAND

WORLD CHAMP SOCCER
“WLF

AR MONGER

“WARF

XIPHDS

XKENOMORPH
“YOLLANDER

*ZONE WARRIOR

ACHING FREE IN LIK
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16.99
16.98
1600
16,99
16.88
16.89
1599
16.99
13.99
16.90
16.99

1998
19,98
1388
1389
1899
18.99
1999
16.99
1698
13,88
1999
18.99
16.99
16.99
16.99
16.90
19,88
16.88
13,08
13.89
16.99
16.99
16.99
1399
1698
19.88
16.89
18.89
16.99
16.99
13.99
19.99
16,98
16,99

16.99
16.99
16.99
16.98
1308
19,68
16,09
13.89
16.99
16.99
18.99
16.99
1608
16.88
16.89
16.89
18.99
16.99
13.90
1588
1988
18,89
16,99
1389
13.99
16.99
16.99
1698
19,99
1699
16.99
16.89
18.99
16.99
*16.98
18,88

13.88
16.99
16.99
12.99
16.90
16.98
16.88
16.88

AMIGA

16,99
16,99
16.99
16.99
16.99
16.98
15.88
16.88
1388
16.09
16.99
16.99
19.99
19.98
13.99
1388
16.98
16.68
19.88
16.99
16.99
13.99
19.99
19.94
16.00
1698
16,98
24,99

16.99
1399
16.99
16.98
16.98
1699
16.89
16.99
18.99
16.99
19.99
1699
1699
13.89
18.99
16.99
16.99
19.98
16.80
16,080
16,99
16,99
1699
19.99
16.99
13.99
16.99
16.590
19.99
1658
1689
1899
16.99
19.98
1990
1690
16,98
1589
18.99
*18.89
16.98
13.98
13.00
16.08
16.88
16.99
19.99
16.99
16.98
16.98
1698
1699
19.99
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HARDWARE
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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

E.FTRO.TRM, De 2
£369.95

IGA 500
ntasy
F29 Retaliator, md&

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 512K
with clock without clock
£49.95 £39.95

A590 Hard Drive
20 Meg Hard Drive
£279.95

JOYSTICKS HARDWARE
ety I . N T N 7.99
CHEETAH STARPROBE ...coccvnnvoins 11.99 ATARI 520
PRO 5000 EXTRA GLO GREEN ........ 13.99 STFM Discovery Pack
PRO 5000 EXTRA GLO RED ....ccvvvene 13.99 BﬂmbjECk, Garﬂer QmmandT
PRO 5000 BLACK. ....curmsirimssssssiasses 11.89 Dutrun, Space Harrier- STOS'
QS TURBO 3 .. 9.99 Neochrome, First Basic, ST Tour
EUROMAX RACEMAKER ....cccoveriinne 24.99 Dlscwer tha ST
KONIX NAVIGATOR ..ooovecsssssassianes 11.99 £269.95
DISC BOXES WITH DISCS ATARI 520
3.5" 40 HOLDER LOCKABLE WITH STE Turbopack
10 3.5" DSDD DISCS ...cccovvemrenrrsrssrien 11.99 S.TO.S., Basic, Music Maker 2,
3.5" 40 HOLDER LOCKABLE WITH Hy-pa.rpmnt 2, Indiana Jones,
20 3.5 DSDD DISCS .cccncsmssmmsemen: 15.99 Impgssibla Mission Ef Human
3.5" 40 HOLDER LOCKABLE WITH Killing Machine, Supercycle,
40 3.5" DSDD DISCS .oovoecnerecrennsscces 27.99 Outrun, Dragon Breath,
3.5" 80 HOLDER LOCKABLE WITH Anarchy, Bloodmoney
10 3.5" DSDD DISCS ..ovoeeevereerrsrssnsios 13.99 bt e
3.5" 80 HOLDER LOCKABLE WITH
40 3.5" DSOD DISCS ..oovovveerissnsnsienis 20.99
3.5" 80 HOLDER LOCKABLE WITH
LR 0 n ] oo R——— 40.99 ATARI 1040
y STE ‘Extra’
Prince, Hyperpaint, STAC, ST Word,
PERIPHERALS ST Basic, ST Calc, ST Graph
REPLACEMENT MOUSE + MOUSE £449.95
HOLDER + MOUSE MAT ......ccoccounee 29.95
FOUR PLAYER ADAPTOR ...coceomses 595
VT e MRS Tt 4,95 ATARI
JOYSTICK EXTENDER ...ooooovoeeeveansses 595 Lynx Handheld
DUST COVER .. 495 Portable games Machine,
California Games
£179.95
DISCS
3.5" DSDD UNBRANDED
ATARI SM124
Monochrome Monitor
£99.,95
- - PHILIPS 8633
R N N 99.99 Colour ;dzﬂ:'gt_ﬂgru{ ereo)
DISC BOXES ATARI
3.5" 40 HOLDER LOCKABLE ......coumme 4,99 .
3.5" 80 HOLDER LOCKABLE ............. 6.99 Fﬂemﬂ D“E%
5.25" 50 HOLDER LOCKABLE .......... 4.99 egabyte
5.25" 120 HOLDER LOCKABLE ........... 6.99 £79.95

I OVERSEAS {1.50 PER ITEM, EXCEFT HARDWARE EHE:EEII; i:-;. ;-.'_'llr'_-,:lrr'__.:l:jrlTL_-:_:.Iflrl::::rl rrl::.:.rT‘:Hr’I F’ z:- E.E-FF'II-'I:E:_'LE-'% :::|.L'I_:|I_..'I.|I: :-E-Il-r'l 'rll-'-: :ITEFI::J.:_. :l L TITLES AELEASED AT TIME OF GOING TO PRESS
[miTLE COMP PRiGE . | NAW

| ADDRESS:

|

I

: TEL NO:

| Have you ordered from us before

| (yes/no):

I TOTAL £: [ ONE DECEMBER |
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MICROT

SBRBSE ENTERTAINMENT sl

‘ -
TH -
e £’\2 : PRESENTS - AM,& 3
’ In conjunction with Mutation Software ~ \‘

LR

. Please rush me a copy of Bug-Bash/Nucleus
» | enclose a cheque/postal order for £12.99
' plus £1.00 post and packaging

To order by Access or Visa
RING

071- 2819022

NAME
ADDRESS

w W

- BN O N ..

POSTCODE

Also available from your local computer store

MICROTEC ENTERTAINMENT, 61 STROUD GREEN ROAD, LONDON N4 3EG.

|
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“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.”

S0 what inspired you to write comics in the first place?
. ; Purely accident — | wanted to be

an actor. When | was about
sixleen or seventeen there was
something the WPA
Federal Theatre in America. It
a governmeni-sponsored
theatrical orgamsation, really to
help people who wanted to be in
the theatre and didn't have enough funds. 1 belonged
to that and 1 acted in a number of plays. Orson Welles
belonged to it too, actually. [ used to think, before he
Sed, when I would mention this to people, it would be
mice to think that Orson was giving an interview
omewhere... and was saying ‘Yeah, and Stan Lee
Selonged to the thing too!" Although I sort of doubt
hal that happened. Anyway, you couldn't make

much money acting in those days — at least I couldn’t
- and [ was always good at writing, and somebody

sud o me “Gee, why don't you think about being a
srofessional writer?' So I'was looking at the ads in the
saper for Help Wanted, and 1 saw that they needed
somebody at acomic-book company to be an assistant
ind help out. I applied for the job. I must have been

called

Wik

e only one who applied because 1 got the job! 1
sways thought it would be temporary, and by the time
ot to be twenty years old [ thought “Thisis no job for
s grown up, working for a comic-book company’. But
very time [ was about to leave they gave me another
wtle salary increase or something, so | decided to stay
mother year. And before [ knew it I'd been there all
=y life! I'm beginning to think it's a permanent job.
Where did you actually get the idea for Spider-Man? |
Saddone quite alot of superheroes before that. When
ucreate a new superhero the first thing you think of
What new power can you give him? And we
ready had characters who were strong, and
Raracters who ran fast, and characters who could fly,
nd I was trying to think of something different. The
aly =|1i"£ [ could think of was I‘i'l."'n-, how about
omebody who had the powers of an insect and crawl
n walls? Maybe that would be fun.” So then I had to
come up with a name. [ thought Insect-Man was silly,
and | didn't think Mosguite-Man made it. Then 1
emembered 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,
And it was just about a crime-fighter 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. .. *He called himself. .. The Spider!* Sol
aid ‘How about if I call my character Spider-Man?'
Andthat's howithappened. Once vou knew the name
@ you knew what the powers were everything else
ame pretty easily.
Who else were you reading at the time?
ve always been, especially in those days, a voracious
=ader. 1 read everything I could get my hands on. 1
wed very eclectic tasies. [ would read H G Wells
eence fiction, Conan Doyle | loved Sherlock
a lot of O Henry and Mark Twain, and [
ved Shakespeare. When I was very young 1 didn't
mderstand most of what Shakespeare was saying, but
ved the rhythm of the words. Everything he wrote

UTIEY

Stan
L.ee

was like poetry. Evenif you didn’t understand what it
said it was beautiful. In fact, years later when [ wrote
comics hke Thor The God OF Thunder and Docior
Strange The Magician, 1 would use the type of
phrascology, the rhythm and sentence structure that
Shakespeare used. But as | say I read everything |
could get my hands on, Another thing 1 loved was
Tarzan

Is that where you got Spider-Man’s web-swinging |

from?

Yeah, actually, | thought of Spider-Man as an Urban
Tarzan. Where Tarzan swung from trec to tree,
Spidey swung from building to building

Do you suffer from arachnophobia?

Mo, not me. In fact it's affected me the opposite way.
When I see a spider in my house my wife won't let me
killit. She says ‘How can you kill a spider?’ Sol have to
get a little paper cup and try to catch it and dump it
outside. [ almost feel like we're relatives.

Do you like what all the new writers have done (o
Spider-Man since you let go of it?

Yes, ['m amazed that they're doing it so well, some of
the stories are wonderful. The only thing that shocked
me after [ turned the book over to someone else wasa
few monthslater, agirl who [ thought maybe some day
would marry Spider-Man in a future issue got killed in
one of the stories! [ wasn’t happy about that. Other
than that everything is fine

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... In fact when he got
married we had a real ceremony here in the States, ata
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
the 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 iwo if they take cach other to be 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 | 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 if the kid can climb on
wills... 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. [ love
Moebius® work.

You did a Silver Surfer with him...

Yes, that's right. Let me see... Hugo Pratt, he does a
kind of Western character, [ like him. There are a lot
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STAMN LEE is a
Name Synonymous
with comics. These
days he's the
Chairman of Marvel
Entertainment, the
largest comic-book
publisher in
America. Years ago
he had been the
Head Writer, the
Editor and the Art
Direcior of the
Marvel comic-books,
amd alter that he
became the
Publisher, He
created many of the
characters
established in
today's socieiy. In
the sixties, Spider-
Man, The Incredible
Hulk, and The
Fantasric Four were
some of the firsi
.'J'l.ﬂil.'lll.'ilrl commcs o
make il (o these
shores, being
reprinted in British
comics like Pow!
and Wharm!, Marvel
itself had been in
business for al least
a year or two before
Stan joined in the
late thirties,
although the
company didn’t
become Marvel until
the early 1960’s, and
that was after it had
created Spider-

Man the Incredible
Hulk, The Fantastic
Four, Iron Man,
Lyaredevil and all the
other Marvel Trade
Marks. “We saw that
we were doing
something new and
different that we
thought it was ime
L4 ih..ingl:' the name
of the company o
EIVE US a new
mage,” Lee
explains. Before the
Marvel Trade

Mark, the company
had many names
When Stan came (o
work for the
company il was
called Timely
Comics, and before
it became Marvel it
was Atlas Comics.
T'oday the characters
have gone from
strength to strength,
being spun off
regularly into TV
shows, amimated
cartoons, computer
games and films.
Ome such film is in
the offing, a new
Spider-Man mowvie
reputedly set to put
even the recent
Batmean film toshame"
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of English artists 1 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 are your opinions of contempaorary works like
Watchmen and even the Teenage Mutant Ninja
Turtles?

Originally I think itwas supposed tobe a parody of our
own comic, The X-Men, who are teenage mutants
I'm wery flattered that it became so successful
Are you surprised how successful they are?
Nothing on the face of this planet surprises me! I think
the people who did the strip are more surprised than
anybody. How can you believe it? A little silly stripin
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 ata convention where
I'll be autographing books, and some youngster’ll
bring me a book to sign, and it’s one of the old ones.
And I'll just start flipping thought itand Ul say ‘Gee,
dic ['write this? Then I begin torememberit, and [ say
“Wow, this is terrific!” I think I'm my own biggest fan.
What about Spidey’s foes, which are your favourites? |
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
fat, 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-Man movie, 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?

[ use one, in fact [ have one at the office, one at home,
and a portable. 1 don't know how I've ever lived
without them. I use PC compatibles, and I run
Word Perfect software. Wherever | am [ can wrile
something.

Do you play computer games?

[ am aware of the existence of the games, Tam aware of
the popularity of the games, but | simply have never
had the time to play "em. Strangely enough, [ do love
my work, [ do find it to be fun. There's always
something 1 have to do... a script 1 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
maovies now, and television, that every spare minute |
have [ have to rent video cassettes and look atmovies
may have missed "cos there may be anactor that we're
considering for a new picture, and there's so much ol
THAT! Years ago | had so many hobbies, now [don’t
even have time for a hobby, I'm lucky, because to me
working is like leisure. If T had nothing todo, I'dwant
to do just what I'm doing. Maybe [ 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 pu blishing a Dungeons &
Dragons magazine and comic-book, so I thought 1
better look and see what this game is all about. 5o 1
bought a set and started reading the manuals, and |
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. | never realised
that youngsters today can getso involved in what they
do that they make a STUDY of it! | imagine these
video games can be very similar
Do you see a future for computers and other medialike
comics combined?
Oh 1 think there is so much in the future for

computers. They won't be computers as we know
them now, 1 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'reall going to become one

You'll have a bigsereen in your house, and you'll have
music, and you'll have games and you'll have all sorts
of communications through that screen, | think the
future is that everything will be on screens, whether
it's a television scréen or @ Computer screen, or SOMMe
combination of the two, Even now il’s too
complicated for me, but you can get software (o turn
your computer intoa fax machine, enabling you to fax
things. 1 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
compulers.

As with any artform, innovators such yourself create
cliches. Do yvou find yourself using your own cliches?
[ 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 tordo something bad, and the hero has to stop
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
1o be at least one or two good fight 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
towin, besides the fact that he uses his powers, We try

1o make all our characters asdifferent from eac hother
as possible.

When I used to write the books, [ even tried to give
the characters different dialogue. [ would make sure
that Spider-Man didn’t speak the same a5 Daredevil,
and Daredevil's speech patterns were not the same as
Captain Amefica’s. But 1 supposc even Sherlock
Holmes. after a while, that was cliched. Sherlock
Holmes would say something that seemed miracu-
lous. | mean, how could he possibly have known
thatthe cab driver 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 cach
cxample was different. You can’tescape thatif you're
doing a lot of wriling.

Of all the interviews you've done, what was the one
subject you've mever been asked to talk about but
would like to?

Brain surgery! No, I like to talk about whatever I'm
asked. | guess everything in the world that doesn’'t
have to do with comics 1 haven't been asked about!
Although it's funny, 1 have been asked ahout many
things. People are always asking me about philosophy
and religion, and what do [ think of various social
situations. But I never really stopped to think, and 1
don't think anybody does, ‘Gee, 1 wish they'd ask
that’ — unless you're trying to sell a book, a movie, a
toy, a game or something. Otherwise you just histen to
the questions and talk about them as entertainingly as
passible

Null said!
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- continuing where CHASE HQ
left off. The Arcade thriller takes you from

AMSTRAD c the bright lights of Paris to the rugged terrain of the Sahara.
'y COMMODORE Your mission is to track down, chase and apprehend the
'\ sPECTRUM | dangerous criminals.

CBM AMIGA '

: |

ATARI ST : iIt's TOUGHER.

: ; —en wguugeuy=; the criminals wield some heavy
T{ ITO S hardware - but so do you! You can
shoot but you must dodge their flak...
heavy gunfire, trucks unloading their
cargo onto your bonnet... it's the
: ' : R - meanest pursuit game to hit your micro
CEAN SOFTWARE LIMITED - 6 CENTRAL STREET - MANCHESTER - M2 SNS : TEL: 061 832 6633 - FAX: 061 834 0450
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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 whereby hidh speeds & great data accuracy are achieved. .

Menu driven selection for Start Track/End Track - up to B0 tracks. 1 side, 2 sides.

.
-
Very simple to use, requires no user knowledge, Also duplicates other formats such as IBM, MAC etc.
Ideal for glubs, user groups or just for your own disks. No more waiting around for your disks to copy.
-
Probably the only duplication system you will ever need! . |

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. One external disk drive is required”.

SYNCRO EXPRESS IS AVAILABLE FOR BOTH THE ST AND AMIGA SYSTEMS -
PLEASE STATE WHICH REQUIRED WHEN ORDERING

WARMING 1988 COPYRIGHT ACT WARNING . If you don't have a second drive we can supply
Dt Elecironics Lid., neither condor 0 ¥ the raproduction of SYNCRO EXPRESS mlm'ﬂ
. ONLY £104.99 (AMIGA)
ONLY £119.99 (ST)

HOW TO GET.XOUR - S TYNCRO EXPRESS Il
TELEPHONE (24 Hrs) - i r il D] 1'%l - CREDIT CARD ORDERS

WE WiLL DESPATCH YOUR ORDER GUICKLY &-EFFICIENTLY TO ENABLE YOU TO START RECIEVING THE BEMEFITS OF YOUR PURCHASE WITHIN DAYS, NOT WEEKS

ﬁ ORDERS HOPRUALLY DESPATCHED WITHIM 48 Hrs.  ALL CHEQUES POSTAL OR DEAS MADE PAYABLE TO
—— R — ] VISA
DATEL ELECTOMCS LDy e

GOVAN ROAD, FENTON INDUSTRIAL ESTATE, FENTON, STOKE-ON-TRENT, ST4 2RS, ENGLAND
TECHNICAL/CUSTOMER SERVICE 0782 744324
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THE WORLD'S MOST POWERFUL FREEZER-UTILITY CARTRIDGE
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STILL ONLY

POST FREE
FOR THE A500/1000

A2000 VERSION AVAILABLE

PLEASE STATE WHICH COMPUTER YOU HAVE WHEN
ORDERING

RANGE OF FEATURES

‘overlay” shows all the information you couwld ever need lo work on screons.
Special compacting tdchnigues enable up te 3 programs 1'q| fit on ene disk. Ho other product comes close to olfering such dynamic screen handling al

Now saves directly lojdisk as Amiga Dos - reloads independgntly of the frazen programs!! -
cartridge - even transfer to hard drive! Works with up Lo 2 Mggs of Ram - MUSIC SOUND TRACKER
even 1 Meg Chip Ment{Fatter Agnus). With Sound Tracker you can lind the complele music in programs |

- .

UNIQUE INFINITE LIFETRAINER MODE - NOW MORE POWERFUL demos,eic. and save them to disk. Saves in formal suitable for most rack
Allows you to generate more and even inlinite lives, fuel, ammo, etc. player programs. Works with loads of programs!!
Perfect as a trainer mode to get you past that “imposgble” level, Very . AUTOFIRE MANAGER
easy lo use. ? Frosm the Action Regelay | prelerence scroen youl can sow sel up autolire
IMPROVED SPRITE EDITOR from 0 to 100%. Just imagine continuous fire power? Joystick 1 and 2 are
The full Sprite Editor allows you to view/modily the whole sprite set set sepafately for that extra advantage!
including any "attached” sprites. RANGE OF IMPROVED FEATURES. DISKCODER
VIRUS DETECTIOMN With the new "Diskcoder” oplion you can now ‘Lag’ your disks with a unigue
Comprehensive vigus detection and removal features Lo prolecl your code that will prevent the disk from being loaded by anyone ohse. Tagged
soltware investment. Works with all presently known viruses, disks will only reload when you enler he code.  Very uselol lor security.
SAVE PICTURES AND MUSIC TO DISK PREFERENCES
Pictures and sound samples can be saved to Iai:.li:. Files are saved Action Replay Il now has screen colour proferences willlh remu selap.
directly IFF lormat suilable for use with all the major graphic and music Customise your screens to suil your taste. Very simple to use,
packages, Samples are displayed as screen wavelorm. ¥ DISK MOMITOR
SLOW MOTION MODE livdaluable dish monilar - displays disk inlormation in casy Lo understand
NHow you can slow down the action to your own pace. Easily adjustable format. Full modily/save oplions.
Ffrom full speed to 20% speed. ldeal to help you through the tricky paris! DOS COMMANDS *
RESTART THE PROGRAM How you have a sclection of DOS commands availlable at all limes - DIR,
Signply press a key and the program will continue where you left off. FORMAT, COPY, DEVICE, vic.
FULL STATUS REPORTING ¥ DISK COPY
AL the press of a Key now you can view the Machine Status, including Fast Disk Copy at the press of a button - faster than Dos Copy. No need Lo load
Ram, Chip Ram, RamDisk, Drive Status, elc. Workbench - available at all times.
POWERFUL PICTURE EDITOR & BDOT SELECTOR
How you can manipulate and search for screens throughout MEMory. Either DFD or DF1 can be selecled as the bool drive when working wilh

Ower 50 commands Lo edil the picture plus unigue on screen stalus Amiga Dos disks. Very useful to be able to boot Irom your extermal dove,

Full MEED00 Assemibler Dissssemibber Full seresn editor @  Losd'Save blm:.h ¥ Wrile Siring to maEmory Juimp 1o &

o Fain Shosw
froezen paciure Play resident sample Show and editl all CPU registers and flag & Calculator Help command Full ssarch leature Ursiggur Custon Chigp Edilor
allows you bo see and modify all chip registers - even wrile only registers Nedepad @ Disk hamdling

show actual track, Disk Syno. pattern etc. & Dynamic Brmlhpql nt handling ® Show memory as HEX, 1988 COPYRIGHT ACT

ASCH, Assemblor, Decimal @ Copper Assemble Disassemble - now with sulfix names

TELEPHONE (24 Hrs) -0/ 4 - CREDIT CARD ORDERS

WE WILL DESPATCH YOUR ORDER QUICKLY & EFFICIENTLY TO ENABLE YOU TO START RECEIVING THE BENEFITS OF YOUR PURCHASE WITHIN DAYS, NOT WEEKS.
ORDERS NORMALLY DESPATCHED WITHIN 48 Hrs. ALL PRICES INCLUDE VAT, ALL CHEQUES'POSTAL ORDERS MADE PAYABLE TO..,

, VA
DATEL ELECTRONICS LTD., e

GOVAN ROAD, FENTON INDUSTRIAL ESTATE, FENTON, STOKE-ON-TRENT, ST4 2RS, ENGLAND
TECHNICAL/CUSTOMER SERVICE 0782 744324
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¢ Just what a gome should be: looks good, 99
sounds good, and plays ike adream.

Chris Morley, ACE, October 1990

The 30 vector graphics system in
Simuicra features solid filled 30
graphics wilh shadews and light
intemsity surfaces. The system allows
salid and wingirame surfaces to be freely
miged, Stipple and transparent/semi-
tramsparont surfaces are also employed.

The game code runs sp to 252 non player objects an
the map. The game cycle rate and the view cycle are
independent sa that game time can be kepl more or less
constant even i the display rate is siowed dowm.

Special explosion eltécts sre achieved using a highiy

oficlent particle controbier that maviaiy moves st IMIGROSTYLE hurl you
100 particies. Definitely 3 game that goes with a bang! ~ aandear ALY |
a.di“i.i:}n'f.s Wdrl O ne
Simulcra usas 2 grid-based map similar o C It
AN0 Droou e
shoot-em-up as an

Incentive

Cyberscape rubes in the far future, where even
war is played out inside massive comuter
simulators. A particularly unpleasant virus nas
however, had the effect of projecting the
combat into the real world and as a result you
have hordes of bloodthirsty simulcraft pilots
wreaking havoc all over the place. Your objective i
to enter the “battle malrix’ and destroy the ofher
craft as well as the matrix itself

You control a sophisticated Suface
Reconnaissance Vehicle (SRV) with swing wings
that give it limited flight capabilities. You drive your
SRY around the matrix, EncOUnenng every so

AWESOIME, CoNjuring up
immediate comparisons with the classic Virus
Your SRV rotates 360 degrees and can fly o
drive. The rotation and shading are excelient
and the game has a great feeling of speed

Battle is fast and furious and you can power up oiten a thin red ling that denotes an energy Darmer
the SRV with loads of goodies including speed- beyond which you cannot pass. You must ihen

locate the relevant energy projector and destroy it
which will lift the barrier and allow you 1o proceed

ups, radar, fire and forget missiles, trget
display systems, shiglds, and exira lives.

To add variety 1o an already exciting
game, Microstyle have thrown in 3 wide
variety of ememies. Firgl, and most
common, are the laser turrels that
slowly sweep in a compbele circle wntil
thary leck oaln you, wheneupen they fire
viclowsly. Various ground and air attack craft, sech as
jeeps and small tanks, race around the walkways,
thanktully needing onty one shal 1o kill. Then you reach
the megatanks - thess can omly be killed with missiles,
bul when shol geploge in the most satistactory way yet,
by first ejecting the gun turred and then collapsing i on
themseives with a terrific sound effect.

Throughaul the game you ats0 have access to 2 map
screen for strategic planning - and there's also a neat
powar-up that gives you short range
mapping/radar facilities while

The
result is a fast
paced 30 shool-em-up
that is slightly similar to Resolution 101 in
gameplay terms but blends in elements of
Falcon and Virus as well. In addition, the gnid
construction introduces a maze element
Sound effecis are superb and add fo the
sensation of speed. There's also a wonderful
NiTD SEqUEncE

Just what 2 game should be: looks good
sounds good, and plays like a dream
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RANX ON FILE: THE COMIC BOOKS
RANXEROX IN NEW YORK

» RanXerox's debut adventure it's Lubna's stupidity that puts
%anu’s life in danger. On a desperate trip to her drugs supplier
e s persuaded to demonstrate what happens when she
swiches off the lump of synthetic sinew that acts as her
“ecyguard, and is instantly kidnapped. After much passionate
sarching, murdering and mauling, aided and bedded by
—ubna's friends he finally rescues her, only to find it's all been a
astardly ploy. It was all a complex ruse to get Ranx to New York.
= 5 the only machine capable of learing how to impersonate
~oed Astaire inthe 24 hours left before curtains EO Up 0N a major
“red retrospective. Needless to say he's a great success: Ranx
=&y not have Fred's looks but he's sure got magic metal feet.

THE OME

PULLL

body like Amold Schwarzenegger and a brain
like the innards of a pinball machine. On the
cutside Ranx is soft. pink flesh, but undemeath
he's reliant on the kind of electrical gadgetry
you'd find in any hi-tech fridge

Mo-one knows where he comes from or, even
more mysterigusly, exactly what a creature like
Ranx was manufactured for, These are the facts:
RanXerox was created at some unspecified
time, by manufacturers unnamed, most
probably in Rome. If it weren't for his screw-top
head, the giant battery insert where his spine
should be, or those piercing violet eyes cleverly
constructed from a pair of swimming goggles,
he'd be just like you and me (only thicker)

Closer inspection reveals that Ranx is no

more natural than dehydrated tea, He's three -

times as strong as Mohammed Ali, four times as
hard as Superman and a lot more gratutously
wolent to boot. A minor irmtation is enough to
prompt him to assassinate the entire contents
of a railway carriage or squash the fingers of
innocent flower girls until the blood runs
through his hands.

Squeezing Rank's right nipple tums his
internal radio on [noboedy 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
eguipped with dummy ears. Thera's just a lump
af smooth synth-skin where wax and hairs
should be. b

14 [ [T panT L=
R gk B o gLl 7 L LR

RANXEROX 2: HAPPY BIRTHDAY, LUBNA

Ranx and Lubna are stuck in New York, victims of 20th Century
Inflation. Lubna works as a babysitter ({tying up the kids for 20
bucks), while Ranx cruises the night streets as a taxi driver with

hisfriend 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 survive a snuff video,
gives Timothy the biggest thrill of his life and gets Lubna a ticket
back to Rome allin one night. But is life really any mare fun back
home?

.
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Ranx is not what you'd call a delicate
machine. His emotions are generated by crude
and primitive-electronic circuis. They respond
to three primary stimuli: colour, timbre of voice,
and smell. These in tum release mechanical
relays which dictate rudimentary emational
responses Such as anger hate, lowve oOF
indifferance. As this 15, at best, a makeshift and
haphazard setup, Rankerox is renowned for s
unpredictability. He can kick you in the head
satishy your wildest desires and smash the skull
of your worst enemy in a matter of seconds,
generally without pausing for breath. To a
machine it's all the same

Generally Flanx is fickle, but he does have two
overniding motivations. The first is & bestial
desire to survive: even robols 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 3 malfunction
ineurred from a kick in the head in a bar raam
brawl, RanXerox has fallen in love

The apple of his eye 15 a thoroughly modermn
womar. Lubna doesn't want to work, she steals
and forges to make maney and she's addictedto
cocaine. At the ripe old age of 12 she's also a
veteran of 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: mast of them have
known how to handle a blade, pick pockets and
do drugs since the age of three-and-a-half.

RanMerox is clearly a monster, but in the
world inwhich he lives, a distorted version ot the
late 1980s, he doesn't even stand out This is 8
Rome in which people frequently get shot by
psychos on public transport, where heroin
comes in seven different colours and mutila-

TANING LIBERATORE and Stetano
Tamburini (with triend), the men behind
Ranxerox's iron brain. The idea came o
them in the early 1980s.

THE ONE

NEW YORK, PALERMO, Rome - wherever
Ranx goes, life’s just one big platiorm
game. The bad guys carry knives and
machine guns; everyone else is a walking
punch-bag just asking to be hit. Hidden
somewhere in this urban jungle is a Series
of objects - weapons, aeroplane tickets
and money among them. Collected and
undinmacmctnrdﬂmwiddupmn
return flight 1o New York.
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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 ninja chucking shurikens or soma psycho armed with a
chainsaw. Ranx does what a robot has 1o do, though oo much fighting can lead 1o
body damage. Luckily some doped-out bio-worker has left the odd spare part lying
around and there are several power Sources to provide a refreshing pattery re-charge.

tion is the trendy way to get your kicks.

RanXeron, anti-hero, metal monster and
walking radio tower is the bramchild of comic
artist Tanino Liberatore and writer Stefano
Tamburini. Together the ltahan duo has created
a machine that's wiolent, bloody and often
repulsive. Ranx kills indiscriminately and he
doesn't spare the innocent. Nor do the comics
RanXerox's activities are shown in sexually
detailed frames so explicit they are stricthy for
adults only (what's shown here 15 the less
cantroversial stulf) The emphasis.of the artwork
it on realism. RanXerox 1s 50 offensive partly
because his flesh and body look 50 real

To appreciate these bizarre chromicles of the
underage beauty Lubna and her metallic beast,
Ranx, you have to take their adventures with a
pinch of salt. Clearly a battery-charged
Superman with nppling muscles and atendency
ta shout “Znort” isn't meant to be taken at face
value. RanXerox encapsulates everythi i that 15
worst about modern urban lite. Ranx has no
morals, he's congenitally viokent, he furthers
drug abuse, he corrupts the young and he
certainly doesn't practise safe sex. The irony is
that this man-made jumble of circwitry, capable
of nothing more than the maosl rudimentary
electrome impulses s the closest thing this
parallel world has to a herd because everyone
plse is even worse. Ranx's love tor Lubna is his
ane redeeming feature: love engendered
accidentalfy by a kick in the head L
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IN DIGITISED FORM, RanXerox, Roman robat
extraordinaire, is Known exclusively by his
pithier nickname Ranx (Rankerox sounds just
too like the photocopier manufacturer). Ranx
by UbiSoft is a lot cleaner and tamer than Ranx
by Tamburini and Liberatore He had to be. Alot
of gamesplayers are finars — 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
UbiSaoft uncovered an unfinished Ranxerox
story, sat down with Liberatore and discussed
how it should end

The upshat isa 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
fram 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..

By some bizarre twist
offate, New Yorkisthe oneplace worst affected,
and only Ramxisman enoughtotake the vaccing
there. Haotly pursued by Lubra's father [the
vaccine is produced by him) he battles against
screen after screen of psychopathic maniacs
His mission: to make it to New York. His passiomn:
to retufn to Rome and seek aut Lubna whom
daddy has hidden away somewhere

Inevitably, all this can't quite capture the full
flavour of the cormic, though Ran - a run of the
mill platform affar - is better than you might
expect. There's a CONVINCING atmosphere of
sleaze and decay and enough of an arcade
Hl!}:l‘!‘lEﬂiTDl'i':':ED'gIGUCU"E{.hI'EEaHﬂDUH{ZhIﬂgfo
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 down. 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 biooks.

IF YOU PUNCH first you can’t ask
questions later. Sometimes a bit of cool
talking reaps its rewards. Unfortunately
Ranx's manufacturers didn't weld a
dictionary into his brain. The tull gamut of
his expressions are a disarming laugh, an
insult, a quizzical look and a warlike
‘ZNORT!' In the right situation, the effect
Is magical.

IT DOESH'T TAKE much for a big guy like
Banyx to run a small battery down. When
things get too tough our haro's knees
buckle and his head falls off.
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T— YOUR CHANCE TO WIN A GOLD MEDAL...

i : . Achieve your place amongst the immortals in this truly exhilarating
90 e sports extravaganza ... SPORTING GOLD" ... offering
S M no fewer than 21 captivating eévents, each one
a game in itself.

Featuring CALIFORNIA GAMES',
THE GAMES WINTER EDITION™ and
THE GAMES SUMMER EDITION".

AVAILABLE ON: ATARIST, CBM AMIGA and PC & COMPATIBLES.

O CALIFORNIA GAMES™
(' THE GAMES SUMMER EDITION"
) THE GAMES WINTER EDITION"

=) — ATARI ST, (=)= AMIGA,

e (9 only kORI 1) B BLENORE o e 0
el P e GIOphic) which vafy CorSceTER
Fererr STl I Uy NG OpECETTE
= mbwct i he conpuiens specicoion

noC 1990 BPYX Inc

s by US GOLD LD
soliced Wy, Hollond, Birrengiha
B TAX Ted D21 625 3368
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NEXT NMONTH!

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! GALLIC GAMES GO GOLD  GET REAL!

INSIDE there will be a

& s FOLLOWING the success of Future WE TOOK A TRIP to a
:T?en?-,;?:;;, n? ggﬁ Wars and Operation Stealth, rather large Computer
calendar with a difference.  Delphine’s taking to the water with its Graphics Exhibition in

iz : i : h . London to bring you a
It's just the thing to next Cinematique epic Cruise For A el
brighten up those bland

S e Corpse. We hop across the Channel to big-noise visuals. Plus,
SK-0 ' 0 look at Cruise and much more besides!  there’s some wonderful
DISK-0 INFERNO!
[ ]

weirdness with virtual

reality to experience.
WATCH OUT for that Tnn Muc“ wnnK Tu

perky piece of plastic
stuck on front of the cover

!
of the next issue. Packed HAND'.E GE" wulzz'

| Pt ,
s (s scme . | YES, THERE'S MORIE that topwmiuch . " TRcE e At

; STUNNING new home
paper for the label)isa  Work In Progress at the moment. The  onsole. the Neo Geo. is
ton of entertainment in jche One has tracked down some of the taken apart and played to
form of a playable preview

af & Bk nev.title year’'s most eagerly-awaited sequels — r?fath b? gubr tﬁ;m ?f
! white-coated boffins. Is it
A DANGEROUS plus a few that no or:e s even heard of  oqiv wovinBitting v
yet! 16-bit baby up for
MAN adoption or what?

AND OF GCOURSE...
LEGENDARY

srogramming genius  MORE IN-DEPTH REVIEWS of all the  $0 WHAT'S THE

David Braben — the man top stuff, including Dragon’s Lair II:
behind the classics Elite

and Virus — reveals all Timewarp, Wrath-Of Yhe Demor. DAMAGE?
| including details of his ~ SWIV, Prince Of Persia, Billy The Klq O e Bl
| current project, the and... And even more besides that can't an 250, so start saving
! eagerly awaited Elite Il be mentioned here.

Now...

THE ONE ISSUE 28

ON SALE FROM LATE DECEMBER




~ PLOT YOUR OPPONENTS DOWNFALL AND..STRIE

fffff

It all seems s easy, & / .
but can you beat the | -- Qﬂu@ﬁm f‘“ ﬁ“f gﬁg e

. L 7 oo b~ s
micro or your partner, SIS e - - g@@ coftrolof h@ i gorick

t ths iceously min| | Wi Sl i AR YGRS

boggling game.
Special blocks will give you extra lives... GREAT!... but t}eheue 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!

Ocean Software Limited - & Central Street - Manchester - M2 SNS
| Telephone: 061 832 6633 - Telex: 669977 OCEANS G - Fax: 061 834 0650
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NARC 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 have fo outwit his enormous army of body guards... gangs of
charisma-bypass patients in trench coats, the bullet brain with
the build of a rhinoceros and the breath of a dung beetle, packs
of vicious canine yappies, the psychotic clown wiiﬂ an evil

sense of humour -

YOU'LL DIE, BUT NOT LAUGHING!

Then there’s the gas guzzling cadillac jock - a cool specimen,
elbow 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, @ mean,
shiny street machine, some heavy metal hardware and some
pretty neat moves. And what about the king pin...
did | say he was
Mr. Big?... = ——=rz=r==y No, he’s

OCEAN SOFTWARE LIMITED .
& CENTRAL STREET - MANGHESTER - M2 5NS
TEL 061 832 6633 - FAX: 061 834 0650 . - :




