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1991 sees the re-introduction of classic 16-bit
releases under a new banner
Mirror image.
Commencing with the four releases shown

below, Mirror Image aims to give you the
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THE DISK

Okay, so you've got the
magnetic platter — now
get it spinning.

LETTERS

More readers’ musings on
life, the universe and
everything (everything to
do with 16-bit gaming that
is). Plus! Sergeant
Software continues his
crusade to bring pleasure
to the needy — but watch
out whingers... the Sarge
knows who's foolin' who!

NEWS

An add-on for
Powermonger, what's
next from Core Design

and a new Magnetic
Scrolls triple pack for the
adventurous among you...

wip

Deep in the nation's
dungeons, underpaid and
undernourished
programmers are toiling to
meet merciless deadlines
on: Ocean's Elf,
Sensible’s WizKid,
Graftgold's Realms and
many more.

COMPETITION

Fancy yourself as a racing
driver? Then US Gold
may have just the thing for
you in this great Super
Monaco GP teaser...

COMPETITION

...but if you'd rather
control your vehicle from
the outside, then a
remote-controlled buggy
could be right up your
street (alley or dirt
track...). This thing can go
anywhere, and it could go
where you want it to,
thanks to Storm and SWIV.
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20

36

39

QUTEMTS

YOUR HEALTH

Are those long nights
spent in front of your
monitor doing you damage
that you never dreamed
of? We get the lowdown
on the less healthy side of
computer gaming.

ONE ON ONE

Laurence Scotford visits
the mysterious world of
Arthur C. Clarke to find
out what's behind the
deep thinker's latest
obsession — the Titanic.

REVIEW

The Bitmaps' all-action
platform puzzler, Gods,
leads the way — closely
followed by Team Suzuki,
SWIV, Cybercon lll and a
cast of thousands.

BUDGET

Yes folks — a new
section! We delve into the
ever-expanding world of
low-cost software to find if
less can actually mean
more.

STRATEGY

'‘Nam programmer
Matthew Stibbe begins a
short series looking at the
origins and development
of military strategy.

DEMOS

More rumblings from the
Public Domain, including
— believe it or not — a
rendition of TV's Whee! Of
Fortune. 'Spin That
Wheel' gameshow fans!

TIPS

Help for the stranded and
aid for the beleaguered in
Rick Dangerous 2,
Cadaver, Loom and many,
many maore.
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THE BITMAPS' Gods kicks off the
reviews — page 48.

GRAFTGOLD ENTERS new Realms, see
page 20.
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THE COVER DISK

This
month’s
cover disk

provides
yet
another
first for
readers of
The One —
a chance to see a preview of a new
Assembly Line game before the
publisher has even seen it!

asically thisis an exercise to see how youlike the

game, so why don’t you help out by jotting

down what you think and send it to Roto
Remarks, The One, EMAP Images, Priory Court, 30-
32 Farringdon Lane, London EC1R 3AU. To make il
worth your while, we're putting up asoftware prize for
the best suggestion or comment, so don't forget to
include your name, address, phone number and
choice of machine in the letter.

And so, back to the disk. Rather than prattle on at
great length about this short but sweet taster, we
decided that we'd let the game's developer, The
Assembly Line's John Dale, prattle on instead...

“Rotoplex came about out of a conversation I had
shortly after Pipemania was released; a friend of mine
was saying that he liked the game, but didn’t really see
why it was widely described as a puzzle game, since
once the basic technique of placing pieces was
mastered, it was only necessary to learn to do this
quicker and quicker.

“What was needed, we speculated, was some sort of
problem-solving set-up which could be made more
complex so that more strategy and planning would be
needed to work out what moves to make on the higher
levels. Rotoplex was an experiment to see whether that
kind of problem solving could be made fun to play.

“Due to our commitments to other projects we only
created a demo version, essentially similar to the one
you have. Now, instead of developing it up to
releasable standard (and because of its cerebral
nature, it would be risky for a software house to invest
a great deal in it) we can use this demo as an
experiment to see what kind of response unusual
games of this sort yield.”

GAMEPLAY

The basic game play technique is to solve a puzzle
made up of coloured squares. Each puzzle consists of
several large squares, each one made up of four
smaller sub-squares. A large square may be rotated so
that the four smaller sub-squares move around, or
swapped in position with another square.

The aim is to arrange the squares so that all its sub-
squares match the colour of their adjacent sub-
squares. A sub-square may be red, green, vellow, blue
or grey: the colours must match on adjacent edges, but
grey may be matched with any colour.

SCORING

In this demo,
points are
awarded al the
end of each
level as
follows: 10
points for
EVEry
remaining
second and 100
points for
every unused
move,

ROTOPLEX

THE CONTROLS

The joystick (or cursor kevs) moves a cursor around
the pieces. Holding down the fire button (or left-ALT
on the keyboard) in conjunction with one of the
directions allows moves to be made as follows:
LEFT to rotate a piece left,

RIGHT to rotate a piece right,

UP to mark a piece as being the first of a pair to be
swapped,

UP (again) to swap a marked piece with the current
cursor position, and finally

DOWN to cancel a mark.

Other keys used are:

P Pause

R Resume

ESC Abort game

THE PREVIEW

Your exclusive cover disk contains a simple demo
version of the puzzle. There are three levels of
increasing difficulty, each of which is constructed ina
solved position and then jumbled up. The degree of
jumbling and the size of the puzzle increases on levels
two and three.

The first level is very easy, but levels two and three
are rather more tricky. The huge jump in difficulty on
this preview has occurred because in the final version
a player would need to solve a number of gradually
more difficult levels to become familiar with the skills
needed to solve the puzzles. Jumping from level one to
level three here is a big jump in complexity.

The ‘moves’ indicator in the panel starts off with a
number of swaps/rotates used to jumble up the level,
plusasafety margin toallow for mistakes. Every swap/
rotate performed decreased this indicator by one.

In addition, each level is timed. If the timer reaches
zero before the level is solved, then the game is over.
Tosolvealevel, it'simportant to look for pieces which
cannot match with any other piece and place them on
oultside edges of the board, where they do not have to
match anything,

THE FULL PROGRAM

The enclosed demo disk is only intended to show the technique of solving
a puzzle. It's planned that the finished version (40 levels of which are
already complete) will contain the following additions...

1. Acomputer opponent. Instead of a timer, each screen will show every
puzzle twice: once on the left and once on the right. The computer will
solve one puzzle at the same time as the player is solving another. To win
the level, the player must finish ahead of the computer. The computer
player's ‘IQ’ can be adjusted: either by the user as a game parameter, or
automatically incrementing through the levels to increase the difficulty.
This affects the computer's speed of solving and the number of wrong

moves it makes.

2. Detailed performance statistics stored on the disk for each level: these
will include best time, number of moves and the margin which the
computer was beaten by. There will be a scrolling display showing the
statistics for all levels.

3. A two-player mode, where players compete to solve puzzles first.

4. A demo mode, where the computer solves puzzles to order.

5. A replay of a level to show where the player has gone wrong,.

LOADING
AMIGA AMND
ATARI 5T
Loading your -
Rotoplex preview
couldn't be
easier. Simply
insert the disk
into the internal
disk drive and
turn on the
power. The
Rotoplex preview
will now load
and run auto-
matically.

MNote: This disk is
not designed to
be used with
IBM PC-
compatible com-
puters.

LOADING

PROBLEMS
Should you find
that the Rotoplex
preview will not
load, remove all
extraneous exter-
nal peripherals
(printers, extra
disk drives and
so0 on) and try
again. If the disk
still refuses to
load, then it's
probably faulty -
in which case...

FAULTY

DISKS

If you find that
yvour Rotoplex
preview disk
refuses to load
[or is in any
other way
faulty), simply
pop it into a jiffy
bag or padded
envelope and
send it, along
with your full
name and add-
ress, to: The One
Rotoplex Rep-
lacements, PC
Wise, Unit 3,
Merthyr Indust-
rial Park, Pent-
rebach, Merthyr
Tydfil, Mid-
Glamorgan,
Cymru CF48
4DR. Please
allow 28 days for
a new disk to
arrive.
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VIRUS EDUCATION

Dear The One,

Viruses are a real threat to all computer owners, but especially 1o new users. It's these
they aren'tignorant, they justdon 't know how to get rid of
(or prevent) this problem. People usually only discover that a virus has struck when half
of their disk collection is mysteriously wiped.

Therefore | suggestthat the hardware manufacturers themselves help outthese new
operalors. A virus killer of some sort should be included with software bundles, Anyone
who buys a computer will then be able to get into the habit of checking their disk

people who are most at risk

collection right from the start.

Failing allthis, there are other safety precautions which can preventviruses. Oneisto
write-protect each disk (so the lab is removed to show the hole) as no virus can
overcome this. Another is to turn off your computer for at least 30 seconds before
loading each new disk (instead of doing a ‘'warm’ boot-up).

Stuart Hardy,
Wales,
Sheffield.

Good idea Stuart! Sadly, viruses have bacome a fact of computer life (and all because
some thoughtless idiofs have nothing better to do than to prove fo each other how
‘clever they ara), so it would be a good thing to inspire new users to take precautions
right form the start. so, for anidea that's beautiful in its simplicity, you win this month's
Star Letter prize of £100 worth of (virus-free) software.

MOAN, GROAN
AND SHOUT

Dear The One,

I'm writing to you about something which
nearly everyone who owns a computer has
been in possession of in some stage of
their lives — pirated software,

Now, I'm not one to moan, groan and
shout at paople who illegally copy and sell
pirated software — because these people
haven't gotthe brains they were born with,
Not only is it against the law to copy
software, but it loses software companies
millions of pounds each year, which in turn
puts up the price of computer software.,

The only way we can hopefully try to get
the price of software down Is by stopping
piracy. | know it's a very tall order, but
nothing is impossible, One way all you
people out there reading this can help is by
not buying pirated software, that would be
a star.

Philip Abrahart,
Gillingham,
Kent.

Quite right Philip. Youmay beinterested to
knaow that piracy is becoming such a huge
problem in this business that some of the
bigger developers are considering put-
ting their efforts into producing cartridge-
based console soffware which cannot be
easily copied, 5o just remember those of
vou who own pirafed games, when you
suddenly find that there are no new Kick
Offs or Powermongers for you to get stuck
info — you've got no-one to blame but
yoursell.

COMPUTER
CONSOLE-ATION

Dear The One,
Can | please give a warning to potential
buyers of these new games consoles,

I recently bought a Sega MegaDrive
because | felt that the software on the
Amiga wasn't quite what | wanted — while
MegaDrive games appeared to be great in
all departments.

Most of my expectations were fulfilled,
but | noticed one thing about the gameplay
— most of these games are very easy to
complete.

True, there are some great MegaDrive
games available, such as Revenge Of
Shinobi, Mickey Mouse and Sirider
{which | don 't think will ever be matched on
the Amiga, unless the software becomes
cartridge-based). These games had me
glued to the telly, but | usually either got to
the last level or finished them within three
days.

I'm glad that | kept my Amiga, as it does
have some brilliant games on it, such as
Kick Off 2 (and now Final Whistie, which |
rate highly) and Dungeon Master (and
Chaos Strikes Back, which is also great).
So, unlike some of my friends who sold
their Amigas to buy consoles, | still have
some long-lasting games which | come
back to time and time again.

The MegaDrive is okay, butit won't give
you much more than what you already
have — and possibly even less gameplay.
So don't sell off your computer stuff to get
one, save up and you'll have the best of
baoth worlds.

Maybe the situation will change with the
MegaDrive, as | hear that Dungeon Master
and Kick Off 2 are both coming out for it, but
| would wait before you put all your eggs in
one basket, as you could feel a little
cheated.

Mark Watson,
Preston,
Lancs.

GREAT
IRRITATION

Dear The One,

| want to congralulale you on a very
interesting and entertaining magazine, but
thereis one aspectofitthatirmitates me. It's
how soon you print cheats and tips after a
game is released.

For example, in |ssue 25 you reviewed
Hick Dangerous 2, while in |ssue 26 you
began a full solution for it (a similar
situation happened with Dragon's Lair 2;
Time Warp). | hate to pay £25 for a game,
only to discover a solution to it almost

immediately.

Some people would say not to look atthe
solution, but if you're stuck in the gameitis
hard to resist a peek. So please, please
delay your solutions for a while!

Kevin Fernando,
Stirling,
Scotland.

You've got to be kidding! Don't blame us if
youhaven'tgot the will power to stay away
from a solution until you're well and truly
stuck. Honestly... you can't win with some

peopla,

GREAT
INNOVATION

Dear The One,

| have invented a data slorage device a bit
like a floppy disk, but which can store much
more data (and al afaster rate). Howewver, |
don'tknow any addresses of companies to
send the plans to.

Robert Coare,

Dagenham,

Essex.

A data storage device that's bigger and
better than a loppy disk? If you're having
trouble gelting people fo look at it, send it
into us atthe usual address and we'll see if
we can help you out,

TOPLESS
TITILLATION?

Dear The One,

| have just finished reading your Fabruary
issue and was disturbed for find a letter
from a Ms Moran describing your
publication as chauvinistic. | mean, you
actually had the nerve to give away a
calendar containing graphical images of
(gasp!) girls’ faces!

Really, you should know better than to
exploit all those poor, defenseless pixelsin
order to satisfy the lust of your male
readership.

But seriously, as a 23 year-old female, |
cannot understand attitudes like that of Ms
Moran. Does she really think men get
turned on by a collection of fuzzy pixels?
After all, the calendar was hardly
pormographic, was it?

Moreover, she should try counting all
those pages of hall-naked men which
cavort amongst the pages! For example,
that cute little chappie in Wrath Of The
Demon who insisls on running around
topless (ooh!) in the middle of a
thunderstorm just so that we can be
amazed by his pectoral development.

Do male readers find this sort of thing
offensive? Of course not! Perhaps it's
because they have a sense of humour.
Cal Jones,

Langwaorth,
Oxon.

Ms Moran's letter cerfainly stirred up a
great deal of interest — this is only one of
marny letters that we received on the
subject, from both sides of the argument.
One thing that everybody should
remember is that, ke all Cinemawara
games, Rollerbabes (the game behind
the infamous calendar) is a pastiche of a
certain film and TV style and is meant fo be

more tongue-in-cheek than realistically
serous. Let's hope that the humour shines
through in the finished product.

| CAN'T PLAY
AGAINST THIS

Dear The One,

Kick Off 2 was one of the first games | ever
bought and I've been totally addicted to it
ever since.

| pick my favourite team from 16
divisions (ranging from Division One down
to a local Bristol league) and set the rest to
computer to play the full 14-week season
then promote and relegate teams. |'ve
gradually gotbetter and don’tlose somany
games (admittedly most games are
draws).

The reason I'm writing i5 one of
frustration. During an important match
against one of the top teams, | was winning
one-nil with the game inta injury time. First
an opposing attacker delibarately ran into
oneg of my defenders and to my
amazement a penalty was awarded. Biting
my lip and controlling my temper | dived the
wrong way. | couldn't believe my luck and
was delighted to see the ball strike the
post. My glee then turned to sheer despair
as when | tried to pick the ball up the
penalty taker scored from the rebound with
my goalkeeper still nowhera near the ball,

Could you please inform Steve Screech
and Dino Dini of the rules. The penalty
taker can only score from the rebound if the
goalkeeper or another player touches the
ball, not as in this case.

R Godfrey,
Henbury,
Bristol.

Take note Screech and Dini, the Kick Off
playing public won't stand for this harsh
treatment — especially as the season
reaches a climax and nerves become
frayed as the fop teams compete for the
prestigious trophies, Wouldn't you say,
Trevor?

READ THE SMALL
PRINT

Dear Tha One,

| just felt that | had to write to you after my
experience this week, which really left me
foaming.

Ovwer the weekend | purchased Ferrari
Formuwla One and Their Finest Hour,
However, when | gol home and loaded
them up on my 512K Amiga, Ferrari
Formula One tumed out to be mouse-
controlled only, rendering it useless to me
as | can only play well with & joystick. Also,
adding insult to injury, Their Finest Hour
requiied a 1Mb expansion o provide a
decent game (1o include sound that is).

What annoyed me 50 much was the fact
that when | purchased them in good faith,
Ferrari Formula One had no mention of its
control method anywhere on the box and
Their Finest Hour had they system
requirement printed in tiny writing on the
side. It didn't specify anywhere that the
512K version completely lacked all sound.

| know that if | had done my background
rasearch before buying them then perhaps
| would not have this problem, but | only got
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my Amiga after they had been reviewed
and to some extent this was a 'spur of the
moment’ purchase.

My point is that if the software houses
can afford to have extravagant packaging
boasting the features of their game, in bold
striking colour, then why couldn’t they take
the little extra trouble to also state machine
specifications clearly on the front?
David Stanley,

Sanderstead,
South Croydon.

‘With the greatrange of machine specifica-
tion that's become available recently, it's
becoming more and more difficult for
publishers to come up with a single
package fo suit all users of a particular
maching. Howewver, ong simple solution
would be to have the relailer demonstrate
the game to you before youmake your final
decision — most good independent
retailers are happy to do this, but if yours
fsn't just take your business efsewhere.

DUPLICATION
DILEMMA

Dear The One,

| am writing to ask if there is anyone who
cangive me some help tocopy disks onmy
Atari ST. When trying to copy software |
always seam fo get the message
‘destination disk not the same as source
disk’. Could you give me some help?
A.M. Broughton,
Hull,
North Humberside.

You get this error message when you try to
copy a single-sided disk to a double-
sided disk or wice versa. If you wish fo use
the ‘diskcopy’ option, you mustmake sure
that both source and destination disk are
ofthe same type. If you really have fo copy
the files on a single-sided disk fo a
double-sided disk you must drag them
individually from the source drive window
to the destination drive window. By the
way, make sure that you only use this
procedure o copy those disks that
specifically alfow you to do s0.

STARTLING
STATISTICS

Dear The One,

| have been buying your magazine since
Issue 4 and have come Aacross some
startling facts (compiled from Issues 4 1o
26)...
1. The lowest three average ratings for an
issue are 64 per cent (lssue 12), 63.3 per
cent (Issue 5) and 29 per cant (Issue 4).
2. The highest three average ratings for an
issue are B6.6 per cent (1ssue 26), 86.9 per
cent (Issue 25) and 87.3 per cent (lssue
24).
3. The issue with the lowest amount of
reviews is [ssue 12 with only six.
4. The issue with the highest amount of
reviews is Issue & with 19,
5. The issues with the lowest amount of
pages are Issues 22 and 23 with 92 pages
each.
6. The issue with the highest amount of
pages is Issue 15, with a huge 164 pages.
7. Here are some games with really poor
scores: Scorpion (47 per cent), Hellbent

(43 percent), Dugger (41 percent), Victory
Road (40 per cent), Hotball (37 per cant)
and Spitting Image (34per cent). The
worst percentage goes to Crazy Cars Il
with 33 per cent.

8. The games which have done best are:
Damociles, Midwinter, Paradroid 90, F-29
Retaliator, Fighter Bomber, Flight Of The
Intruder, F-19.Stealth Fighter, Populous
and its successor Powermonger — all of
which reached 95 per cent. The only game
to achieve better was Kick Off Il with a
rating of 96 per cent.

9. The highest amount of times a
percentage rating occurred starts off with
79 per cent (10 times) and 80 per cent (16
times), while the most commaon top rating
is 88 per cent which has come up 20times.
10. The longest single-word title of agame
which has been reviewed is the 13-letter
Thunderstrike, which narrowly beat
Archipelagos and Stormtrooper (both with
12).

11. The shortest single-word litles have
only four letters: Baal, Klax, Loom and
Fang.

12. The shortest multiple word title, Pop
Up, has five letters.

13. The longest titles reviewed are as
follows: Typhoon Thompson In The
Search For The Sea Child (40 letters),
Indiana Jones And The Last Crusade: The
Graphic Adventure (49 Letters) andfinally
Jack Nickiaus® Greatest 18 Holes Of Major
Championship Golf, which weighs in with
a staggering 50 letters!

Gary Carson,

Melbourne,

Australia.

Thanks very much Gary — bul there's one
small thing that you forgot to mention...
what exactly is the point of all of these
statistics?

AMSTRAD
ANSWERS?

Dear The One,

Can you please answer a few questions...
1. | have got an Amstrad PC1640 with a
hard drive. Could you tell me what the
speed and processor are because the
manual doesn't say — as you know some
games don't work very well if the processor
is oo slow.

2. Are there expansion boards available
which will turn my computer into a VGA
machine (it is now an EGA machine)? If so
how much do they cost?

3. Will Mighty Bombjack be available for
the PC? If so whan and can you review it as
s00N as possible?

Aled Rees,

Cardigan,

Dyfed.

Ask and you shall receive...

1. The processor is an Intel B0BE, giving
you a speed of roughly 8Mhz — not too
bad for playing games, but still a good
chunk short of ideal.

2. Baecause of Amsirad’'s machine sef-up,
where the power runs through the
maonitor, as far as we know it's not possible
toupgrade a 1640 s graphics specifica-
tigr.

3. And finally the good news, Mighty
Bombjack is scheduled to hil the sireets
sometime durning March.

SERGEANT
SOFTWARE

' ' Strong of arm and cleft of
chin, Sergeant Software
once again flies into the
breach to bring comfort to
the bewildered and games
to the needy. His software

supply is next to bottomless, but only

the truly deserving need apply...

Dear Sarge,

My fiancé had an accident two years ago and damaged his back
while lifting a patient onto the operating table, since then he has
lost his job and has been on invalidity benefit (he is in constant
pain with his back and lag).

His only hobby is his Atari ST computer which takes his mind
off the pain, but as he does not work he cannot afford many
games. Itwould be a lovely surprise for him if you could send him
some software which would ease his pain.

Miss V.E. Allport,
Rossendale,
Lancashire.

SARGE SAY: A touching case indeed, but unfortunately not
one that | can help out with. If | went around giving software to
gveryone who was careless when liting patienis, then hospital
porters all over Britain would be doing just that. Sorry V.E., but
your fianceé should have been more careful.

Dear Sgt. Software,

| am an Amiga 500 owner and yesterday had a catastrophe. My
cal found the circular saw in the garage and like any normal cat
he was curious. The little rascal plugged the machine in and
proceeded to mutilate my father with it. Like a fool, my mother ran
to see what happened and my cat killed her too. | ran upstairs,
grabbed my computer and fled.

The cal eventually calmad down, butnot before he burned the
house down. | thought that everything would be okay, but then
my cat found an old air pistol and went car shooting.
Unfartunately the cat was a little too slow though, and one car
squashed him into oblivion.

| am now sitting here all alone in my tent, with just my Amiga
and this typewriter. Oh no! The tent has just ripped. Oh well, I'll
have a game of Kick Off 2 {(my fave game). Oh no! The disk has
snapped.

Please can you help?

Adam Marshall,
Stainton,
Cumbria.

SARGE SAYS: It's good to see that even in a lime of crisis,
Adam kept a clear head and was able (o rescue his computer
before the house was destroyed (it's a pity his mother and father
didn’t show the same initiative). To reward this truly unfortunate
soul, I'm sending £100 worth of software — but only when we
find the exact focation of the tent.

If you think that you or someone you know
deserves software help, write to Sergeant
Software, The One, EMAP Images, Priory
Court, 30-32 Farringdon Lane, London EC1R
3AU. The Sarge reads every letter that he
receives — however, due to the size of his
charitable workload, he doesn't have time to
enter into personal correspondence.

WRITE TO THE
EDITOR with your
views and queres
and you could win
£100 of software
and an exclusive
The One T-Shirt.
If there's
something that's
bugging you,
abﬁt he One,
software, or lite in
general, or thera's
anything you want
o know, whether
it's about a
release, tips or a
technical problem,
or evan if you just
want to reminisce,
then don't
hesitate to drop
us a line. If you
don’t want your
letter printed,
please state v
clearly NOT FE“El
PUBLICATION.

Each month we
pick out the most
entertaining,
thought-provoking
or opinionated
letter. We receive
hundreds of
letters and read
everything we get,
but unfortunately
there's nol space
to print them all.
This page
represents a
choice selection
of the latest,

SEND ALL YOUR
views and quenes
lo...

LETTERS

The One

Priory Court
30-32 Farringdon
Lane

LONDON

EC1R 3AU

OR FAX YOUR
views and quenes
on...

(071) 490 1094

AND DON'T
FORGET to
include your full
address, T-Shirt
size and maching
format!
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ROBOCOP 2
Ocean

FANTASY WORLD
DizzY
Code Masters

TREASURE ISLAND
DIZZY
Code Masters

POWERMONGER
Electronic Arts

SCI: CHASE HQ Il
Ocean

TEENAGE MUTANT
HERO TURTLES
Image Works

HOLLYWOOD
COLLECTION
Ocean

NE

FAST FOOD
Code Masters

NE

HONG KONG
PHOOEY
Hi-Teck Software

10

F-19 STEALTH
FIGHTER
Micropose

Compiled by Gallup

GET THE POWER

HE FIRST data disk for
Pawermﬂnger will feature
a World War | scenario,
thanks to some clever
programming — it won't just be a
new set of graphics and land-
scapes, but a completely new
game.

Bullfrog originally designed
Powermonger so that it could be
very flexible in its use of data disks:
notonly can new data be loaded for
usawith the existing code, but new
program modules can be created
as well,

This first scenario is based
unsurprisingly — in Europe, with
the player controlling the British
army, but beyond that there is no
attemptat historical accuracy. New
vehicles include planes that can be
instructed to strafe or bomb
villages, or even pinpoint ane man
to shoot, and tanks that can fire
single artillery shells, or move offin
platoons.

Once again, there's an oppor-
tunity to progress by mixing
weapons together to form new
types. For instance, a sword might
be attached to a rifle to form a
bayonet. Other weapons to be
found include a Gattling gun,
which fires 20 bullets at once in a
wide arc. The computer intel-
ligence has also been modified, so
that computer controlled players
know how to make maximum use
of the new items.

The populations of villages and
towns can be made to construct
defences by digging trenches and
using barrage balloons. It's also
necessary to manage the industrial
complex and the supply routes
maintaining your forces. Foord is
ignored as a variable, but it is
essential that constant supplies of
fuel and ammo are received at the
front line,

A new information

but -

requester

THE WAR TO END all wars
appears at the start of each level
giving details on which towns
produce fuel and which produce
ammao, so that you can decide
which to capture.

Bullfrog has continued to play
Powermaonger, and as a result has
adjusted the gameplay slightly in
this data disk. This scenario is
faster and more orientated
towards action. It is very different
to the original game, being far
more of a wargame, and visually it
looks worlds apart.

Depending on how well this data
disk does, Bullfrog has plans for
others. In the pipeline are the
American Civil War, a feudal
Japanese scenario and a fantasy-

Powermonger.

based game. All of them will be
very different. In the fantasy
scenario for instance, you will be
able to use magic, new spells can
be created by mixing existing ones,
and each of the different races, like
Elves, Gnomes, and Thieves, will
have different character traits.

Hopefully, by the time any of
theseseethelightofday PC owners
will have been treated to the
delights of the original Power-
monger.

Product: Powermonger —
World War | Scenario Disk
From: Electronic Arts
Call: 0753 49442

Price: TBA
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HE UK'S PREMIER adven-
T ture developer, Magnetic
Scrolls, has taken

a leaf out of Sierra's book by
re-releasing enhanced versions of
some of its superb text and graphic
adventures — Fish, Corruption and
Guild Of Thieves in a single
compilation package.

The advanced Windows system
that was used in the well-received
Wonderland has been applied to
the programs: all three will now
boast more graphics and anima-
tion as well as on-line help.

In addition to the games, the

package will also contain a Fish
identification chart, an audio tape
with conversational clues for Cor-
ruption, a day planner for Corrup-
tion, a new cut-away map of Guild
of Thieves and a huge manual.
The pack will appear initially on
the PCin March, with ST and Amiga
versions following in Early April.

Product: Magnetic Scrolls
Compilation Pack

From: Virgin Games

Call: 071 727 8070

Price: £29.99 (PC)
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LOTUS TURBO
CHALLENGE
Gremlin Graphics

POWERMONGER
Electronic Arts

oy cak oo xS imwik, m b S il
wirh 5 £orce sl To Do ol of Mo doar Dy b &
mugir e o o moiernderrs . sha b L Che. !

- P’ g

Bamis Cods Bt 13 50 TEEME
rs Py Perihoe

MAGNETIC SCROLLS’ Guild OF Thieves,
as sean through new windows.

UYING HARDWARE add-
ons has never been easier,
as leading software dis-

tributor Leisuresoft has introduced
Techno Plus, a range of
competitively-priced peripherals
for the Amiga, ST, and PC that
come packaged with relevant
games.

Therangeincludesan Amiga 500
RAM expansion bundled with
either Dungeon Masteror Kick Off2
(one Megabyte version) for £49.99
(£59.99 with clock). Alternatively,
you could have the same package
with Dragon’s Lair or three
Cinemaware games for £59.99
(£69.99 with clock).

Amiga external disk drives are
bundled with Shadow OFf The
Beast, RVF, Battle Squadron, or
Kick Offfor just £89.99, while an ST
drive comes with Corporation or
Kick Off 2 for £79.99.

A high-guality Logitech mouse
for ST or Amiga is bundled with
Captive for £34.99, with an PC
version to follow soon for £39.99.
Also available in the range are
blank disk packs and sound
5ystems.

In the near future, Leisuresoft

plans to introduce Starter Packs
containing a dust cover, mouse
mat, disks, and head cleaner and
special bundles with printers and
monitors. Also forthcoming is a
special pack containing four joys-
ticks, a four-player adaptor, and a

NEW BUNDLES OF JOY

copy of TV Sports: Basketball for
the Amiga.

All of these bundles are available
from good retail outlets, but should
you have difficulty you can contact
Leisuresoft directly on 0604
768711.

BUYING HARD becomes sasy with Techno Plus.

FANTASY WORLD
DIZZY
Code Masters

GOLDEN AXE
Virgin Games

TEENAGE MUTANT
HERO TURTLES
Image Works

SPEEDBALL 2
Image Works

NE

FAST FOOD
Code Masters

ME

STEVE DAVIS WORLD
SNOOKER
CcDS

NE

TREASURE ISLAND
DIZZY
Code Masters

NE

GAZZA 2
Empire

Compiled by Gallup

SILENT, INVINCIBLE, INVISIBLE . . .
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The 38th British
International Toy and
Hobby Fair at Earl's
Court featured — wait
for it — more than
50,000 different toys
from over 460
exhibitors! Gordon
Houghton selected some
of his favourites.

0YS ARE NO LONGER child’s
T play. These days 162 million of
the things are bought each year

in Britain alone - most of them going to

- | '.;
children under 10 years old. In 1990, the Vit q?;:y}
total cost of providing those three-foot

human beings with toys, models and 1o No ONE'S SURPRISE, the chummy characters with a
gamgs actually topped 'E.|1'l billion. penchant for pizza cleaned up last year. If their subterranaan
This hyped hﬂndljﬁurk isgearedtoall g cooce continues in 1991, they'll be the most popular toy ever,
tastes, encompassing the unusual (8 Gincing even the Star Wars figures of the 1980s. Ensuring that
Madame Tussauds board game), the 5 iiion children are spoon-fed subaquatic pleasure this year
tediously familiar (an all-new range of iy be a new TV series, a Sewer Dragster, Psycho Cycle, Sewer
Turtles accessurl_esb and the up-to-date Playset, Footcruiser, Pizza Thrower, Turtle Copter, Sewer Tubes
[Saddam Hussein and George Bush a...ment. a Double Barrelled Plunger Gun — eic, etc...

One piece of good news is that
® The largest Toy Shop in

amongst the latest batch of goodies for
kiddies are the first ‘green games’. One
notable offering is John Adams Toys'
Pollution Patrol, a range of science
projects which allows kids of all agesto
test for acid rain and clean water.
Just as topical (but more traditional),
the toppling of the Berlin Wall has
brought a myriad of wooden wonders
from the good-old GDR. And just as

g : i the world is Hamleys
traditional (but not quite so topical), are i
two new harbour sets from Lego, ideal founded in 1760: it has A RECENT IRAQI
for budding builders with a nautical 45,000 square feet of BROADCAST to the

allied troops in the
Gult contained the
message: “Your wife is
sleeping with Bart
Simpson.” This same
Bart Simpson is also
soon to star in his own

bent - these kits even feature a
speedboat for smugglers and a coast-
guard patrol boat.

selling space crammed
into six floors.

@ The tallest Lego Tower
ever was constructed in the
forecourt of Waterloo

board game for two to

station in 1985: it was four players aged from
15.01m (49ft) high. 10 to adult. You've

bly already heard

The bad news is that the Subbuteo p"‘:'“;m'l"ﬂm“ By

people still haven't quite perfected a snapped up at the

red-cheeked Gazza figure who can sob computer licence, but
or swear at referees. Gazzafans looking did you know the

for Gazzathrills won't be disappointed

cartoon cutie and his

though: the jinking Geordie maestro family also have to

has just donated his Gazzaname to the i

latest Gazzagame — an LCD footie Crayon-by-Numbers

hand-held from Grandstand. set, a card game and
The most unusual 'toy’ to emerge a stick 'n’ It

from the massed 50,000 is Bubble
Busters. This is, in fact, merely the air-
filled plastic pockets you find in
packaging, made up into sheets which
pop when you stand on them. Fixing
them to various shapes and sizes of
cardboard has allowed the manufac-
turers to create a six-foot Jumbo Party
Rug and a host of novelties such as THE MAMAS & PAPAS Gaucho battery-powered death buggy
banners, crackers, party invitationsand  is aimed at five to ten year-clds, but some may argue its

adventure set?

® The Itmgﬂt toy inthe
world isthe’ lms-vn-LMI-

-Leggggggs’, a 1,000-
legged pink murpillar

place mats. advantages over a Lada. It has two forward gears and one ;
Whatever next? A game made from reverse, pedals for the accelerator and brakes, working lights, which is 76.2m m i
sheets of polystyrene that magically an ignition key, adjustable mirrors, a glove compartment, IW lﬂd\\lﬂigh!mbl
squeak when you rub them? Glue that  safety belts ~ and even a log book and driving licence! It can It was created by the
you can stick on your fingers and peel speed along at between five and eight kilometres per hour Commonwealth Toy &

off slowly? Who can wait until 1992 to  (faster than some 2CVs), runs off two BV batteries and is made
find out? almost entirely of polypropylena.



WHAT DID ROLLER
SKATES, hula
hoops, space
hoppers, and
skateboards all
have in commaon?
H you answered
that they were all
crazes which
swept America and
subsequently
tidied up here as
well, you'd ba
right. The latest
fad is the
Matchbox Moon
Shoes (left). Aimed
at kiddies from
eight to twelve (not
exceading 120Ibs)
they allow them to
. bounce up and
. - ) down as if they
o, had a couple of
trampaolines
strapped to their
feet. And for
£34.99 a pair, aven
Neil Armstrong
might like to revive
a few old
MEemories.

® The most expensive toy
soldier ever auctioned was
& a rare 70mm scale figure of

‘the Colonel-in-Chief of the
Welsh Guards. At £1,200
it's worth £17 per
millimetre,

THE TEARS MAY
HAVE DRIED on
the cheaks of
Tottenham
Hotspur's Mars Bar
Kid, but footie is
still spawning toys
a-plenty. Billed as
a football training
aid, Pacer
Technology's
Kick-a-Ball is
essentially a
football with &
piece of elastic on
it, which you tie
arcund your foot - :
and then kick a lot. It has a ‘comfortable velcro ankle strap”
which expands from six to twenty-four feet at the mere swing
of a leg, and which allows you to practice trapping, shooting
and goalkeeping with or without a partner. But wait! The ball
can also be staked to the ground, allowing several players to
take part - all this for just a panny short of £14.

K

0 Wl

® The most expensive toys
at auction are usually dolls:
in 1989, Sothebys sold an
81 year-old Kammer and
Reinhardt bisque character
doll for a world record
£90,200.

IT COULD BE to the "90s what flares, wedges and kipper ties
were to the ‘70s — but right now Karaoke is king. It's springing
up in pubs, clubs and assorted shrubs across the land. The
appropriately named Singing Machine Company has decided
that for those of you who want to warble amongst familiars, a
Personal Karaoke Machine (above) is just the thing. For £325 it
converts hi-fi, TV and video equipment into a fully-fledged video
Karaoke system. Singalonga David Soul, croon to Glenn
Campbell and swing your pants with Kylie Minogue — and all
in front of your parents!

VIRGIN MASTERTRONIC chose the show to officially preview
the Sega GameGear, more or less a hand-held version of the
Master System: May is the likely release date, and £33 the
likely price. Ten games are planned to coincide with the
launch: Pengo, Super Monaco Grand Prix, Wonderboy I and
Columns are all certainties, while the rest should include
G-Loc, Shinobi and Mickey Mouse. Not to be outdone,
arch-rival Nintendo is planning half a dozen Gameboy releases
in the next six months, plus the long-awaited Super Maro Bros
3 on the Nintendo console in the autumn.
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WHAT THE
STARS
ARE PLAYING
PALACE SOFTWARE

THE BITMAP BROS

SENSIBLE SOFTWARE

™

"“" Gt

... HE'LL BE IN TOWN SOON WITH A FEW DAYS T0 KILL

™™ + 1980, 1991 Twentisth Century Fox Film Corporation. &ll rights reserved
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TEENAGE MUTANT
TURTLES
Image Works

+ 2 INE

STRIKE FLEET
Electronic Arts

F-19 STEALTH
FIGHTER
MicroProse

COLOSSUS CHESS X
CcDs

5 |NE

FUN SCHOOL 2
il‘.h'ldarﬁlx}
andarin

FUN SCHOOL 2 (Six
to Eight Years)
M rin

7 [NE

SUPER SKI
CHALLENGE
Players

8 1NE

PIPEMANIA
Empire

THE HITCHHIKERS
GUIDE TO THE
GALAXY

Infocom

10V

WONDERLAND
Virgin Games

Complied by Gallup

REFLECTING [N

TV: SPORTS FOOTBALL - just one of the classics soon to be
available for under a tenner as part of the Mirror Image range.

THE ORIGINAL 16-bit specialist publisher, Mirror-
soft, has launched a new 'retrospective’ label. Mirror
Image, as the label shall be known, will cover back
catalogue games retailing at a price of £9.99.

Titles will start appearing from March and are to
include old Mirrorsoft games complimented by
products from other publishers.

The range of products planned to appear on the
label is impressive, including Speedball, Carrier
Command, Defender Of The Crown, and TV
Sports: Football. Further games will be released at
the rate of two a month.

US GOLD
GOES US

US GOLD HAS SIGNED an agreement with Accolade
to market its products in North America. Up until
now, US Gold games have been marketed in the
states by wvarious American publishers on a
product-by-product basis, this is the first time that
the firm has signed an agreement with a single
publisher.

The first four games to be handled under the new
agreement will be: International Soccer, Gold of the
Aztecs, Vaxine, and Rotox.

This is not the first time that the two companies
have worked together — US Gold used to distribute
products in Europe for Accolade.

Vaxine — soon to

Sierra On-Line

10 HERO'S QUEST

3500

get exposure
Stateside with the
help of Accolade.

BARD'S TALE Ili: THIEF OF FATE -
Electronic Arts

March 1991

Amiga £24.99

THE THIRD INCARNATION of this classic RPG
finally makes it to the Amiga, complete with more
than 100 magic spells, seven kinds of spellcaster
{including Chronomancers and Geomancers),
automapping and more than 500 monsters (some
of which can be used as player characters).

The plot follows on from The Bard’s Tale I
The Destiny Knight: the townsfolk of Skara Brae
are celebrating their defeat of the evil Manger
when the Mad God Tarjan arrives and gets his
revenge by reducing the town to rubble, then
threatening the rest of the world.

Your task is to assemble a party of adventurers
from up to 13 character classes to tackle Tarjan
and his minions through 84 dungeon levels and
seven different dimensions.

AN EXAMPLE OF
the sort of nasty
dungeon denizen
that awaits you in
Bard's Tale il

SKI OR DIE

Electronic Avts
Amiga
£24 99

THIS SEQUEL TO the successful whacky sports
simulation, Skate or Die, is now available to
Amiga owners. There are five frosty events to
enjoy: Snowboard Half-Pipe — similar to the
skateboard half-pipe, but with the addition of
chainsaw bunnies and bumps; Acro Aerials —
stunts while leaping from a high ramp; Innertube
Thrash — a bit like Toobin, only on ice rather than
water; Snowball Blast — An opportunity to pelt
kids with snow, while they pelt you back: The
Downhill Blitz — shoot down the mountainside
doing stunts and jumps while trying to stay ‘On
The Piste’.

Each of the events can be practiced individually
or you can enter the full competition featuring all
five. Definitely worth getting, if only for the Rob
Hubbard soundtrack and crazy Michael Kosaka
graphics,
IT'S "SNOW JOKE'
hurtling off the end
of that ramp at 40
mph, especially if
you land in any

position other than
1 an upright one.
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* Mindscape is planning a game
that's greener than The Turtles,
having signed up the popular
American cartoon character, Cap-
tain Planet (who's currently attrac-
ting more viewers in thestatesthan
the terrible terrapins). Captain
Planetisthefirst‘green’superhero,
who, with his five helpers, under-
takes missions to save the environ-
ment. The cartoon will be shown
here from April ‘with the game
following later in the year.

* Movie stardom beckons for the
popular coin-op and computer
beat ‘em up Double Dragon.
There's no news as yet as to the
casting of Jimmy and Billy Lee, but
Double Dragon — The Movie is
being produced by Imperial enter-
tainment under licence from the
copyright owners Tradewest, and
shooting isto begin in the Autumn.
While computer game characters
have been the basis of television
programs in the past, this is only
the second time that they have
starredin afilm, the other being the
Mario Brothers film currently in
production.

* Lexi-Cross is a word puzzle
game with a futuristic television
setting from Interplay Productions.
The show is something like an
upmarket version of Countdown,
with Carol Vordermann replaced
by a beautiful droid Robanna.
There are over 600 word puzzles to
solve in either solo or face to face
games (with a modem link option).
The initial PC version of Lexi-Cross
will be available through Electronic
Arts in March at a cost of £29.99,

A3 START BOOE
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INTEIZATING FACTH

SHORT STORIES

Megaphoeanix —
classic 70's
coin-op action
given tha 90's
treatment by
Dinamie.

The Brothers Lee
in action in Double
Dragon Nl — but
who'll play the
boys on the big
scraen?

* Spanish supremo Dinamic has
chosen an April release date for
Megaphoenix, an updated version
of the ancient coin-op Phoenix,
which features more classic action
against the swooping birds and
theirexploding eggs. However, the
original concept has been brought
more in line with the latest shoot
‘em up trends — for example, a
large end of level ship, the
Megaphoenix, has been added.
Other innovations include more
power ups to be collected, a
simultaneous two-player mode
and a £24.95 price tag.

Reliving the racing
legend’s pain and
humiliation with
Mario Andretti's
Racing Challenge
Spectacular
crashes can be
reviewed using the
action raplay
feature,

One thing that's
evident from
Intarplay’s
Lexi-Cross - TV
gameshow humour
hasn't got any
better, even in the
21st Century,

* Electronic Arts is to complement
its excellent /ndianapolis 500 rac-
ing simulation with Maric And-
retti's Racing Challenge.
Developed by the auto specialist
Distinctive Software Inc (the team
behind Test Driveetal), this follows
the career of the top American
driver. The player can attempt to
break Mario's records on all of his
favourite courses in Sprint Cars,
Modifieds, Stock Cars, Sports
Prototypes, Formula One, and
Championship Cars. However, in
addition to demonstrating driving
skills the player must manage
resources and sponsorship if he is
tomirror Andretti's meteoricrise to
the top. Mario’s Challenge will be
available on the PC in March at
£29.99 with other versions planned
far the future.

THE GOAL-DEN
SHOT

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

ANNOUNCING THE KICK OFF 2 GOLDEN
GOAL CHAMPIONSHIPS

NO MORE shall we dispense good money for superlative goals,
no more will one lucky person walk away with £100 worth of
software for placing a ball at the back of a net. With a mere eight
months before the start of this year's European Computer
Entertainment Show, it's time for the playoffs to begin! In the
months running up to the biggest gaming event of the year, each
Golden Goal winner will earn themselves a place inthe exclusive
Kick Off Championships to be held on The One's stand, with an
incredible prize for the lucky winner. Full details will follow nearer
the date butfor now, let's have a big hand for the first lucky player
to win himself a place, Gary 'Lineker' Neal. Yaaaayyy!!
- E FROM A rather poor

cenire, Gary ends up
kicking the bal
straight into touch.
The ball ia thrown in
and an opposing
defender prepares 1o
run upfield with it

AS THE DEFENDER
turns to pass the ball,
Gary, quick as a flash,
Imtercepts and darts
towards the edge of
the box, al a
45-degree angle o the
goal.

BEFORE THE defence
can reach him - and
even belore he gets to
the penalty area -
Gary launches a
thunderous ball high
into the air. The ball
BIEhes over sveryone
in the box and lands
firmly in thie corner of
the net, The 'keeper
can only hang his
head in shame,

Do you have a goal that puts even that one to shame? If so, send it to Golden
Goals, The One Magazine, Priory Court, 30-32 Farringdon Lane, London ECIR
3MU. Please note that as from next month the prize will no longer be £200 in
cash, but £100 of software. Remember, we only want the best, tha very best .
anything less just won't do. Please note that if you want your disk returned
you must send & suitable SAE

IGNORE THESE RULES AT YOUR PERIL

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

1} No more than THREE |3) goals per disk, and no more
than one disk per entrant,

2) All goals MUST be scored by the entrant and NOT by
the computer (even in Position play you have to be the one
that gets it in the net). We can tell, so don't waste our
time.

3) The disk LABEL must contain the following information:
the entry's format (Amiga or ST), the entrant's name,
address and (if applicable) telephone number. A description
of the goals would also be handy, along with what type of
pitch they were scored on.




Are you bored of games that pose
no real challenge? Mindless
adversaries that can’t fight back?
Dumb nasties who just ask to be
slaughtered?

GODS is a complete departure!

R0 i T LA P
HAOTHERS

Featuring a revolutionary system of
artificial intelligence, your opponents react
to your actions and interact with

the environment.

Perhaps guile will achieve more than brute
strengthl Your cunning, as well as skill
with the fearsome array of weapons at
your disposal, are needed equally to
overcome the enemy...

R 1-44-+44-|--|--i H44 i

Award-winning Bitmap graphics
and music by Nation 12 make
this their most exciting game
ever...

Have you got what it takes
to be a GOD?

Amiga, 5T, PC
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AUTHOR Kati Hamza visits Graftgold to find the veteran
15 developer taking up arms in a new kind of strategy
[Design, Coding) | game.
Michael Field
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{Graphics)
John Lilley
(Graphics)

David O'Connor
{PC Programming,
Sound)

Jason Page

(ST/Amiga

Programming,
Sound)

INITIATED
June 1990

RELEASE

AMIGA
Autumn 1991

ATARI 5T
Agturnn 1991

IBM PC AND
COMPATIBLES
Autumn 1991

LONG TIME AGO when Graft-

gold's Steve Tumner was just a poor

overworked Spectrum program-
mer, he had the germ of an idea: o strategy
gome with o simple user interface that
offered a complex gameplay challenge al
the same time: | hm?'rhe design all mopped
out, but when | started adding up what I'd
need, there was just no way o Spectrum
could do it, so | just binned the idea.”

Five years on, with o whole host of
Grafigold projects including Paradroid,
Rainbow Islands and Simulcra behind him,
technology hos finolly cought Steve up.
What seemed impossible with 48K of
memory fed by a cassette recorder
suddenly oppeared more plausible when
faced with 520K and a disk drive.

In the end, it was a selection of frachal
mop demas that finally kicked the concept
back to life. Steve expands: “We saw them
and we thought what kind of a game could
we do with these mops? That's when we put
the two together.”

The upshot is a game that centres around
cosh. You're a king belonging to one of five
races |ore, human, dward, elf or Amazon)in
possession of a certain amount of territory
and slavering for more.

Achieving your aims is a question of tax

control. With some clever military
manoceuvring and a moedicum of financial
wheeler dedling, the aim is to construct a
spider’s web of financial connections
designed to fill your gaping treasury. If all
goes well, prudent strateqy and some defily
opplied coercion should moke you fat,
famous and very, very rich.

Steve, who doubles as Design Co-
ordinator and programmer of all the fiddly
bits, is the first to admit that this isn't what
you'd call the most ariginal scenario since
Pong: “If's been done before, but those
games have tended to be either pure
strategy, or strategy games with a couple of
arcade sheets thrown in, which doesnt
work very well. What we've tried fo is moke
the strategy gome come alive with pictures,
sounds and movement so that you get the
feeling that you're trying to control a real
world, Whenever something happens we
want to show people.”

The resultis o veritable orgy of graphical
integration. The map system at the heart of
the display is entirely fractal-based. Fram
the main map it's possible to zoom into a
variety of smaller maps which geographi-
cally resemble the original.

In battle, thislandscope isn't just for show,
the 3D actually influences the course of the
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conflict. If you're up the hill and charging
downwards you'll have the odvantoge
over the people coming up. In a large-scale
confrontation it's possible to focus on
specific units and change their formation or
. move them around occordingly

"Inavitably, the obvious comparison is
with Powermonger, but | think we've gone
quite a long way towards a better solution
than that,” enthuses Steve. “The point is that
everything is relevant. If you wantto look at
a city you get a proper picture rather than
just o few words.” From this picture, the
player can tell whether the city is large or

the Redl

small and there's spec ific textto indicate the
mood of the people - whether they're
hungry, ecstatic or depressed.

According to Graftgold, the best strategy
games are like Chess: it doesn'ttoke long to
grosp the rules, but you can spend a lifetime
learning how to use them. Right from the
start the aim was to front a complex word
model with a simple user interface. “Thera's
no need to worry about how to do things -
you can just concentrote on deciding what
to do.”

A large chunk of development time so far
has gone inte whittling the icons down to a
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S0 FAR Realms uses around 200 different sprites, ranging from giant unit illustrations
through to the tiny animated soldiers shown here. Steve is determined to keep in as

- —— much animation as possible, including a spectacular five-frame waterfall - however, i
""" memory pressures demand, the more peripheral etfects will have to go.

minimum. Wherever possible, the obvious
should always work; if you want - © move
your troops around, for example, you
simply click once on the men you want to
move, once on the place you want them to
move to, and they'll outomatically
negotiate the londscape to get there.

The world model has been designed to
tutor the player: it continues evolving
whether or not you participate in its history
ond disploys o series of prompts and
messages de 5ignud to spur you into achion
This has obvious odvantages for beginners
for a crash course in how things work, just sit
back, relax and learn as the action unfolds

Beneath this deceptively simple surface
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PROJECT
Realms lurks a complex and

highly structured

gome, every part of which has been
painstakingly worked out for maximum
potential. Steve adapted the map editor
used to plot patral points in Simulera te
posiion cities and build up interdependent
structures by hand: “This isn't going to be the
kind of game that has six million randem
starting points, because I'm trying to create
a really interesting world to fight for.”

The city models take account of a variety
of different factors whenever a financial
decision is made. Nothing is os straightfor-
ward as it seems, even if you start with the
biggest empire an the map: the larger your
kingdom, the more prone itis to developing
factions which have a tendency to split off.

Whatever you do, it's vital to consider all
of the possible consequences of your
actions. For example, you mightthink that to
make a city grow, all you need to do is cut its
taxes. Justwhen you think all your problems
are over, you're faced with a population
r:xp|u5i|:|n. an influx of immigmnh Bncour-
aged by the thought of easy pickings and
incipient famine. “That's one reason why a
message feedbock system is so wvital"
exploins Steve. “You ignore complaints
from your subjects at your peril* Leave
them alone too long and they begin to
change their allegiance by trading with less
bashful emperors.

Perfecting this artificial intelligence is a
mind-boggling process that Steve and the
team is still trying to get to grips with: “In this
kind of game the worst bit is trying to make
the computer play so that you feel you're up
against a proper player. The problem is that
it can't take too much fime or memory. It
doesn’t matter how much fime the computer

NO DEFINITE SOUND work has begun as yet, but there
are plans to specially re-write the in-house generator.
Grugnld's resident sound expert, Jason Page, has what
are mysteriously described as ‘big ideas’. At this stage they
encompass between 50 or 60 samples and the concept of
orchestrating a variety of differentunes and sound

into something more like a film score than a tune. The
sounds won't be predetermined, instead they'll actually
respond to how well you're doing in the game - increasing
in volume when things get exciting and easing off when
things cool down. The uﬂvurrhuga is that you end up witha
soundtrack that doesn't repeat itself too often, become
tedious, or get on your nerves.

ERUCE
DICKIMNSONLYS
HAIR

e
1958

L) GRAFTGOLD

MARCH 1991

neads to think in o Chess gama, but ot
arcade speed the computer's got fo keap
thinking in little bits while the game’s gaing
on.,

It may be tough, but Steve isn't daunted:
“Last year we didn't think that the 3D map
would be possible ot the frame rate we
wanted, but we're really pleased with that
now.” He's confident thot come summer
he'll be saying exactly the same thing about
the AL “It's already storting fo come
together.”

Meanwhile, Graftgold has plenty of
other irons in the fire. Fire And lee, an
arcade cutesy in the mould of Rainbow
Islands, is currently being programmed by
the other Graftgold supremo Andrew
Braybrook and plans are afeot te convert
Parodroid to the PC Engine for NEC.

mamory.
it con reduce fo i,
arcund 35 per cent,

And bacause

at
di!l:
swopping ond
accessing they'll oll
be doing their best
fo keep that to o
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Ocean’s
latest is set
in a land of

little
people —
Ciaran

Brennan

plays

Gulliver.

Little Things Mean A Lot

T'S NOT EXACTLY RARE that a
“ couple of new faces appearin the
offices of a major software
company, drop a disk or two on the
development manager's desk and
announce thot they've almost finished a
game that's good enough for publication.
What is rare — extremely rare in fact — is
to find that they're right.

Paul Oglesby and Damian Slee are the
duo in question and the game they
confidently presented to Ocean contained
an eorly demo of Elf a platform-based
blend of action and strategy, held together
and spiced up with a healthy dose of good
humaour.

Collectively known as Nirvana Systems,
Paul and Damion have lived in close
proximity in Harregate for longer than
either cares to remember. Consequently,
their coming tegether as the latest in a long
line of progromming duos was less than
dramatic. “After we'd both finished Univer-
sity, Paul came around one day and said
‘why don't we write o game?," explains
Damian.

So had the pair whiled away their
younger days in front of @ monitor screen?
“No, not really,” Paul reflects, "my brother
had a BBC and | ployed a lot of games on
that, but nothing much otherwise.”

But despite this relative lock of goming
experience, the idea that they should
combine their talents in this way doesn't
seem so unusual when you learn that Paul
studied animation at college, while Damian
took computer science, a marrioge made in
heaven as for as gome development is
concemed.

And so to the team's first efforts. Ef takes
up the story of a diminutive chap called
Comelius who finds himself in the unlikely
role of hero when he has to rescue his
girifriend who's been kidnapped by an evil
gang. The exact nature of this gang, and
why they should be kidnapping girls hasn't
been decided as yet, but Damian is keen ta
paint out that the plot isn't simply the same
old fare: “Ifs o pretty well-used storyline

really,” he admits, “but it's got quite o good
twist at the end.”

To get his old lady back where she
belongs, Comelius has to negofiate six
levels — most of which comprise over 100
screens| The litle blighter works his woy up
from his initial standard weapon through a
series of spells and upgrades to eventually
become the toughest Imp on the block.

I¥s not just a matter of massive death and
mayhem though. Some of the obelisks
which block our hero's path are indestructi-
ble, so in addition to shoofing just about
everything thot hops, skips ond crowls
through this fairy tole lond, it's also
necessary to work out the best route to get
to the end of each section.

Because many of the screens have to be
‘solved’ as separate puzzles, the boys
weren't able to scroll throughout the
environment. Instead, the transition from
screen to screen is accomplished via some
impressive ‘burst scrolling’ — where play
stops momentarily and, rather than simply
flicking to the next screen, the whole image
guickly scrolls in the appropriate direction
ond the action storts ogain in front of
another stalic backdrop (it's not known aof
this point whether this feature will maoke it
across fo the 5T version).

This impressive feature is only one of
many that have been incorporated in the
program: the way the multi-coloured
screen fades to silhouette when Cornelius
enters the shop and the ‘reflection’ of
images in shimmering water con only be
described as delicious.

Sowhat's nextfor the men from Mirvana?
They're remaining quite tight-lipped about
the form thot their next game will take,
divulging no more than thatitwillbe aspace
gama and that it will probably be published
by Ocean.

One thing's for sure though, if fulure
product retains the quality displayed in this
inifial effort, then it shouldn't be too long
before this litle EF is replaced by a

developing giont.

THREE;

DOORS, LADDERS, cute (and not so cute) wildlife — and
Comelius himself. EIf"s environment is nothing if not pretty, but
our hero has litthe chance to take in the sights as things are
about to start hitting the fan...
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OUTSIDE ONE OF THE many shops (left),
our hero has just a couple more bad guys
to see off before he can pop in for a
browse.

with a list of options: the idea of selecting

HOW DURFRT]
WAV FIRING,

ONCE INSIDE (below), you're presented

YOUur own power-ups isn't new by any
means, but it's rarely been executed with
as much style as you see here. In this
litthe emporium, the idea is to swap the
herbs and 'pets’ that you've collected
along the way for a variety of useful
spells.
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QOUR HERO is a man of many talents — walking, jumping and
ducking are just three of them, as illustrated by these
animation frames.

THIS WORLD is really buzzing: the top
six panels are animation frames of some
of the 'living’ floating platforms, while
the remainder are some of the less-
intimidating inhabitants (check out those

nauseating bunnies though
euvugghhhl). it doesn't do too much
harm to knock off even the cutest of
these sprites, it does however affect
your eventual ‘niceness’ rating, which, in
turn, atfects which of the two end
SEqUENCes Yyou See.

IT'S NOT NECESSARY to destroy every-
thing that moves — in fact, it's sometimes

desirable to stop awhile and shoot the
breeze with the locals (rather than simply
shooting them). This chap on the left, for
example, looks like an interesting type...

...lF YOU DO choose to take a break from
killing cuties, you'll find yourself at this
intricate ‘interaction’ screen (below). The
intricacy and attention to detail doesn’t
stop at the graphics either — there’s some
genuinely funny banter to be engaged in...
is your wit up to the job?
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“In the more temperate equatorial

reaches of the Atlantic, only one of

forty-two islands held out a hand,

w _ | Welcoming the survivors into the
0¥ e i ™™ Atlantic Federation, a force for

peace, prosperity and democracy. But the new home is threatened
by the evil Saharan Empire, a mighty military dictatorship based
on the African mainland, already enslaving the other island
communities, and ultimately intent on conflict with the Federation.

The enslaved islands are home to freedom fighters looking to
break free from Saharan domination and join the Federation. The
mammoth task facing the Federation is to covertly aid the
liberation of as many islands as possible before the Saharan
Empire makes its final push for Atlantic domination. The Flames of
Freedom must be lit. The torch is about to be passed to you.”

ATARI ST
SCREENSHOTS

Push your body and your wits for hours on end against the most amazing, exciting and adventur gy




As the best Field Agent the Atlantic Federation has, you

are charged with the execution of highly dangerous
clandestine missions on each of the forty-one islands.
Each island has its own political, administrative and
cultural perspective, so each mission will require
different aspects of your chosen physical, mental and
psychological skills.

RESTRICTED

MISSION BRIEFING - BENI MAZAR
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stunning than those of its
predecessor - wmhidtmwrll
a new age dawns

Flames of Freedom will be available soon for your
Commodore Amiga, Atari ST and IBM PC Compatible, from
Rainbird, the Masters of Strategy.

ntur ous strategy game. Midwinter I, This time its personal !

CHANGE 5w CHOLOC T

_ CHARM [ | REASCTH
. excellent axcallent
PPEAL| 4 i PLEADING

& excelent

 rrer——

CFIEERT =
encoellent

hu‘ excellant

§ THREATS
excellent

DECEFTION
awcellent

X

* Sophisticated character profile
generators allow you to choose your own
looks, sex, psychology and physical
characteristics.

* Choose to use Training mode to
practice any aspect of the game, ‘Firefight’ to
try one complete mission, or ‘Campaign’ to
tackle the whole shooting match !

BEMI MAZAFR

P
islard, charged withhdiZtributing sediticus
hiterature’

* Cover a quarter of a million square
miles of accurately mapped 3-D terrain,
generated by light-sourced fractal technigques.

* Auto-route options allow you to plan
and execute travel within the 3-D
automatically.

* Interact with 4000 characters; each
with an individual personal profile.

L Ltilise 24 modes of transport,
across land, skies and seas.

* Fight with 12 different weapons
against a massive array of opposing
firepower.

L Use your investigative and
deductive techniques to solve endless
challenges to aid your progress.
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‘Given the
pedigree
of the first
Super
Cars
game,
and the
extra
original
features
in this
sequel it
certainly
looks like
Gremlin
and
Magnetic
Fields
have a
good
chance of
taking
Pole
Position
yet again.’

E REVIEWED the original Super
Cars way backin February of last
year (lssue 17). It was veteran 8-

Bit programmer Shoun Southemn’s debut
16-Bit game, and one of the few playable
contenders for Super Sprint’s crown. Since
then a lot of water, and traffic, has gone
under the bridge.

Since the completion of Super Cars,
Shaun and the rest of the team ot Magnetic
Fields have stayed with the motor racing
theme, creating the superlative Lotus Esprit
split-screen racer for Gremlin,

When the team turned their attention to
Super Cars 2 they decided to apply the
successful two-player formula once more.
Considering that the field of Super Sprint-
inspired gomes hos now increased fo
include the likes of Badlands and Ivan
‘Iron Man' Stewart's Super Off-road
Racer (both of which have the advantage
ofbeing coin-op conversions), Super Cars 2
has a lot to do if it's fo be first past the post,
The split-screen option could be just the
advantoge it needs.

Unlike Lotus Esprit, the two-player split-
screen in Super Cars 2 can be switched offif
you are playing on your own. If you do play
with afriend only one ofyou hasto qualifyin
each round to ensure that both of you get
through.

Don’tbe fooled into thinking that the split-
screen option is the only exira feature that
Super Cars 2 has to offer. The most obvious
differenceisthatthe
courses are not
confined to a
square area, they
can now be all sorts
of weird and won-
derful shapes,
made more unusual
by the addition of
reads running dia-
gonally. The final
game will have
either 20 or 21
courses, split into
three levels of diffi-
culty — that's quite
an improvement on
the original game's
nina tracks.

There are o few
extra hazards to negofiate too. Some of the
jumps now cross octual roads on other parts
of the track. If you miss the opposite side of
the jump the cor plummets onto the road
below, exploding spectacularly. This makes
driving underneath jumps quite hazardous
— other drivers have a habit of folling short
and then falling on youl

In addition there are crossover areas in
which cars hurtle in from different angles,
bits of two-way road, banked hills for
overtaking, gates which open and shut
constantly (requiring careful fiming) and
tunnels,

Another innovative feature is the use of
different road surfoces to affect the
handling of the cars. Spilled cil and patches
of water and mud have been carefully
designed to odd that little bit of excitement
to driving. Each car has o damoge rating,
and every time you get hit or go spinning
into a wall your rofing drops. If it gets too
low your car is a write-off.

This sequel evenincludes one feature that
was pencilled in for the original, but never
quite made it off the drawing board. Shaun
Southern explains: “We were going to have
a train that crossed over the course ot

stop them.

certain points — you'd have to time your run
over the crossing.” Mow, on certain courses
you even have to drive along the tracks
after the train has passed|

While the original game had a choice of
three cars (remember the smooth sales-
man?), the new game has only one, but
there are plenty of bolt-on goodies to buy
with your prize money. Most of the
hardware available is the sort of stuff you'd
expect to find in Deathrace 2000 or Mad
Moy, like front and bock-firing missiles,

HERE'S WHERE
those pretty
explosion sprites
get put to good
use. Jumps are not
only hazar- dous
for the cars

ng them,

but also for those
travelling
underneath. You
can be driving
along, minding
your own
business, when
you are suddenly
hit by half a ton of

falling Volkswagen,

Rings Of
The Road

The Super Cars are back! Laurence
Scotford goes for a ride to see if its true
that no wardens, tickets, or clamps can

mines, machine guns and armour. There's
even a nice selection to keep the pacifists
happy: try out turbos, or faster acceleration
and top speed for just a few examples.
Rather than dedling with the blonde
bombshell in the first game extra parts are
now bought via a computer system in the
shop. Too bad!

To odd to the atmosphere, Shoun has
once again odded some special screens
between races. In one, a Department Of
Transport inspector questions you on the
highwaoy code. Get the answers right and
you get extra money and points, get them
wrong and you are heavily penalised.

Given the pedigree of the first Super Cars
game, and the extra original features in this
sequel it certainly looks like Gremlin and
Magnetic Fields have o good chance of
taking pole position yet again,

THERE ARE a lot of
explosion sprites —
and they're all
needed! Once your
damage meter
reaches zero, one
more collision is all
it takes to send
you up in smoke.
Falling short on a
jump is another
way of making a
fireball.

Here's how the
original Super Cars
looked like (above).

It was one of the
more successful
Super Sprint
inspired products,
notable for its
larger graphics
placed into a
scrolling window,
rathier than the
whole playing are
being squeezed
into one screen.
The sequel
promises to deliver
even more
playability.
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ANOTHER problem is tunnels. There are a
few nice long ones, and since you can't
see what's happening it's very sasy to get
jammed up against a wall or to collide
with other cars. Even driving in a straight
line is no guarantee against the reckless-
ness of other drivers.

THERE IS a definition of the car lor avery
possible direction on each type of road
section — that's one hell of a lot of sprite
data, but the cars in action are
impressive.
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THESE STATUS panals have still to be fully implemented, but they
will eventually provide useful information during each race. it's

always handy knowing exactly what sort of hardware you have

left for providing the opposition with extra in-car ventilation.

THESE MINI maps
of the courses
show where cars
can travel and
where jumps and
tunnels are located.

A NEW addition is
the occasional
jump over lower
sections of road
(left). These might
not look too
difficult, but unless
you get your
heading and timing
right they can be
disastrous time
wasters.

PROGRESS

HERE'S THE main
feature neatly de-
monsirated — split-
screen racing to
accommodate two
player duels. -Each
half of the screen
scrolls separately
to keap the respec-
tive car centered.
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THE ZHODANI CONSPIRACY

" Heralded The American Computer

TIKES SEIENCE FICTION 830y
ROLE-PLRYING LIGHT , 2
TEBRS FORWAR

A4 B GAME DESIGNERS

The four legendary A
Frontier Weas have AU WORKSHOP. THE WORLD'S
S ng MOST POPULAR SCIENCE

cnd each ending

FICTION GAMING 9YSTEM
VERSATILITY

¥ The most sophisticated character

7 generation system ever devised. five
military classes, more than 70 talents

and abhilities. Allows player to control

character development through 5 services:

Army, Navy, Marines, Merchants and Scouts.

e = the help of corrupt
ONE T - Imperium officials the

I © - Zhodani and the Outward
Cocilition are
planning a fifth.
Smuggling arms to
traitorous groups within Imperium borders the
7Zhodani are plenning to strike from within.

IMRGINATION

BASED ON
4% MEGATRAVELLER

= LLE
MBSl ATLLTR \

Flexible gaming
system supports any = | H H [ |J “w [“ 72 vcm‘eq skills to lecon ‘
Playing strategy anad B Reclistic, combat sequences let ane - m’:.‘f u;lmg
allows multiple =8 ou control each of your medical, plloting.
| communications, laser

characters individually, while :
still giving general combat weapons, bribery,
orders to the other members of ~demolitions and handgun.

solutions to problems
and obstacles.

[: I"] ﬂ“ E[ your party. Utilise more than 30 _ s
28 planets and weapons and skills in this I
sdtglﬁtes to explore in advanced combat system 'l

with exciting puzzles.  h ot truly warrants the highest

dangerous subplots
B interesting level of praise, the attention to

characters to detail makes it exceptional!”

[ encounter. Supports Ad Lib Music Card and |

| RESOURCEFULNESS et Sount (e stocine-t | "MegaTraveller 1 is one of the finest role-
Saving the universe costs money: | B o e, } Plaﬂngfﬂ?’ﬂl::“: giﬂurgﬁ in at least the
a detadled bartering system lets ers or years.

| ecrn imperial = onid - "MegaTraveller 1 is one of the best

i credits W science fiction role-playing games ever

MARCH through for the computer.
1991 mte.rplcmetcrr}r QUOTES rmmwmariomma&zmus & QUEST BUSTERS

trading, with Copyright © 1990 Pemagan Softwese Corparati mmnm-gunwm
30 types of BTRRATINY | T i e
cargo. SEEEEIRfEEE 8 EMPIRE SOFTWARE, 4 THE STANNETTS,
SCREEN SHOTS TAKEN SSESSS3E2 555 | LAINDON NORTH TRADE CENTRE, BASILDON, ESSEX SS15 6DJ.
FROM [BM PC VERSION TEL: 02468 541212
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Laurence Scotford receives a royal summons to Palace Software to witness the

artistic talents of their top canvas creator, Jo Walker.

HEN ARTIST JO WALKER left
W college after studying Visual
Communication and Grophic

Design for four years he opened up a copy
of Campaign, spotted an advertisement for
a comic arfist and walked straight into a job
as a graphic arfist with Poloce Software.

“My first experience of compulers was
drawing a sprite ona BBC Micro,” recalls Jo,
“and that killed off my enthusiasm straight
away. We did getto work with Macintoshes
during Iheﬁnu?yenr atcollege — they didn't
feel too bad - but | never really considered
computer graphics as something | might
end up doing.”

Seeing the woy Jo works, his roots in fine
art quickly become apparent, He prefers to
produce his artwork on paper first if he has
time, before transferring it to the computer
using DPaint and Paloce's home-grown
sprite package. :

He doesn’t go in for fancy hordware like
digitisers, although he did try a graphics
tablet once and quickly rejected it in favour
of a mouse. “Doing stuff on poper is parl’r'_.r
the way | was expected to work anyway,”
Jo explains. "Pete Stone, the Managing

2
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PROGRESS

ARTIST
Jo Walker

PUBLISHER
Paloce Software
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DANE, THE
ROOKIE COP, gets
down to business
in the lab. Yep, it's
time to waste

Director, likes to see drawings first as well.”

lo has o hedlthy, detached oftitude
towards having fo eventually abandon
tradiional pencil and paper for a digital

drawing board. “There's never any com- some giant
parison,” he says. “They're very different ladybirds and
media. I've been drawing with computers SOma... erm...

now for over three and o half years and I've thingles!

got used to them, but | like to revert back to
paper when | can.”
lo's work has a very distinctive comic-
book style, but it doesn't seem to be
something he's cultivated, it's more of o 13
natural ability: “It's the way that | always =——
draw on paper. My style's very square, and :
cpmputers lend themselves very well to that
sort of thing — they're good ot drawing
straight lines. | try and make the finished
artwork on the computer look as much like
the draft on paper as | can, and that's what
takes most of the ime.” Jo believes that his
Ezie has not really changed of all since he's
en using computers. “Nobody fried to fell
me how t?: dm&u in a pﬂrﬁculgr way,” he COMPLEK
Says. It is 2061 and the Earth is still a beautiful place... for crime! Thus begins an excuse for a game that can
Ex-2000AD arfist Mike MacMahon has — only be described as 'Police Academy meets Monty Python'.
bee_.n one inﬁuen:f_:. He used to -g]'rn;:w the You Plﬂ‘j" Dane, a rookie cop heing put 1hrqugh his paces in the Campfex 1ruining environment: four
Slaine sirip and did some stuff in Judge |ayels of combat against horrendous robot opponents.
Dredd. Kevin O'Neillis another memberof -y, \ant 10 know how horrendous these things are? Well, the decoy robots are window cleaners,

}gﬁjuigggujrug;ﬁﬁﬁg;ﬁ?ﬂir?ﬂﬁi tea ladies, ladies with shopping trolleys, and other things of that ilk — and the hostile robots get even

airbrushed artwork, he prefers comic-style  Sillier. Get the picture?
lina artwork. o n The emphasis in Complex is on slick animation. The central character alone has over 120 frames of

Other than his animation, allowing him to walk, climb, run and swing hand-to-hand.

2 =i r-----,——.|-——!———FruE--|-r-E——}--——-—-‘:—-—-! -n-l ----- “.ﬁ‘.:-.-‘“""“’. WU, Sy T,

t"..i— _-_' —

work for Poloce, the
only commercial

work that Jo has
undertaken to date
was during his final
year at college. “I
do think about
doing other stuff,”
he admits, “but | like
working in  this
atmosphere.
There's not too
much pressure, and
it's a lot of fun.”

lo's first project
for Paloce was
graphic design for
the Cé4 version of
Barbarian, ond a
few sprites for the
Amiga version. He
was also responsi-
ble for the graphics
on the 5T conver-
sion. Then he went
on to design the
graphics for Bar-
barian I,

Currently Jo is
working on three
Palace projects,
featured here, and
is also creating the
animafion for Silly
Putty for System 3.
He had also done
some work on
System 3's Cons-
fructor some hme
ago, but it has since
been changed.
Whyt “They
thought it was too
weird!” Well, here's
hoping for a lot
more Jo Walker

HOSTILE BREED

I you love shoot ‘em ups, but are bored of the unimaginative fare
M:fwmdhubdknfﬂwfnnminﬂisgmmmbumhuuduf
late, then Hostile Breed will oppeal fo you.

Thuulhh hammhw:nh phnmN?Q-ﬁAn
sarthqua :h'l:?nd e walls, rupturing and allowing
the deadly animal a nt life to infest the eight chambers that
form spokes radiating the hub of the base. The mutants are
making their way towards the centre — if they get there then the
population of the base will be wiped out.

I¥'s up to you to use your shuttle craft, weapons built into the
wdk;ﬁhuchumbnnmdunmydnﬁnhmmmbdﬂuupd
the hostile forces and repair the breaches.

Aswdlushudwnhnni'mupucﬁmymmﬁahbﬂmtﬁ
the resources of the base. Events are happening in all

all the time, even if you're not in them, so you must skip
conshantly back and forth between levels o prevent disaster.

Jo's artwork for this original addition to a tarnished genre is
brought to life by Barbarian Il programmer Rob Stevens.

A 4 P s

Sriarpi | lEE B

||'

THE WEAPONS SYSTEMS screen in Hostile Breed. The controller likes nothing
better than wasting the flora and fauna of GEMARO-5, but he geis a mite
stroppy if you switch his weapons system off. But then again, who wouldn't?

PALACE'S HOME-GROWN Sprife Software gives birth to a giant
turtle. He may be green, and he may be a mutant, but he sure
ain’t no sissy teenager... this gargantuan gastropod bites!

style weirdness in
future gomes.
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ACES OF THE GREAT WAR

WWT Air Combat Simulation

fone of eight classic WWT fighters

bacher—and learn their tricks and techn Cues

* Action doghight, solo, and team missians for one or two players
using a single computer with any combination of keyboord,
joystick, or mouse.

* Strotegy Dogfight: For the skilled purist, Blue Max acts like o
highly-intelligent strategic boord game, allowing you and your
oppanent ta work out defailed bottle sequences and play back
the moves in “realtime” 30

* B oirphones fo choase fram, each with its own highly-defailed * VGA 256
fhying choracteristics. .- 3D COLOR GRAPHICS,
» Perform missions with, o5, or against the Aces of the Great War. :'_E . * ORIGINAL MUSIC,
* [ozensof historicol missians around 4 different locations within g 50“":&?5“5 FOR GAME
France, TER, ADLIB
|: L : | i : | SYNTHESIZER :
T -
AR AR

ining make vou the terror of the Allied convoys

* 30 submarine warfare: For the first fime, @ sub warfare game less
you deal with threals below ond obove the surfoce in o frue three
dimensianal envirgamen,

* Real communications: Use the German Enigma coding machine to
send and receive information.

* Many missions fo choass from—inta the North Atlantic ond Arctic
inkand alang the coast of Norwoy, info the Boy of Biscay, ond
through the Straits of Gibraker,

» 3 difterent levels of difficulty, from beginner to realistic.

* 30 graphics in 256 VGA tolors, with multiple internal andexternal
oamern views in @ complete 30 world,

"

M / N D E

For your local dealer, contact: Mindscape International Limited, The Coach House, Hooklands Estate, Scaynes Hill, WestSussex RH17 ZNG. Tel. 044 486 761

For further infore o Minds roducts and new rele ii: 214
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PROJECT
WizKid

PUBLISHER

Oecean

AUTHOR
Sensible Scftware:
Chris Yates
(Programming and
useable ideas)
Jon Hare
(Graphics and
ather ideas)

INITIATED
May 1990

RELEASE
AMIGA
Late March

ATARI 5T
Late March

IBM PC AND

COMPATIBLES
TBA TMAY HAVE BEEM o publisher’s
dream in terms of sales, but
Wizball was a reviewer's night-

mare — how do you categorise a game

WIZARD AND CHIPS

o Lo i

OUR HERO - son
of Wizard,
brainchild of
Sensible and
mover in
mysterious ways.

There's a
new kid in
town, son
of Wizball
and
brainchild
of Sensible
Software.

inapprop-
riate thing

where the main charocteris o bouncing ball
and the ultimate aim is to mix your paints
properly?

But if things turn out the way Sensible
Software's Chris Yates and Jon Hare plan
them (actually, planis probably too strong a
word for if), then this sequel could end up
making the 8-bit classic look positively
conventional,

The Sensible boys call it & block ‘'em up’,
but this hardly describes a game that's part
shoot 'em up, part Arkancid-clone and, if it

where you hod black and while back.  EeSEEe e el o opaile

grounds and you used your playerto colour Y .

But conftinues to develop along as many paths e ey — iy 2 -

. . as it is ot the moment, it could end up part 4 : J .
sensible is flight simulator and part paint package too! Jo— DU Y J— Yp— Y— Y— Yo—’ yo— .
iugl about And specking of paint packages, Mr. IR 4 - i e el s g e " -

th t Hare tries to explain the game’s origins: It 88 P et e —" s — e e fp— s vt f— ——
€ MOST starfed off originally as o painting game _w""_whn‘"ﬂ_‘_“ml

them in. As you coloured them in they came

anyhow? Jon explains: "My favourite game
is Dpaint Il - I've clocked that onel”
Asthe boys seem to be making this one up

this baby,

as Ciaran

Brennan @stheygoalong, it hardly seems worth itto

found when ;3:”:: SOV S N . it Do
ywiay,

he visited The idea is to guide WizKid around o

th d series of screens, detaching his head and

e prov using it (or a hammer that he collects along

parents. he way) to bash away the Arkanoid-style

blocks which make up each sereen. Time this
properly and the falling blocks dispatch the
marauding aliens, clearing the way to the
next screen in the process.

Confused? | am. Maybe the ever-helpful
Jon con shed a little illumination on the
subject: “This gome is visionary. It's going to
make Manic Miner lock pasitively...”

“Playable?” Interjects Chris.

In fact, playability is the least of WizKid's
worries. In all there are 10 separate levels
to conquer, each with 10 separate ‘tile’
screens to clear. However, it won't justbe a
case of ploughing through the screens from
one to ten... as if you ever imagined that it
would be.

to life. The reason that this didn't work
that you though was that it looked bloody awful, we
could hod half-painted and  half-unpainted | =
hri t scresns,” : : :
cnristen Butwhere did an idea like that come from

A L A LS SN B 1SR b
e - W T Ty P AL

TALK ABOUT
BEING IN THE
DOG'S HOUSE!
Keeping man's
best friend happy
is all-important, so
in a real case of
‘man bites dog" it's
your duty to deliver
old Barky the
newspaper so that
he can rest in
peace.

Ever eager to help explain the unexp-
lainable, Jon describesthe philosophy: "We
wanted to get it so that you could play the
game without seeing all of the levels. You
know likein Super Mario where you gointo
the ‘skip level’ thing to miss levels out. Well,
we've decided to do it the other way, where
if you play the game ot the most basic level,
without exploring everything, you skip
levels.

“Sa, just say that there are 10 lavels like
we're working on at the moment, the
sequence would go something like one,
four, seven — you'd miss outall of the onesin
between, unless you'd done all of the bits
and pieces to discover the other levels.”

“The hidden features come from two
different sources. Some of them come from
behind the tiles when you bash them away,
ond some of them are hidden in the
background graphics. You've got fto

combine the ones from the tile screens with
the tectures from the backgrounds to
access the hidden levels.”

5o, what hoppens is thot following the
basic standord game, you ploy o level
which has got 10 tile screens. To complete a
tile sereen you have to kill all of the aliens
that are assigned to that file screen.”

Well' it's o good thing that that's all been
explained to everyone's satisfaction. So,
what about a plot? Once again Jon is only
happy to fill in the gaps (and open up a few
more: “WizKid is the son of Wizball's
Wizard and the ball — the ball was a girl,
erm... and the acolyte was a boy. Anyhow,
it'll all be in the instructions.”

If there's one thing that's come through
from this so-colled interview, it's that WizKid
is likely to be one of the most enjoyable
and difficult to categorise — games since...
WizBall. Now that con't be bod. Can i

T T TR ST
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“THE ALIENS SHOULD be vaguely relevant to the
backgrounds,” according to Chris, so what sort of backgrounds
can cater for butterflies, bees, penguins and... hippies on pogo
sticks???

IT'S ALL ABOUT GETTING your Ying
balanced with your Yang... or maybe not.
In any case, these Ying/Yang symbols
aren't all that they seem — some are
simple bricks which disappear and cause
alien trauma with the best of them, while
some simply chime with a resounding
‘booocongggg’ when the WizKid gives
them the old Glasgow kiss (that's a
head-butt to you and me). Observant
readers may notice what looks like a
small bomb (with eyes) atop one of the
symbols — this is in fact the Kid's special
exploding head (fear not child lovers, he's
awarded with a replacemant bafore you
have time to say “Crikey! That child's
head has just exploded!”).

THE KID GOES NUTS as he tries to pick up a penguin. Note the musical symbol on top
of the central bag of nuts. As our hero collects these notes they appear on the stave
above the screen — complete a musical passage and you're treated to a simple
rendition of a ‘classic’ tune (Viva Espana, Stylophone-style anyone?). This will be
closely followed by... who knows? One of the original ideas for this passage was that
a centipede would appear on screen and play the tune as a stringed quartet - this,
however, may never make it from the drawing board.

WELL, WELL!
WizKid makes his
way into one of the

he JON HARE - the man behind the
v penguins, peanuts, butterflies...
e 0

II's
i,
3

&

Kid

CHRIS YATES: tha, if you will, ‘brains’
behind WizKid.

P

many hidden
screens, but if he
kicks the bucket
he could be
heading for a

watery grave.
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the release of its conversion of the fabulous

Segacoin-op, Super Monaco GPinMarch. This
super-fast Formula 1 racer caused quite a stirwhen it first
appeared inthe nation's arcades, not least because of its
amazing realism: the sit-down cabinet incorporates
true-to-life gear changes and a steering wheel that
threatens to wrench your arms off if you lose control at a
corner.

But no matter how realistic Sega's machine is, there
are still people out there whowould rather experience the
thrills and spills of motor racing first hand - and if you're
one of those people, then why not enter this great free
competition to win a session at the John Watson
Performance Driving Centre Racing School at the world
famous Silverstone circuit?

US Gold is offering an all-expenses-paid trip to
Silverstone, where each the lucky winner can choose
between putting a single-seater race car or a high
performance saloon through its paces. And what's more
you can even bring a friend along for the ride!

The session lasts approximately two hours, including
instruction on the theory of racing, safety, car handling
and racing technigues - but still leaves as much time as
possible for the great on-track experience.

And best of all, it could hardly be easier to win this
fabulous prize. All you have to do is study the following
three questions, pop your answers on a posteard (or the
back of a sealed envelope) and send it to: Monaco
Mystery, The One, EMAP Images, Priory Court, 30-32
Farringdon Lane, London EC1R 3AU, to arrive no later
than Friday March 8th 1991. Don't forget to include your
name, address and the type of machine you use.

ms GOLD HOPES to race ahead of the pack with

THE RULES

Although this compedition & open to readers of all ages, for insurance reasons, the
winner must hold & full driver's kcence (if you win and donl have the MECESSArY
paperwork, you can nominate a pair of licence-hokding friends to collect your prize).
Mo substitute prize will ba awardad. Employees of EMAP Images, US Goid, Sega and
the Joha Watson Performance Diriving Centee, or their relatives, may not enter, The
editor's decision = final and no comespondance will be entered into.

)7

TWO P
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EXPERIENCE OF

LIFETIME

i

SIONAL
CING

P FOR
IS GREAT
ACO GP
TION




PFEEE S ¢ SRR TR S S T ety S ST . SR PLY e, \

WORLDWIDE ' | WORLDWIDE
SOFTWARE l— WH™.RLDWIDE SOFTWARE

106A Chillwell Road, Beeston. 106A Chillwell Road, Beeston,
Nottingham NG9 1ES S O F T WA R E ; s ] Nottingham NG9 1ES

L..ﬁ.

@ FREE Catalogue Disk (Plus latest demos when available) with every order over £10.00
@ All orders despatched by 1st class post @& Quality products at keenest prices

@ Complete customer satisfaction is our aim

Order by Telephone: Credit car over telephone lines

D602 252113 0602 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 1 Worldwide Pack 2 Worldwide Pack 3

Amiga Second Drive Amiga Second Drive Amiga 1/2 Meg Upgrade
+ Any 3 software titles + Any 2 sofiware litles + Any 2 software titles
with our advertised price with our advertised price with our advertised price
of £17.95 or less of £17.95 or less of £22.95 or less

ONLY £109.99 ONLY £99.99 ONLY £89.99

@ 7 day 24 hour ordering ® Credit card accounts debited only on despatch of goods

ARG AET SOFTWARE AIGA 5T AMITA/ST BOFTWARE AMIGY 8T AMIGAST SOFTWARE AMIG 8T PCIBM SOFTWARE LF.
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IT MAY
LOOK LIKE

a genuine
four-wheeled
fantasy, but
believe it
not, this
American
Dream is in
fact a
remote-
controlled
model

and it could
be your
remote-
controlled
model if
you come
up trumps
in this
simple-to-
enter SW/
teaser.

windscreen or intermittent following three questid
windscreen wiper speeds What company

(actually, it doesn’t have any Sifkworm coin-op

windscreen wipers), but it does 2. What was Storm’s fir:
have switch-selected release
turbocharging and a coil-spring 3. What rating does SW/V
damped suspension system to receive in this issue?

torm has decided to
S celebrate the release of
its all-action one or

two-player blaster by offering
this fantastic prize to one lucky
reader of The One

Whoever's the first out of the

bag in this simple competition give it an edge in getting to ot the answers? Ther

will walk away with the fabulous those remote parts that other
a 1/14th pick-ups can't quite seem 1o
scale, customised 1953 Ford reach

F-100 pick-up truck, complete And believe it or not, all you h
with trigger-style remote control have to do to get your hands on

It may not have a heated rear

'F\-"ilil"llgl‘"': :I:.I”"_:J:"-II"

this raging beast |s answer the

SWIV-TASTIC, The

EMAP Images, Priory Court

EC1R 3ALU to arrive no later than
i the Friday March 8th 1991 (if you're
stuck for a postcard, use the
back of a sealed envelope
tead who'll know the

litterencer)

THE RULES

) 1 winner will be announced in a
alon forthcoming issue of The One
editor's decision 15 final and
espondenca will be enterad into
X Employeas of Storm and EMAF Images
Une, 1 aliOF i Bver 1 ClosE
i il 1T

30-32 Farringdon Lane, London a bit naughty really isn't it?
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Buying a
computer means
hours of fast,
furious
entertainment
with fun-loving
family and
envious friends.
‘But could it also
mean cancer,
cataracts and
infertility? We
get the
lowdown.

EELING

LISTLESS, tired

and washed out?
Are your eyes burning?
Does your back ache?
Do your wrists feel sore?
Are you depressed? If
you answered yes to any
of these questions, and
you've just spent a
couple of hours hunched
over the keyboard or a
crucial game of Xenon 2,
pay attention. It could be
that your computer is
making you sick.

A game is like a bag
of chips: it's great in
small doses but very
dangerous if you
overindulge. Stuff
yourself with chocolate,
chips and other fatty
foods and you’'ll become
a number one candidate
for heart disease -
overdo things on the
gaming front and you
could be risking
anything from acne to
sterility.

So far there haven't
been any studies large
or comprehensive
enough to be totally
conclusive, but we do
know roughly what the
dangers are. The
low-down is this: if you
spend more than a
couple of hours each
day in close communion
with your joystick and
don’t take the proper
precautions, you too
could be at risk.

ADDICTION. Games aren’t |

inherently addictive like |

aleohol or nicotine but |
using your computer
persistently for hours,
days and nights on end
can have the same
compulsive effect. If you
shun the ecompany of
other people, feel
overpowered by your

digital obsession and get -

irritable when anything or
anyone gets in the way of
your daily fix, you're
hooked.

DERMATITIS. Whether
you've got eczema,
rosacea, seborrhoeic
dermatitis or just plain
old ordinary spots, the

radiation emissions, static

electricity and dry
atmosphere generated by
your games machine are
likely to make them
wWorse,

IMPAIRED HEARING.
Continuous exposure to
badly-adjusted
headphones or noisy
printers may cause aural
problems ranging from

minor complaints to — at =

worst — deafness or
tinnitus (a continuous
ringing or buzzing noise
in the head).

ACHES AND PAINS. Are
you a slouch? Do you
hunch over your joystick,
perched on a floor or the
edge of a rickety chair?
Bad posture, lack of rest
and continuously twisting
your head to look at the
SCreen can cause
backache, neck strain and
general muscle fatigue.

YOUR CHAIR MUST
PROVIDE sufficient back
support, be comfortable

and correctly placed, If |

you can't see the screen
without straining your
head or your feat
dangling a foot off the
floor, change it.

.
i ol

‘ e

1D B
. ¥

STRESS. How many times has losing made you want to kick the cat and smash your
monitor in? Feelings of irritability, frustration, sweaty palms and nervous headaches are
all symptoms of stress. By itself, losing your head because the one-eyed mutant Axolotls
from Blipworld have invaded Planet Zog shouldn‘t be enough to get you reaching for the
Valium: alternatively, if you're already stressed by other factors (work, exams, fatigue
etc), staying up all night to finish Dungeon Master will only make the symptoms worse,

- T
ot :

o B
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IMPAIRED VISION. Staring at a
bright, flickering screen for hours at
a stretch can cause muscle fatigue.
The result: sore eyes, headaches,
blurred and double vision. The lack
of humidity around VDUs can dry
contact lenses and make them more
uncomfortable. Not only that, but
persistent exposure to VDU radiation
may even be linked with cataracts.

MALE REFRODUCTIVE PROBLEMS. Exposure to microwave and other forms of
electromagnetic radiation have been linked with loss of libido, testicular damage
and sterility.
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THE DRY ATMOSPHERE generated by a VDU is aggravated if you've | POOR OR IRRITATINGLY BRIGHT lighting

plonked your computer in a room that's hot, centrally heated, (especially fluorescent tubes) is a prime
chronically stuffy and badly ventilated anyway. cause of eye-strain.

L]

MONITORS AND TV
SCREENS emit
electrostatic particles
(which charge up the dust
and dry the atmosphere),
radiation and
electromagnetic fields
which are actually
stronger behind and to
the side of a monitor than
in front. Positioned near
windows or a bright light,
screens are also subject
to irritating glare.

CANCER. Computers may
rank with saccharing,
burnt toast and cling film
‘| as a potential source of
carcinogenic substances.
Recent studies suggest
that extremely
low-freguency
electromagnetic fields
(such as those found
around a power cable, an
electric blanket or a
standard VDU) could be
linked to leukaemia,
lymphoma and brain
cancer.

A BADLY POSITIONED
KEYBOARD near the edge
of a desk (forcing you to
rest your hands on the
sharp surface), too high
or too low, can result in

| RSl and muscle strain.

SHOCKS AND BURNS.
Caused by badly-wired
equipment or electrical
overload prompted by
trying to run too many
appliances from a single
socket. If you smoke, flick
your ash into the proper
receptacle — accidents are
frequently caused when
bins and computer paper
catch fire.

TWISTED, SPRAINED AND
BROKEN LIMBS. One of
the most frequent causes
of accidents with
computers has nothing to
do with anything as
complex as static
electricity or radiation;
you're much more likely
to hurt yourself by
tripping over a loose

| cable.

REPETITIVE STRAIN INJURY. RS is caused by repetitive movement performed in
: the same fixed position for long periods of time. Symptoms are pain and stiffness
 of around the-wrist caused by the inflammation of tendons and tissues. It's much
nage more commaon among typists and keyboard operators, but continuous joystick
juggling could have the same result. Chronic RSl can be crippling and may force

you to give up your job.
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ARTHUR C. CLARKE is probably
best known for what's arguably
the most famous science fiction
movie of all time, 2001: A Space
Odyssey, which he made in colla-
boration with Stanley Kubrick
between 1964 and 1968. However,
while 2001 is undoubtedly a mile-
stone in the history of science
fiction and film-making in general,
it’s only one pinnacle in a lifetime
of achievement

Arthur Charles Clarke was born in
Minehead, Somerset on December
16th 1917 to Charles Wright
Clarke, a lisutenant in the Roval
Engineers, and his wife Nora
Mary. Following a school career at
Huish’s Grammar School in Taun-
ton (1927 to 1936), his first job was
az an Asgistant Auditor at the
Exchequer and Audit Department,
London, where he stayed until
1941.

Arthur C spent most of the war
as a Flight Lieutenant in the RAF,
where, in suitably pioneering style,
he was a Radar Instructor and
Technical Officer for the first
ground-controlled approach radar.
When his service ended in 1946 he
was able to turn his attention to
further education and in 1948 he
graduated from King's College,
London with a B.Sc in Physics and
Mathematics.

For the next two years his
expertise was put to good use as
Assistant Editor of Science
Abstracts, a journal of the Institu-
tion of Electrical Engineers. By
this time he had already become
famous, not only as an author of
fiction but also as a successful
science writer,

In 1945 the journal Wireless
Warld had carried an article pro-
posing the use of satellites for
communication. The man who
planted the seed that was to
become a telecommunications revo-
lution was — you guessed it
=Arthur C. Clarke.

In 1953 came a marriage to
Marilyn Mayfield, and three vears
later the Clarkes moved to Sri
Lanka, which has been Arthur’s
home ever since. The marriage
though was to last only 11 years,
ending in divorce in 1964.

Over the next 35 years, Dr.
Clarke became even more prolific
as a writer of both science fiction
and fact. Additionally, he has
found time to undertake photo-
graphic explorations on the Great
Barrier Reef and the coast of Sri
Lanka, cover three Apollo missions
for the American TV company
CBS, appear in a movie (Bedde
gama, 1979), and make two TV
serials for Yorkshire Television
(Arthur C. Clarke's Mysterious
Warld in 1980, and World Of
Strange Powers in 1984).

Today Arthur C. Clarke has
over 70 books and 500 articles and
short stories to his credit. A
measure of his standing in both
scientific and literary circles is
indicated h}' his collection of over
40 awards and honours. Even so,
at 73 years of age Dr. Clarke has
no intention of resting on his
laurels — there are still great
things to come!

Laurence Scotford goes One on One with the world’s most

renowned science fiction author...

ARTHUR C.
CLARKE

What inspired you to write The Ghost From
The Grand Banks? Was it simply a fascination
with the fate of the Titanic?

I've been interested in Titanic all my life. In fact 1
think that I discuss that in one of my Strange
Powers books. As long as [ can remember ['ve been
fascinated by her.

Ghost raises many environmental issues, in
particular man's management of the oceans.
Do you think that as the 21si century draws
closer, the technologically advanced coun-
iries are going to have to divert their scientific
efforts into dealing with the Earth's environ-
mental problems? Well they seem to be doing
nothing but that these days. I'm almost getting
bored with the environmental issues, although 1

| know [ shouldn't be.

You mention in Ghost the possibility of
mapping the ocean floors and how absurd it is
that man knows more about the surface of the
moon than he does about parts of his home
planet. Considering that there are parts of the
ocean, like the Challenger deep, that are
almost totally unexplored and may even be
home to undocumented lifeforms, why do you
think it is that scientists have been more
concerned with exploring space? Do you
think this will change?

The sea is, in some ways, a more difficult
environment. But of course it is important, and
eventually we'll get round to finding out more about
it, while space exploration continues,

The chapter ‘Nobody Here But Us Robots®
suggests an environment totally devoid of
human life, but more than capably handled by
our eleciro-mechanical counterparts. Does
the idea of robots working on scientific
programs which may continue for several
human lifetimes appeal to you? It's like a
Japanese automobile factory. Does it matter that
the inventors won't see the result? As someone
once said: “The first intelligent machine is the last
invention man need ever make.” Which 1 would
rather have as “which man is ever permitted to
make.”

One of the themes in Ghost seems to be that of
‘Technological Hubris' bringing about our
downfall. The Titanic was thought to be
unsinkable, but now rests on the ocean floor,
and man's attempis to wrest her from nature's
grip are equally fatal. Are you of the opinion
that there are times when we should leave well
enough alone, and that often we undertake
scientific ventures for no other reason than
that we have the technology and resources to
do so?

Oh very much so. In fact I edited a book on that
theme, and wrote an intreduction toit, on that very

subject. An anthology called Three For Tomorrow, which is long out of
print. And [ mentioned the sort of disasters that had happened in the past,
and there's some better examples now like Chernobyl and Challenger,
and worsze events may happen in the future. That's why I'm not too keen
on the idea of big space colonies — they're very vulnerable.

In both Ghost and Rendezvous With Rama two intelligent lifeforms
never meet, butdodiscover each other's artifacts. Considering the
enormous gulfs of space that separate our world from those of
other intelligent lifeforms, do you think that any contact we might
have with them is more likely to be discovery of lifeless legacies
like Titanic or the capsule in Rama than the beings who built
them?

Yes! OF course now there's a Rama trilogy — there are three sequels. Rama Il
isalready out and The Gerden of Ramaisjust completed, and the final one
Rama Revealed we're working on right now. [ think it is more likely that
that's the sort of contact we'll have. Because of the enormous spans of
time and space we're never likely to find intelligent life coincident in both,
or very seldom. We may come across artifacts which give us clues as to
where to look for intelligent life: that's the theme of 2001, the monolith
fulfills that funection.

You are well known for the amount of painstaking research that
goes into each novel. In the course of your research into Ghost did
vou discover anything about current oceanographic studies

=%
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THE ONE

or salvage technology that surprised you?
Not really. Execept some of the advanced
underwater robotics = [ hadn't realised quite how
advanced the oil companies are these days: the
scale of their operations is awesome. There again
we have an example of the Hubris in Piper Alpha.
When wou write about possible foture
technology like rain-proof vibrating wind-
shields, or packets of glass bubbles being used
to lift wrecks, do you always directly
extrapolate these ideas from existing techno-
logy or do you occasionally allow yourself the
luxury of grand leaps of the imagination
without that backing?

(Oh yes usually it's based on real technology. But,
on the other hand I've also done a few fantasies, like
Tales From The White Hart. They're nearly all
impossible things. 1 have fun doing that, but I'm
very careful to distinguish between them. Any
reader can usually tell which ideas [ consider to be
possible and which are just fun.

‘Bcience Fiction' is a term that has been used
to encompass a wide range of works from
speculative fiction, based in fact, like your
own work and that of Fred Hoyle, to fantasy in
which the science is of no importance. Would
you agree that some important visionary
works of science fiction have not been given
therecognitionthey deserve because thelabel
SF is so broad that potential readers are put-
off? Ghost for instance, is obviously worlds
apart from the latest John Crowley novel, and
vet they are still put onto the same shelves in
bookshops and libraries...

Well there's an endless debate about where the
border is between the two. Do we want to be
ghettoised? It's very convenient to have all the
science fiction in one place, but on the other hand
that means that the general public may never
discover you. It's an insoluble problem I'm afraid.
Now I've written one book which is
not science fickion, but would have
been science fiction if it had been
written earlier, and that's my novel
onradar, Glidepath. If Glidepath had
been written before the war, when
radar was invented, it would have
been pure science fiction.

The Titanic has already been the
subject of a number of films. Are [ i

you hoping that someone will —
take up the challenge of recreat-
ing Ghost on celluloid?

Oh yes, it would make a wonderful
film. And in fact, the man who
directed A Night to Remember, Roy
Ward Baker, has already done an
outline. He was very impressed by it.
Of course there's no deal vet, but it
would make a good film.

How involved do you get with film
and television projects based on
your books?

I hardly get involved at all. For the
TV series they've sent me the scripts
and I've passed them, and I might
even do an introduction.

To what extent do computers
feature in your work? You men-
tion in the appendix to .Ghost
running M-Set generators on
your Amiga 2004,

I haven't had time to use the Amiga
for months in fact. I've given away
the Amiga 2000 and I'm getting an
Amiga 3000 any moment now. I've
got all sorts of programs, and I
haven't had time to run them. The
Virtual Reality people have sent me
some wonderful programs, like simu-
lations of Mars landscapes.

ARTHUR C. (LARKE B
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THE UNSINKABLE SHIP

N APRIL 15T 1912 the 59 year-old Captain Edward Smith sailed the White Star
Line's newest liner out of Harland & Wolfe's Belfast dock and took her to
Southampton to pick up passengers for her maiden voyage.

EMS Titanic was no ordinary ship: her 882 foot 46,328 ton length was supposed to be
unsinkable. She had been carefully designed with a double bottom sub-divided by 15
watertight transverse bulkheads. Even if two of the chambers became flooded the ship would
remain afloat.

Contrary to popular belief it was not Titanic’s supposed invulnerability, but the Board of
Trade's lax regulations that inspired the decision to fit her with lifeboats for only half her
complement of passengers and crew,

On April 10th her maiden voyage began. She crossed the channel to pick up more
passengers at Cherbourg and then returned to Ireland, calling at Queenstown (now Cobh) for
Irish passengers and mail before setting sail for New York.

In total, the doomed liner carried 2,207 people: 1316 passengers and 891 crew. Many of the
passengers were very distinguished and they included Bruce [smay, the managing director of
White Star Line and Thomas Andrews, the managing director of Harland and Wolfe. The
glitterati were accompanied by many Irish immigrants travelling third class and some
valuahle fr\eighl, 'L:nl,:luding a prit:e'll}ﬁﬂ copy of The Ru.’mi_}la!' ﬂf Omar Kﬁﬂy}um.

The vovage went well until Sunday April 14th when Captain Smith began receiving iceberg
reportsin the region of Newfoundland. Smith chose toignore the reports and steamed on at full
speed into the night.

At 11.40the crow's nest lookout reported a large iceberg dead ahead. The order was given to
swing the ship to Port and cut power, but it was too late to avoid a collision and the iceberg
scraped down the starboard side.

The damage was catastrophic: the berg had cut a gash 300 feet long, a third of Titanic's
length, causing six of the chambers to flood. After surveying the damage, Andrews told Smith
that there was no way that the Titanic would remain afloat. At 12.05 the order was given to
uncover the lifeboats, and 10 minutes later a distress call was sent out.

Initially the boats were filled with women and children with First and Second Class passage,
but some men were allowed on to replace those women who refused to go. Only then were some
women and children with Third Class passage allowed to fill the remaining places.

Soon answers to the distress calls began to arrive, but the nearest ship, Carpathia, was four
hours away.

At 12.45 the lowering of the boats began, and by 2.05 they were all launched. Five minutes
later the order was given: “Abandon Ship: Every man for himself.” Just half an hour later
Titanic finally turned on her end and sank slowly to the bottom of the ocean. Andrews and
Smith both went down with the ship, but, controversially, Ismay survived. The outery was
such that he was soon forced to resign and retire from publie life.

The survivors, 393 women and children, 119 male passengers, and 139 crew, sat in the

freezing boats until 3.20 when they sighted Carpathia. The rescue began at 4.10 and was
completed at 8.30. By this time Carpathia had been joined by Californian, and they both zailed
with the survivors to New York, where
they arrived on April 21st.
For years afterwards the sudden
appearance of Californian was a subject of
much controversy. Half an hour after the
collision, ship's lights had been sighted to
South of the Titanic, but the
mysterious vessel was not answering the
distress calls. A Morse light was tried and,
when that evoked no response, rockets
were fired, but the other ship just sailed
away. The vessel that was close enough to
have saved many more of Titanic's
passengers could only have been Califor-
nian and vet its Captain, Stanley Lord,
had failed to respond to the distress
signals. The reasons why have been a
constant mystery and Lord was hounded
by the media for the rest of his life.

The Titanic was to remain undisturbed
on the Grand Banks for 73 years until a
team of American and French researchers
located the wreck in 1985. The following
year a remote-controlled robot was sent
down with a camera and millions of people
set eyeson the wreck for the very first time.
In 1987, amidst a storm of protest from
victims' families, salvage operations
began to retrieve some objects from the
wreck, and there were discussions about
the possibility of raising her However, the
Titanic’s hulk, riven in two, remains a
prize that the sea has yet to be robbed of,
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@ If you want to witness the sinking of
Titanic two films to look out for are
Titanici1953) and A Night to Remember
(1958). If, on the other hand, you're more
interested in getting her back to the
surface, take a look at Ratse the Titanic!
19800 and CRL's strategy game of the

same name i not connected with the film).
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THE
GHOST
FROM
THE -
GRAND
BANKS

Arthur C.
Clarke’s latest
book treats on a
theme that has
haunted him
throughout his
life — that of the
ill-fated
ocean-going liner
R.M.5. Titanic.
He had already
proposed a
possible fate for
the ship in 1975
in his novel
Imperial Earth,
in which the
wreck has been
raised and is
used for tourist
excursions, The
new hook is set
in the years
approaching
2012, the
centennial of
Titanic's sinking.
Two rival
commercial
groups are
planning to raise
her in
spectacular
fashion, and this
getting provides
ample
opportunity for
Arthur C. Clarke
to discuss
another theme
that greatly
concerns him: the
exploration and
exploitation of
the sea.

The book also
addresses Dr.
Clarke's
fascination with
fractals — the
branch of
mathematics and
geometry that
models the way
in which many
repetitive natural
features, like
mountains, trees,
or coastlines, are
formed. The
Mandelbrot Set,
which forms the
basis of Fractal
(Geometry 12 a
startling
infinitely
replicated
pattern that has
fascinated many
people since its
discovery (or
invention).




LucasArts on the art and science of entertainment
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IN
TOY FACTORY

UPS AND
DOWNS.

Tired of the same old 9 to 57 Then t's time to punch in
for the Night Shift ~ at Industrial Might and Logic. And
take control of the wackiest, wildest, toy-making machine
you've ever imagined,

OrLukeSkywalker, Indiana
Jones” even Zak McKracken: mini-
ature dolls of your favorite Lucasfilm
characters, But make sure you get
their heads screwed on right. Or this
might be your last day on the job.

Each eight hour shift takes just a
few minutes to complete. But the
better you get, the tougher your job
gets, Bigger Quotas. Pesky lawyers,
Furry pests. Andof course
the machine hardly ever
breaks down.

make & bundle, and go home,
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WHAT’S
TICKLING
THE TEAM

CIARAN BRENNAN

Once more back in the breach,
the new Ed has left behind his
deep PC epics and is catching
up with Kick Off 2, SWIV and
that darned third level of the
Rotoplex demo.

KATI HAMZA

Cybercon Il isn't getting quite
the amount of attention that
Kati would like at the
moment, as she's busy
upping sticks and moving
from Oxford to... well, Oxford
(nicer pad apparently). So
when she's not actually busy
wrapping up the family's
trappings for safe

transportation, her time is PRICE £24.99

mostly spent trying to find out s ﬁ:g
hap.

that Houghton chap SEMFBLIND T

PLAYABILITY 75%

GORDON HOUGHTON VALUE 60%

So there he is... old Gordo's
hidden between the packing
crates making progress with
Turrican 2 — the chump!

OVERALL

10%

BRIAN NESBITT Nuwt :

& S i necessari
Brian's gone a little queer on Mo o ;I
us lately, he's neglecting the well drawn they
charms of his brother's ST are, but how
and has taken an active well they are
interest in the opposite sex! used.

Still, when he's not plighting :
his troth (or taking down train SOUND
numbers — some things never Again, not a
change) the bespectacled one reflection of
is wearing out his cells with quantity, or
Revelation. I';fd::?‘r?;'m‘
how well it fits
PAUL PRESLEY in with the game
Brennan may have lost his in question.
depth, but Presley is taking
these long-term games very PLAYABILITY -
seriously indeed. He of the o
multi-coloured barnet is mm or just
currently devoting the better uninteresting.
part of his spare time to Jet
Fighter, Red Baron and Hunter VALUE
{oh, and for a little light relief Essentially a
he puts his balls in his - reflection of
pockets with 3D Pool). lasting interest —

how much game

LAURENCE SCOTFORD you get for your

He may soon be playing o
Hamilet (old ‘Lol is finally OVERALL
about to get his acting career A useful point of

reference — a
summary of the
preceeding
ratings.

off his tongue and onto the
stage) but for now he's
content to play Lemmings,
Loopz and Rock 'n’ Roll.

OVER THE FOLLOWING 35 pages, the cream of
the current release crop is given the most
thorough grilling that it's likely to get anywhere.
And when all of this grilled cream is cleaned up,
what you're left with is, as ever, the games
speaking for themselves. Relevant screenshots
illustrate a game's features and high points,
while the ratings, price and release date are
encapsulated in an easy-to-digest fact panel. If
we've no real news for your machine’s version,
you've still got the best preview you'll see
anywhere — and a full update will follow where
necessary. And so, to the ratings...

.
V]

GODS (ABOVE) stays Earthbound, while
Red Baron (above left) takes to the sky.

THWART THE Boche with Escape From
Colditz.
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GODS
Renegade
ATARI ST
PRICE £24.99
OUT  EndMarch
GRAPHICS  89%
SOUND 0%
PLAYABILITY 929
VALUE 92%
OVERALL

93%

AMIGA I
PRICE £24 .99
OUT  EndMarch

iIBM PC AND
COMPATIBLES
PRICE £29.99

outT  May1991
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ALTHOUGH GODS HAS its fair share of stupid creatures that are quite happy to
stroll right through a hail of fire, they're accompanied by more than a few intelligent
brethren. These smart chappies will not only avoid your fira, they'll find the quickest
and safest route to get to you!
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then selecting an empty box. Dropping items
they have been used.

is just as

NOW HERE'S A
PROBLEM. You've
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UP TO FOUR ITEMS can be carried at once, Adding items to the
and calling up the inventory window, shown here,
simple, although some automatically disappear after

inventory is as easy as crouching over them

Laurence Scotford has a heavenly
experience with the Bitmap Brothers’
latest Olympic effort — a platform

puzzler from the Pantheon.

OR CONNOISSEURS OF PLATEORM GAMES
only three essential buys have emerged OWEL
recent months. Rainbow Ans' Turrican and its
sequel are both worth having for their sheer size and
playability. Psygnosis' Killing Game Show is not only
erninenlh,rplayable,buturigina!andwall-rﬂesigned—arare
combination these days — and is also waorthy of a place in
anyone’s collection. That just leaves Gods, probably best
described as ‘the thinking man's platform game’, to make
up the trio.

Gods is something of a first on two counts, As regular
readers will already know, it's the first product from new
publisher Rénegade, and, as such, will be closely watched
by other publishers, large and small. It is also another
opportunity for The Bitmap Brothers 1o demonstrate their
versatility. As Cadaverwasforisometric action adventures,
this is their first attempt at a platform game, and, again like
Cadaver, they make it seem as if they've been creating
platform games for years.

As might be imagined from the title. Gods has a
mythological setting, loosely inspired by the Herculean
legend (this is, admittedly, not the first time this particular
source has been used in a platform game, but it hasn't bean
done like this before). There are four levels, each
sub-divided into three worlds. In each world yourherohasa
quest, but your objectives only become clear to YOu as you
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OF COURSE THERE'S the obligatory shop. You're guided there by t
shopkeeper at the end of every level, so that he and his bird can tak
your hard-earned cash in return for anything from extra lives to shiel

giving temporary invulnerability. if you don't haye enough cash to
purchase a particular item, there's always the possibility that you'll
wander across it during the coming level.

L S8 ™rong one and it's
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continue playing. It's up to you to piece together your task
from the hints given.

Points are scored for solving puzzles and killing aliens.
And you’ll definitely have to engage in both activities
aliens can sometimes be avoided, but when shot they leave
treasure which can later be used to buy additional weapons
and power-ups.

5o far so good, you might think, but what puts Godson a
higher plane? Atthe heart of the program is a unique player
monitoring system that keeps a constant track of just how

GODS IS FULL OF SURPRISES. Here you've been calmly wandering along, minding your own business and
admiring those stone gargoyles when, without warning, they become a little more lifelike. There's only one

thing for it... down the hatch!

r'r.l(.r'lr"

AS IF YOU HADN'T
already been
through enough,
when you reach
the end of a level
there's a guardian
to deal with — in
this case of the
large, clawed, fire
breathing variety.
Thiz |s one combat
you can't avoid

it's just you against
him until your
energy or his

well you're doing. If you're extra smart and extra guick, not reaches zero.
only doyou get bonuses, but lifegetsatadtougher.If, onthe
other hand, you're tripping over your own feet and having
to book holidays tofinish levels then you'll be recognised as
remedial and given the occasional helping hand, like the
odd energy top-up or extra life.
In addition, however you're doing, there are lots of
hidden bonuses and roomstodiscover. There are a number
of ways of getting to them — it may be a secret switch or it
may just be a matter of timing. There are enough hidden
axtras to ensure that Gods will surprise you, even on the
sacond or third time through.
E WHAT HAPPENS IF
go back to the
it's rst switch and try
it again? Voila...
you get showered
u in gold, Which just
[ to prove the
T help those
who help
themselves!

{

x H‘ FJ H r; H r R , H x

. 4 . & - F ey T .T —F T —F .Y - F .

i~ e i A i & it 3 i A b K

iy R fp B3 o S oy S 9 S
A . . SR . . S [y W s

IS



i 50 | »

THE ONE MARCH 1951

HERE'S ANOTHER
PROBLEM. To
progress much
further you nead
that key up there,
but the gap Is to
small for you to
enter; so how do

you get it?
I’"F“F‘?F‘“P‘?!F,“E {z3% )
,ﬂef"za"'l uﬁ "'ﬁfz‘ﬁé?"
m 00010163 [
Fw" rr R FMAF R PRAF | e AT --"nlr.-lllr R FAr oA T
ANSWER: hang

around until a thief
comes along. But
how does that help

you?

LOOKS FAMILIAR THAT PARROT. Yep! Get the right icon and
you can have yourself your own bird-brained companion, quite
happy to spit fireballs at enemies while you get on with
something more useful... like running away. The familiar has his
own hit-points, so he won't last forever: one collision too many
and he becomes a dead parrot... a deceased parrot... a parrot
that is no more... a parrot gone to meet his maker... a parr...
(earghk!!)

IF THERE IS ONE CRITICISM that can be

levelled at Gods, it's that the graphics are a

little too detailed. Occasionally objects can

get lost against the intricate stonework
backgrounds, but this is a cosmetic problem and, to be
honest, it hardly makes a difference when the action
heats up. It's perhaps a little unfair to start with that very
- ol oo J i Ll minor grumble, because the detail does give all the
MM 1#153 graphics a very solid quality, which is reinforced by
S TR e b some superb animation. Being a Bitmap Brothers game

it comes as no surprise that Gods is quite hot on the
sound front too. The title track is Into The Wonderful, a
jaunty little Nation 12 number, and somehow they've

ANSWER: the thief

ml'h::'d::?n"“ managed to make it sound good on an ST too. Spot
down to attack effects, rather than just being exercises in strange
you. Just wait till sounds thrown in to fill up the silence, have been used
: H:‘: mm thoughtfully and often supply clues to events off-screen.
shots to kill the The control method has been well thought out; it's easy
little blighter and to do things like shoot from ladders, and picking up,
::'J';'r::l ;nmﬂpﬂ dropping, and using objects couldn’t be simpler. To
solved! begin with you might need five minutes or so to

completely adjust to the best method of rapidly firing at
aliens coming from both directions or jumping on and
off ladders, but, that done, you're in for a treat. Gods is
absorbing, fun, and should provide long-term entertain-
ment for all platform addicts, even the exparts.

AMIGA OWNERS ARE going to see the
benefit of some cosmetic changes. The
sourd will, naturally enough, be even more

wholesome, and the graphics will be

tweaked to make, for instance, the colour-graduated sky
even prettier. Otherwise, what you see here is what you
get.

EXACTDETAILS ONPC Godsarealittleupin
theairatthe moment. It's the Bitmaps' policy
to support all major sound cards, but as to
video card support, you'll just have to wait

and see.




SIMIILATION ST%‘I‘EGY PI.IllI.ES ARCADE

’ 3 @NM @?”
F BﬂU@DD ?UAI.ITY
o540 ORWEUR

orl @ﬂ
M@ o
@ﬁm l.l RY.OURES

ATARI
RITINAMESTIHITIGE MESTIHITESe] JAD)

THE HIT SQUAD - PO. BOX 350- MANCHESTERNGO 2LX




52 | b |

THE ONE

THE MAIN menu offers

TEAMSUZUKI | | L

Gremlin

AMIGA

PRICE £24.99
ouT Now
GRAPHICS  88%
SOUND 87%
PLAYABILITY 85%
VALUE 85%

OVERALL

90%

ATARI ST

PRICE £24.99
out MNow
GRAPHICS  90%
SO0UND 18%
PLAYABILITY 85%
VALUE 85%

OVERALL

91%

IBM PC AND
COMPATIBLES
PRICE N/A
out N/A

THE STATUS panel in the lop lefl cormer shows
your current lap time, your best lap time and how
many laps are left to go. Whenever a lap |8
completed or you overtake someons (easier sald
than done) the position indicator flashes up
briefly, as does the damage indicator whanaver
you bump into something. Damage is measured
in parcentages — make it all the way up to 100
per cent and IU's curtains for you. In a strange
concession to fantasy (considering the program’s
general realism) the bike actually repairs itself if
you drive for long siretches without incurring
maore damage.

KEVIN SCHWANTZ

Born: June 19, 1964 — Paige, Texas.
Grand Prix Victories: 13 — 500 Suzuki.
1974 First race.

1984 First road-race.

1985 US Superbike Championship
debut.

1986 Top points scorar, Transatlantic
Challenge.

First GP: Dutch TT, Assen.

First GP points: Belgian GP, Spa
Francorchamps.

World Championship: 22nd.

1987 Top points scorer, Transatlantic

a cholce of three
mounts: 125ce, 250cc
and 500cc. The main
difference betwesn
these is that the first
has automatic gears
{and is therefore
easier to ride) while
the other bwo are
manual,

RACE DAY, and the crowd are out in force. Plck a track from the 16
otfered, ride threa laps to quality and you'll find yourself on the grid
surrounded by seven other bikers, all Intent on leaving you behind. The
accompanying text describos some of the features of the course ahead
and whather you can expect a fast race or a more dexterous one,

Challenge.

US Superbike Championship: 2nd
overall. i
World Championship: 15th.

1988 First full GP season.

First GP wins — Japan & Germany.
World Championship: 8th.

1989 Six GP wins, eight lap records &
nine pole positions.

World Championship: 4th.

1980 Five GP wins, six lap records &
seven pole positions.

World Championship: 2nd.

With the wind in his hair and 500¢cc of
horsepower between his legs, Paul
Presley pulls on his leathers and burns
rubber.

QOTORCYCLE RACING has been a popular subject

for 16-bit conversion right from the very start, with

the results ranging from all-action arcade affairs
such as SuperHang-Ontomaore realistic simulators’ such as
MicroStyle's Honda RVF.

Gremlin’s collaboration with Team Suzuki, however,
leaves eventhe most complexoftheseinthe shade interms
of technical accuracy, making a strong attempt to capture
the kind of atmosphere and realism thatis generated during
an entire season of Grand Prix motorcycle racing.

The racing team worked closely with the programmers,
covering all aspects of the game’s development — from
providing technical information right down to strapping a
camera to a bike and driving it around the game's courses,
allowing for all the tunnals, hills and curves to be included
accurataly.

The result is a game that now offers you the chance to
experience all of the thrills and spills of Grand Prix
motorcycle racing, agamethat offersyouthe chancetotake
command of one of the most successful racing bikes aver
created, a game that offers you the chance to have your hair
swept back, your knees to get chaffed and your face to be
covered in dust and oil... well, almost.

PRESS the space bar to
look aver your
shoulder at the track
bahing and 1o s i
there are any olher
racers approsching.
As a rule, If the leader
is about to lap you,
you shoukd let him
pass — blocking him
off and causing him to
crash is far more fun
though!
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hone your riding skills

empty track gives you

you ghould slow down

PRACTICE makes
parfect, 5o haad for
the praclice track to

to perfection. An

timae to work out how
best to take cormers,
when 1's sale o
acoelerale and when

1o avoid that
oncoming nes.

IT LOOKS fast, itsounds fastand by golly, itis
fast. As far as 3D simulations go, Team
Suzuki has to be the fastest and most
exhilarating yet. It's a tad over-responsive
though, and although practice does help out in this
department: it's still a little off-putting when you're
trying to negotiate a tricky bend with five other bikes
screaming at your heels — lose control and it's hard to
getbackontherighttrack(forgivethe pun). Thegraphics
are generally silky-smooth, although the speed does
tend to suffer when the screen is full (details such as the
riders on the opposition bikes and the dashboard can be
turned offto even things up again). The unlimited choice
of camera views makes for interesting racing and the
variety in track design allows for plenty of challenge,
although it would have been nice to be able to practice
onthe different tracks instead of being limitedto asingle
circuit. The damage factor simplifies things enough to
allowthe flow ofthe gameto go uninterrupted, although
some sort of pit stop feature would have added to tha big
race atmosphere. Not s0o much a racing game, as an
earth-bound flight simulator, Team Suzuki is by far the
closest thing yet to genuine motorcyeling.

LISTEN UP Atari fans, for once the ST's
graphics are actually better than the
Amiga’s... pity thatthe same can't be said for
the sound though. Here, the Amiga's
growling, powerful engine noise is replaced with what
spunds like a lawnmower at an acid house party and
crashing sounds like a clap of thunder that suddenly
thought of something better to do. The speed is still
there though, with an even smoother screen update, but
there is one thing that really sets this above the Amiga
version, the controls: the auto-centering is faster and as
a result more controllable, allowing for smoother races,
less crashes and more fun.
HANG UP your leathers, chaps. Gremlin has
no plans for a conversion at this stage or in
the immediate future.

THE ONE

SUZUKI'S
500cc
GRAND
PRIX
HISTORY

1974 Debut ol RGS00
— «Jack Findlay 5th
and Barry Sheene Gth
overall. Suzukl 3rd in
manulaciurers’
championship.

1975 First 500cc GP
win (Sheene In the
Duteh TT), Teuvo
Lansivuori dth, Sheens
Bth owerall.

197677 Barry Sheene
World Champlon.
1978 Barry Sheans
2nd overall,

1978 Virginio Ferrari
2nd overall, Suzuki
riders take nine top
ten places.

1880 Randy Mamola
2nd overall.

1981 Marco
Lucchinelli World
Champion.

1982 Franco U~ ani
World Champion,
1983 Randy Mamola
3rd overall.

1947 V4 RGSD0
Gamma introduced.
Kenny Irons 14th
owverall.

1988 Kevin Schwantz
joins GP team, scores
RGY's first GP wins
(Japan & Germany),
Bth overall,

1589 Kevin Schwantz
scores six GP wins,
eight lap records &
nina pole positions.
ath overall,

19680 Suzuki joins
Lucky Strike.
Schwantz wins five
races, sots six lap
records & saven pole.
positions. Schwaniz
2nd overall, Niall
Mackenss

41h overall.

1991 Schwantz and
Didier de Radigues to
campalgn the [ateat
Lucky Strike Suzukl.

A SELECTION of camera viewpolints offer virtually any view to waich the
race by, including upside down! You have & cholce of fixed (behind the

bike), free-floating from any angle you choose or floating arcund the bike
while always pointing North,

CRASH, and you're ireated to an sction replay of the last 15 to 30 seconds, using a full range of
camera viewpoints to best lilusirate your embarrassment. Thrill as your bike swerves around a tricky
chicans, awoon a8 you overtake the leader with sase... then whimper as you hit a fence and skid into
the nearest grandstand.

DIDIER DE RADIGUES

Born: March 27, 1958 — Louwvain, Yamaha)

Belgium. 1982 - 6th (250 Chevallier — Yamaha),
Grand Prix Victories: 2 x 250cc, 2 x 2nd (350 Chevallier — Yamaha)
350cc. 1983 — 3rd (250 Chevallier - Yamaha)
1977 First race. 1984 — 9th (500 Chevallier - Honda)
1978/79 Belgian 750cc champion. 1985 — Bth (500 Honda)

1979 First grand prix. 1986 — 7th (500 Honda)

1980 Belgian 250cc champion. 1987 — 12th (500 Cagiva)

World Championship Positions: 1988 — 7th (500 Yamaha)

1980 — 1Bth {250 Yamaha) 1989 — 12th (250 Aprilia)

1981 — 9th (250 Yamaha), 17th (3560 1990 — 12th (250 Aprilia)




COMING SOON...

1981 Mirrarsoft Lid © 1990 UCS & Ambiin.
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DEUTEROS —

THE NEXT

DEUte I"0S i I e

AMIGA

PRICE £2499
ouT Late
February

GRAPHICS  90%
SOUND 85%
PLAYABILITY 88%
VALUE 89%

OVERALL

89%

A millennium later and nothing's
changed. Paul Presley offers to help
re-populate the universe.

J UST WHEN MANKIND'S future was looking

bright, along came a rogue asteroid and wiped

out the entire human race save forasmall colony, ATARI 5T
living on the moon. And as if that wasn't enough, a Martian PRICE TBA
invasion force also chose that particular moment to attack. out March
Anyone remember that particular plot? That's right,

Millennium 2.2, agamethat set you the considerable task of | IBM PC AND
rebuilding the Earth and make it a healthy, happy place to | COMPATIBLES
live once again - all the while fending off those unwelcome PRICE TBA
alien attentions ouT TBA |

Mow, 1,000 years later, all is well again. The ozone has
been repaired and the aliens have all been extradited back
to their own world — or so you think.

While you've been getting back to your roots, the
Martians have been spreading across the rest of the known
universe, building their forces, setting up alternative
lifestyles and generally mellowing out. As a result your
current plans for planetary expansion might even have to
involve trade negotiations with your erstwhile counter-  THE FIRST STEP in re-colonising the universe is to train your populace in one of three areas. The

parts. Go forth and multiply, but remamber, you're not  Research team are the brains baehind your workforce, Production creates the tools, while the Marines
alone out thare are the ones whe use them, not just 1o fight your inter-galactic batties but also to pliol shutiles and

builld bases

SEHUTTLE

TEM ANARLYESEIS
CHARSSIS

ECH LEVEL f;?i;-ﬁ,(

ASS 13D T.
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IH ORDER TO colonise the rest of the universs, lactories must be buill
and populated o sel up landing points for the larger shuttles. From there,
mining operations can be sel up between the Orbital Factory and the
planet, allowing the build-up ol a slockplle of minerals.
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WHEN THE

RESEARCH is finally
complete, the crew
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things such as
Storage Derricks take
no time at all, but
more complex items,
like the Cryogenic
Pods, can take sges
1o bulid and so use of
the Advance Time
icon often becomes
requires. lnitially, you only have access to items such as Shuttle Drives and Methane Fuel, bul as time goes on, the e easential,

boys and girls really sarn their money inventing new and improved items such as larger Shuttles and Automatic

Cargo Computers.

BEFORE ANYTHING IS BUILT, it has to be thoroughly researched 1o find oul exactly what type of minerals it
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HERE SHE IS, the pride of your fleet, Shultles are

i
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generally used as muli-purpose cargo carrlers, transporting sections of

THE AUTOMATIC Cargo Computer (ACC) is a handy little device that
enables each shuttie to set up sulomatic supply runs between a planat
and an Orbital Factory — while you're off doing other things. The green

dois indicate which items are to be taken from the planet, while the

orange ones lell it what 1o drop off in arbit

| FROM THE INTRO sequence onwards, this
| game oozes a sense of crispness, polish and
atmosphere. The whole style is in some way
reminiscent of Alien (the film) and although
you're never really in any danger, there's a definite a
feeling of tension prevailing. Althoughthings start fairly
slowly, Deuteros definitely falls into the ‘put a lotin and
you'll get a lot out' category. Don't expect to rush
straightin and be immersedin action and excitement, as
even arelatively simple task such as setting up your first
Orbital Factory takes a fair amount of time. This is where
the only real problem crops up, each Orbital Factory

COrbital Factories or carrying minerals and people from one planel 1o another. Then, once an Orbital Factory has besn set up,
your research boys should come up with a nice little inter-planetary version of the shuttle and allow you to boldly go whers
not many have gone belore.

needs eight segments to become operational and to be
honest, this is fartoo many. Four orfive would have been

INTERPLANETARY
SHUTTLES come
complete with a
handy-gize ‘SA'
{Shuttlemiobile
Association) map of
the galaxy. Each
planet is shown
separately, along with
whalever moons are

in its orbit. The type of
minerals contained on
the planet are also
depicted, allowing you
to work out which
planat has the bast
supplies for your
naads.

25 . 08

perhaps a better figure and would have made things just
that little bit more accessible. Once things are up and
running though, you soon become engrossed in the
proceedings, setting up cargo runs from one planet to
another, researching new products and fighting aliens.
Speaking of which, the space combat is a slightly odd
affair where a mass of different coloured dots plow into
each other — itmay sound strange, but it's actually quite
alaugh... atfirst. Atthe risk of over-complicatingthingsa
bitof interaction or strategic play might have been nice,
but nothing is really lost as it stands. Deuteros s deep,
there's no denying it, and as the sequel to Millennium
2.2, you'd expect nothing less.

ASWE SPEAK, there's no specific news as to
& what's happening on thethis front, although
aversion should appear fairly soon after the

Amiga. The usual tweaking of sound effects
is likely to be the only change.

THINGS MAY HAVE BEEN VAGUE regar-
ding the ST version, but there’s even lass
information available for PC owners. Don't

hold your breath.




what that witch has

one minute I'm the mi

Toki and the next I'm havin :

breakfast delousing my armpits, I can't

walk a step without tripping o

knuckles and, oh, there's an ovi

vine - time to swing out sister! B

broken heart is going ape. My belovs

Miho (I can't wait to share a banana

has been kidnapped and somehow I've

got to regain my manhood - until then 4

I'm just swingin' in the rain! -

The arcagg.yw , Sensation by Fabtek Ine.
- is now available »
S < \(k  for your miero.)

e A /' \i'y

s -’ )
e / _ I ¥ SPECTRUM . AMSTRAD CARTRIDGE
I /’"‘ ‘ COMMODORE CARTRIDGE

B

o7

THE
OME
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Ciaran Brennan prepares to cook more
goosein Storm’s advanced adaptation
of Teemo's two-player blasting classic.

PECIAL WEAPONS Interdietion Vehicles? Pos-
S Sibly. Secret. MedponsSnBtallation Vehicles?
Surely Noth Silkworr INZa88Rainly seems the

likelisst :

Whatever SW/V_stdnts #efy"Stormg@™top to bottom
scrollingsheet’emwp is undéubtedi S pragression from
Tecma'® ofiginal one aftwo-player nuin-op spruced up
with 3 pew."90's look.

This isn:t just the ariginal pani€wiih a fagelift though, as
:_ﬂ'mdw glaim thattiveirivain 8m in putting together
this 15 10 1pake-the event adittle more
j inerasting fﬁr‘ﬂwpn-m' sod whd'ends ufilieoRtrol of the

L : jeep (those ‘remember the original game rarely have
gﬁ:' ET : ; fond rnml::;?'uf l:l'tli'mg into trouble 'ﬂrhIFl thau flying

ouT pariner had an enviously easy ride).

7 whmuu ﬂw_mmnuamrn_qlv endless
Bne \fasi-paced allFaction blaster which wilttest the player's

IBM PC AND -WBWEH nrharnnflexhs For although there's

mﬂnﬂnﬁf '.thrm‘m oummumnlnﬂm nefetiate, it's divided into 15
EUT i NA differant 2onesawith names (and looks| as diverse as Ghost
: TowapArctic Saa Grassiand and the Sci-Fi Zone - almost 40
«minutas of serolling from start to finish.
' lSEM!@E&EI!tﬂnmuch there's alittle comfort to
i‘ﬁu‘t@ in the program’s ‘automatic difficulty level’
P = b * -
'~=.H‘fllng. asicallythis means that the game figures out how
&ﬂﬂ :::;?:M::h':_ﬂrm. good the player is ﬁ adjusts the number and skill of the
'‘90's' feal, some things remain very much the Hnﬁm'flﬁ hardwarﬁ’ﬂl com pHHSatﬁ.
same, The Gooseneck helicopter, for example,
still arrives on the scena in several pleces, only
to regroup before your very eyes into a very
Jowl' beast indeed (above). Direct hits to the
head and body are as good as usebess, bat If you
can manage o hit that neck snough times . ..

.. then the goose is cooked and leaves behind

& veritable feast of power-bullding tokens (left).

Thess provide a range of four power-ups: a

bonus, for exira polnts and a limited shield;

increased paraliel firepower; spreading firepower

and rapid firepower (there's also a secrel token

in the form of a star, but it's up to you to find

that for yourselves). Shooting the tokens cycles i ] 7
through the four options as well as sending them ’ ;

back up the screen, thus keeping them in view ; i B8 1 F
for a few vital extra seconds. i

(]
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MOT ALL OF THE LEVEL is land-based — but fear not [eep driver, your four
whealer is temporarily traded in for a nippy gunboat. it's one of ihis game's faw
disappointmants that there isn't more effective changecver sequence between
the two wehicles, but at least skipping from one to the other doesn’t interrupt
the gameplay even slightly.




THERE'S NO DOUBTING the amount of care and ;AME PAITSED - PRESSS P T €220MTINIRE
atiention that's been lavished on this entire

program = but if any sxtra proof were nesded, f""‘

just check out what happens when the action L*

reaches the comfiald. it's impressive anowgh io :

walch the jeep leave flattened crops in its wake,

but this pales into insignificance when the

grounded spaceship takes off leaving — yes —

crop clreles]

o PATSED — PRSP TO TR

PROGRAMMERS Med Langman and Ronald Pieket
Weserlk have included a small “tribute’ to one of
their own favourite games in the form of Xevious
Land, & short section featuring soma of the
sprites from Atari Games' venerable shoot 'em
up.

THE OCCASIONAL TRAINS (above) don't cause
the helicopler too much trouble, but they're
somathing of an inconvenience for the jsep, so

it's best to get rid of them as soon as possible.
Shoot the engine and the remaining carriages
gradually slow to 8 complete stop, while
destroying one of the carriages allows the engine
1o speed off the opposite side of the screan
while the remaining siock once agaln grinds to a
halt.

ANOTHER OLD FAVOURITE from the original was
the ‘mama’ helicopter, which didn't do any
damage in its own right, bul spewed forth a
siorm of buzzing helicopters 1o do e dirty work.
There's a double threat presented here, as when
the mama sventually leaves the screen, its
bables zoom off in its wake, destroying
everything in thair path.
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Good games come and go, and great
ones last much longer. The best can
win awards, but only one can claim to
be Elite.

When the history of computer
gaming is written, its name appears
early on. And on. And on. Generations
have played it; some have beaten it;
but none have tired of it.

The original mix of space
exploration, trading, and combat has
endured imitators, pretenders and
millions of hours of play. Now the best
15 to get better.

Rainbird have updated the IBM PC
compatibles version to utilise the
technology which has developed over
the game's lifetime.

Amazing 3-D graphics, in EGA,
VGA and MCGA modes bring even
more life to cosmic combat: a
redesigned icon-driven interface
speeds trading, information gathering
and map reading; support of Ad-Lib
and Roland sound-boards enable your

ears to share the vivid pleasures of

life on the high seas of space; and
brand new missions extend gameplay
even further than before,

The classic six-year old recipe
remains the same; new ingredients
add to the flavour; treat your taste-
buds to the best. Elite Plus,

| Bt

élite, n. The choice part, the best,
(0f). [F,= choice]
plus, adj. Additional, extra;
positive. [L,= more]
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Elite Plus will be available for IBM PC compatibles at £34.99.
The original versions of Elite are available for Atari ST and Commodore Amiga, at £24.99,

Unit 1, Hampton Road Industrial Estate, Tethury, Glos. Tel: 0666 504326
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THE ONE

Flying one plane is hard
enough, flying asquadron
is even trickier. Paul Pres-
ley takes control of an
entireairportandfindsit’s

o
e

DIRECT ORDERS to
the pilots of sach
plane are issued using
the Flight Contral
Fanel, The altitudes,
aspead and direction
can all be allered
allowing sach plane to
My at safe distances to
each othar. Once a
plane reaches its
destination the
nppmprlltt ‘handover”
control has 1o be
pushed to alert the
other controllers.

not as easy

as Alpha
Bravo Char-
lie.

T'S ALL VERY WELL flying around in the latest

fighter plane known to man, risking life and limb

over enemy territory while on secret bombing
missions, but what about when you return home?

Who's responsible for making sure your plane doesn't
accidentally collide with one just taking off? Who's
responsible for making sure the 747 filled with
holidaymakers has a clear passage of air to fly through?
Who? Air Traffic Control Man, that's who.

Mow you get the chance to share in the exciting life of an
Air Traffic Controller as you handle arrivals, departures,
overflights and taxiing, ensuring the skies over Germany
are full of nen-crashing planes and the ground isn't littered
with burning wreckages.

Take charge of the towers at Hamburg or Frankfurt and
watch the aircraft go up and down, tell departures when to
depart and arrivals when to arrive, handle hijack situations
and engine fires with ease. All in a day's work for a busy Air
Traffic Controller.

TO THE LEFT OF THE
RADAR is the aircraf
contral sirip, & lst of
all the planes you can
axpisct to sea, along
with thelr call-signs
(Sierra Oscar 219, and
so on) their
destination, plane type
and all other
information neaded 1o
determine whare the
plane has to be and
wien.

WHAT BETTER WAY
Is there to keep track
ol the dozens of
planes that want to iy
over your airpor than
with the radar display
There are four types
{main radar, tower
control, arrival and
departure)
cormasponding to lhe
tour typas of
gameplay. The
runways are displayed
as solid lines within a
large rectangle and
aircraft are either
small squares or
trlangbes, marked with
their call-signs,
altitude and speed.

TO THE RIGHT OF
THE RADAR i= the
minl-computer from
which infarmation
such as weather
conditions ar fMight
paths can be
aocessed, coded
tranamisslons can ba
senl to the aircrafi,
data such as
waypoints can be
owverlaid onto the main
radar and the alarm
can ba activaled to
abart the fire crews.

gy [——

it "'* EVERY AIR TRAFFIC CONTROL simulator
F j,-- | _ (and believe it or not, there have been quite a
N ”*- few) will be compared to Wesson Interna-
s tional's definitive Rapcon — and Tower-FRA
fares up pretty nicely. The only major drawback here is
the strange flick-screen effect which causes you to
momentarily lose track of what's on the screen — a
hazard during rush hour! There was no real need to split
things like this, one sereen for everything would have
done the job. On the plus side though, it's extremely
easyto getthe hang of and you soon find yourselftotally
absorbed with the comings and goings of both large and
small aircraft. The amount of random factors that can
affect a plane make for a varied gameplay, anything
from strong winds to a hijack situation can happen,
although mainly on the higher levels. Although there's
often a lot going on, there isn't a great deal to look at:
what'sthere is presented well enough, but with a screen
full of numbers and green lines, it's not the kind of game
you use to show off to your friends. The other main
aspect, the speech (using the internal SID speech chip),
does give the impression that it accidentally ended up
sounding like an accurate portrayal of a radio
microphone and leaves something to be desired. The
lack of aesthetic pleasure however is more than made up
for by the challenge and intensity that's generated.
Tower FRA proves that landing planes can be as fun as
flying them.
LAGGING SLIGHTLY BEHIND the Amiga,
this one is so far identical in all ways — except
that (unsurprisingly) the speech option will
not be available.

SORRY, BUDDING PC ATCs, those stubborn
hThalinn boys won't divulge when this

|version will be available. Stay tuned to these

pages for an Estimated Time of Arrival.

» | 61
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TOWER FRA
Thalion

| AMIGA
PRICE £24.99
ouT Now
GRAPHICS 70%
SOUND 78%
PLAYABILITY 88%
VALUE B87%

OVERALL

85%

ATARI 5T
PRICE
ouT

£24.99
May

IEM PC AND
COMPATIBLES
PRICE N/A
out N/A

The
beginner's
guide to Air
Traffic
Contral,
Part One:
the Inter-
national
Phonetic
Alphabet

A ALPHA

B BRAVO

C CHARLIE
D DELTA

E ECHO

F FOXTROT
G GOLF

H HOTEL

1 INDIA

J JULIET

K KILD

L LIMA

M MIKE

N NOVEMBER
O OSCAR
P PAPA

Q QUEBEC
R ROMEO
S SIERRA
T TANGO
U UNIFORM
V VICTOR
W WHISKY
X X-RaY

Y YELLOW
Z ZULY




From the creators of F-19 Stealth Fighter,
comes a flight simulator which applies the
latest computer technology to the earliest
dog-fighting aeroplanes. There is no radar.
No fire-and-forgets. No E.C.M. Just your

skill and ambition to live to fight another

day. The MicroProse way.

“For my country, my honour and my
life - I am a Knight of the Sky.”

* Fly 20 planes, including every major fighter in

i W.W.1I.

* Navigate with actual mapping of trenches,

roads, cities, aerodromes, anti-aircraft guns
iy and more.

ONE * Accomplish hundreds of missions in 7
categories, including ground support, bombing
and dog-fighting.

* See the action from 13 dazzling 3-D
perspectives.

* Challenge a friend via modem or direct cable
* Combine news and intelligence reports with
your own intuition to track down the 16 men
whose successes diminish your own.

* In the gallant tradition of the ancient knights,
you challenge each to determine who is truly
World War I's Ace of Aces.

"Ploughing through the clear, cool air above Flanders, my hunting
ground, my domain. The ear-shattering drone of the engine, the
blast of the ice-cold wind in my face, the strain of the knowledge
that I dance on the brink of extinction. The shells pepper the muddy
trenches below, the flak strafes the
sky around me, but my mind sees
only the challenge ahead.”

MARCH
1991
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THE ONE

In the dangerous world of Fractal
Geometry, Paul Presley finds himself
alone against the enemy. Let the hunt

begin...
HERE'S NO PLOT. There's no point. Activision's

T latest is as straightforward as apple pie ...

almost. One man, The Hunter, must undergo a
series of desperate missions into enemy territory, using
whatever he can find to help him.

Actually, it's not quite as emotionless as all that, it's just
that Hunterdoesn'treally need much of a plot towork, inthe
same way that Realtime's Carrier Command didn't.

Thera are three typas of mission to choose from: a series
oflinked demolition jobs, a simple action-packed battle and
alongintensecampaign. The nice thing is that, providing he
doesn‘t die or fail, the beginning of a new game sees the
character continuea from where he left off, at the same point
in time and with whatever equipment he had left.

.
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THE CONTROL PANEL
shows everything you
use to siay alive, as
wall as your current
co-ordinates. the
clock (essential for
keeping irack of your
time limit), & radar,
your energy. the
amount of fuel
contalned in your
current vehicle and

THE MAP, WHICH
CAN BE OVERLAID
onto the main screan,
shows the layout of
the islands (random
for sach game) and
the position of the
location currently
chosen from your log
ook, marked as a
small yallow dot. An
Aarial Observation
Unit, whan fired,
highlights the
immediate area and
shows the position of
bulldings, vehicies and
enamy troops.

Hunter

YOUR OBJECTIVE IS
USUALLY marked on
the map in your log
book. As you
progress, contacts
such as sples or
locals will offer
information in the
form of map
co-ordinates. These
e entered as you gel
them and make up &
complete record of
your journey.

AMIGRAY
OUT  March
GRAPHICS 91%
PLAYABILITY 93%
VALUE 0%

OVERALL

92%

ATARI ST

PRICE  £2499
OUT  March
GRAPHICS ~ 90%
SOUND 89%
PLAYABILITY 93%

IBM PC AND
COMPATIBLES

e
=
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BEGIN EACH MISSION
with a brief visit to the
stores, where you can
lop up On Weapans
and ammunition. Mot
everything is available
here, medical supplies
can only be obitained
from hospitals and the
larger weapons are
four.d deep in enemy
territory. Mo one said
this was going to ba
Basy.

OF ALL THE
VEHICLES available,
thie halicopter is by Tar
the bast — although it
is slightly tricky to
control. With it you
can cross large
distances wilh sase,
although il does have
two main drawbDacks.
It eals away at fuel
and tends o attract
the most unwelcome
ol missiles and flak,

THE ENEMY. Drossaed
In red and with a
temper to match.
Occasionally you'll
find one who isn’t
happy with his lol and
allows you o go on
your merry way — but
don't count on il. The
spare uniforms found
in soma of the houses
sarve as a usehul

THE AMOUNT OF
VEHICLES io choose
ranges from pedal
bikes to tanks, there's
even windsurfing
equipmant if you look
for it Fuel s required
far the engined
transport and tends to
come in a limited
supply, but the larger
tha wheals, the Larger
the gun. Rocket boals
carry B0mm shells and
tanks can desiroy a
bullding in a couple of
shols.

BUILDINGS CONTAIN
various items o help
you In your
destructive ways.
Fuel, first aid, flares,
maoney and, most
importantly,
inhabitants are some
of the ingredients that
make up life on the
islands and provide
mosi of Hunler's
interaction.

NOT SINCE MIDWINTER has nn]mrjh !
managed to successfully create an effective
three-dimensional environment and com
bine it with an absorbing game. Nmﬁ‘.-ut’lm.
Activision has put that right. The smoothness of the
scrolling and the thoughtful and imaginative screen
zooming feature are just two of the elements that grab
and hold onto your attention like a huhﬂr\l' Rottweiller
attacking a burglar. Your enemy's intelligence is
remarkable if a little persistent: one soldier insisted on
swimming across three islands in pursuit of my wind-
surfer. The ever-present time factor makes for some
interesting strategies. If you take a long route towards
your objective in order to avoid missile launchers and
so forth, make sure that you've worked out a good
escape route. It's not all flash graphics though, the
sound too has been put to good use, alerting you to
dangers such as missiles, a split second before you see
them (and scaring the wits out of you). If thereis a sour
apple in the barrel, the it's the foot combat. Aiming is
not the easiest of tasks (the fact that your gun is in a
fixed position doesn’t help) and would have benefited
from a crosshair or something similar. This isn't a real
problem in vehicles as you're usually some distance
from your target and have the time to aim well, but up
close it's a wild battle. Ultimately it's the graphics that
win the day, more often than not you'll find yourself just
wandering around the landscape, trying to shoot rab-
bits (sorry, but it's true!), but if an attempt is made to
complete one of the missions then you'll find that
Hunter offers both compelling and exciting entertain-
ment that's going to last at least until Midwinter 2
arrives, that's when the real battle will really baqm.

MOTHING GAIMNED and nothing taken away.

Hunter offers just as much enjoyment as its

Amiga counterpart. The graphics are a little

lighter and maybe not quite as detailed, but

the difference is so negligible that you wouldn't notice
unless you knew what you were locking for.

ACTIVISION'S AMERICAN CONNECTIONS

mean that an IBM-compatible Hunter is

more-or-less inevitable. The bad news

however, is that there's no plans to make the
inevitable happen in the near future — we'll keep you
posted.

% disguise, but show
any hostility and the
enemy will see right

through it.
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Practice.

So il you question an advertiser, they have L0 |

ANSWeT Lo us.

10 find out more

This space Is donated in the inlerests of high standards In ahertisemenl =

WHO PUTS IT RIGHT?

We do. The Advertising Standards Authority ensures
advertisements meet with the strict .Code of Adverlising

daboul the ASA, please wrile Lo
Advertising Standards Authority, Dept. X, Brook House,
Torrington Place, London WC1E 7HN.

ASA

...... FEEEREREREEEE

103a 51 Johns Hill,
l'.'.l:rpl!lu.l:rl
London. SWI11 15Y

LI _'!r'\tlh BR {:]uljll:nl! Si.

PHANTASTIC GAMES

Telephone: 071-

THIE . enssinmsnsarsn T 011 PR—

688 Attack Sub.....
ATF 2.. .
Acceiade in Actmn

Adidas Football........
Alpha Waves............

Amazing Spiderman
AMINOS.....ccin

Armour Geddon .......
Atomic Robokid .......

AWEBS0MEe.......ccc.c..

Badlands..................
Billy the Kid...............

Buck Rogers.........

Cadaver.........cc.cc....

Captive ..

E_.ar‘lhage s
Chaos btnkeq E":ICH:
Chase HQ SDI........

Dick Traoy.....cccoiee
Dragon Flight ...........
Cragons Lair 2.........

ESWAT ......

ECO Phantoms.......
Elvira..

F.19 Sle.ﬂhh Fug“ater
Future Basketball ..
Golden Axe...
Hard Drivin 2...........
Hollywood
Collection...............
Indianapelis 500 .....

All software /

Titles not available will be sent on day of release

738-
— 16 BIT SPECIALISTS E 0617
5T ... P | TiHe ...ccviinecnacins Y 1] S By ) .
J18.99.......-......24.69 | James Pond.............18.99._...18.99 = T R e T —— :
...18.99....18.99..18.99 | J.Nichlaus Unlimited 24.69.......-.......30.50] quickshot 3 IBM _...... ) AR SO - - LE11.70
24.69.....0 e 2489 | Kick OFF 2.......onn.: 151801838, . Competition PRO 5000............cccccoeviinns . A .£13.50
18.99....18.89..... Lemmings................18.99....18.99..18.99| Competition PRO ComBat.......cmm i s £14.85
18.99....18.99..24.99 | Line of Fire...............18.99...18.99.18.99 f?jm;:';;?.f:q rrrresseenisiss Eggg
18.99....15.19..16.98 | Lotus Espirit.............18.98....18.89, ... el b i s N R v v PP
1519 | M1 Tank Platoon.....24.69...24.69..30.80f QUELEH LIELCEl] c22 50
18.99...18.89..... Manix.........cocoereee-TBS9 L 1B.89. .-
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THE ONE

Jones In The
Fast Lane

Tired of battling dragons, aliens, drug
‘lords and the undead, Paul Presley

tries an adventure in real life.

AXES, BILLS, employment and education. As

T most of us are battling these elements in
evaryday life, you'd hardly expect them to

combine to make an enjoyable computer game. Sierra On-

Line, however, thinks otherwise.

Until now, the American giant has best been known forits
wide range of graphic adventures, but now it hopesto carve
itself a niche in a more original area of gaming — the on-
screen board game.

Up to four players can compete (with the fictional Jones
filling the ranks in the absence of human players). To keep
up, each player has to build up a life, improving his or her
education, employment, housing, health and happiness
along the way.

Travelling clockwise around a racetrack-type board, the
players visit 12 buildings, each with a different function,
making money and improving their standard of living as
they go.

Each 'turn’ counts as one week, with every action eating
up a certain amount of that time: when one player's week is
over, play passes to the next person and so on.

WITHOUT DOURBT, the first thing that will
strike Sierra-philes is how differant thisis from
the company’s usual output. And, regardless
of how good those graphic adventures are, it
still comes as a welcome change to not have to puzzle
your way out of every situation. The idea of
implementing a board game on computer isn't exactly a
new one, but up until now (apart from conversions such
as Trivial Pursuit) the results have never managed to
retain the feel of the originals. This, howaver, is a good
example of howitcan be done. It's obviously meantto be
played by more than one person, but even competing
alone against Jones (the computer player} provides
enough of a challenge to last some time. The first-class
presentation (which we've come to expect from all
Sierra On-Line product) is largely responsible for the
generally good feeling you get while playing: digitised
animations are used for all the characters (incidentally,
each digitised person is a Sierra employee) and
individual themes are used for each of the locations,
MacDonald’s style tunes for the fast-food restaurant,
cool music for the clothes shop and so forth. Playing the
game with others incites plenty of excitement,
espacially as you see your score creep past the others -
only to lose your job and have it sink right down again!
It's this kind of intensely competitive atmosphere that
makes Jones a winner. ;
OBVIOUSLY, there won't be any 256-colour
VGA graphics on versions other thanthe PC —
and three channel sound won't sound quite as
nice as a Roland or AdLib sound beard — but
otherwise it should remain the samea old rat race.
AGAIN, machine specifications limit what
ST Jones can do visually and aurally, but the all-

important gameplay should remain in the
same lane. Watch out for full updates in future
issues, i

AND HERE'S the star
of the ahow.
Watching Jones af,
work, rest and play is
a useful

way of gaining tips.

BEGIN EACH game by setting a level for sach of
four goals — Money, Happiness, Education and
Career — i first player 1o meat his or her
enpectations wins. Money Is & measure of your
waalth and current investments, Happiness s
gained by buying luxury goods or taking time off
work, Education depends on the amount of
diplomas you earn and Caresr measures your
employment record,

AS IN REAL LIFE, there's a variety ol careers 1o choose from. Nine of the buildings on the board atler

ACCOMMODATION is selected from a choice of twa
sites, a low-cost apariment or Ihe swanky Le
Security building. It may make you happler, but
the price of high-living is reflected in the amount
of rent that has o be paid every four weeks.
Miss a payment and you could find your wages
being deducted.

jobs through the Employment Office, each with its own promotional structure. You'll need plenty of
experience and & good education to become a bank manager, for example, whereas Monolith
Burgers will take just about anyone. Wages tend to fluctuate at all times, so it's often worth checking
whether you're due for a rise or whether it's time o move on.

N

HFH INVERNTY

Ty W i_'.'*‘ -
EDUCATION plays a major part in your game-lite —
the Hi-Tech University offering courses in
everything from Enginearing to Business
Administration. Paying the enroliment fee allows
mocess 1o aither the Trade School or the Junior
College, from where you can branch out, gaining
diploma after diploma.

Haumbuir 34rs . .
Cheegeburaer....... 18%

Agtra Chicken BizE
Frus 18
Thakes 1103

Cobkag

nead to be fed every turn, 5o a quick visit to
Monaolith Burgers (a familiar sight to Space Quest
fans) should do the trick. Allernatively -

cashflow allowing - you can buy food for several
weaks from the market. Make sure you have
somewhere to store it though (a fridge or freecer)
otherwise you'll find an upse! stomach and a trip
to the doclor’s is in order. Fail to eal and time is
deducted from your next furn.
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JONES IN
THE FAST
LANE

Sierra On-Line

IBM PC AND
COMPATIBLES
£29.99

SOUND 87%
PLAYABILITY 91%
VALUE 83%

OVERALL

88%

AMIGA

PRICE TBA
out TBA
ATARI ST
PRICE TBA
out TBA

“This is tiie
game you'll
bring out
when
friends
drop by, or
when the
family just
can't take
one more
evening of
Trivial
Pursuit*
Bill Davis,
designer
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REVIEW

 COMPATIBLES
PRICE  £29.99
out TBA

YOUR CANNON is the most effective wa
1o super-bazooka) grows in proportion t
handy parts for you to cannibalise. These include such
generators and — if you're lucky - pleces of key. Energ

S Y

'i. 5 1 L
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WHEN THEY BUILT CYBERCON they
created a protection complex so
sophisticated it made Fort Knox look like
a Wendy house. Inside there are rooms of
all ghapes and sizes (some several times
the height of a man) connected by a
series of lifts, ledges, pits, traps, locked
doors and invisible floors. And round
every comer you've got an excellent
chance of meeting one of the hundreds of
powerful and aggressive security robots.

ORIGINALLY, THE COMPLEX was
designed for ordinary maintenance
technicians in boiler suits. These days, the
only sate way to view it is through the
protective visor of your power suit. This
marvellous piece of modern tailoring lets
you jump inhuman distances, generates
protective shields or cannon at the touch
of a button, is self-repairable and can
locate enemy positions by sensor should
you so desire. The only cost is energy —
you bagin with one energy bank (bottom
left) to power the lot, collecting the
maximum four (for extra speed, strength
and efficiency) along the way.

to find a launcher before you can lob them around.

THE OME MARCH 1991
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Cyberc

Kati Hamza grapples with a mutant killer brain.

y of disembowelling robots — its strength (ranging from mere bullet
0 your power status. Post-destruction, most robots leave one or two
goodies as cameras, extra energy cells, force-field

¥ power-ups double as grenades, although you'll need




FTER DECADES OF FIGHTING, destruction and

death, 23rd century man finally built Cybercon |l

and everyone breathed a sigh of relief. With this
gigantic computer brain in charge of defence systems, no
single nationor alliance dared risk splintering the balance of
power, Humans everywhere sat back, relaxed and played
video games.

Now, years later, it looks like something's gone very
wrong. Cybercon is systematically carpet bombing the
planet and blasting seven shades out of everything that
breathes. Soon Earth will be nothing but a frazzled memory
in the great universal scheme.

But, wouldn’t you know it, there's just one hope, A
loophole in the design allows a single technician into the
sprawling defence complex that houses the Cybercon
brain. Gat in there, survive the automated robot defence
systems and pull the plug and you're a hero. Fail, and you'll
die — along with everybody alse.

One minor problem: Cybercon knows you're coming and
has prepared a secret weapon for its own defence — deep
inside the complex the Annihilator is stalking you.

AT TIMES whan your
power's low and the heat
is on, field generators
can buy you valuable
time. Placed strategically,
they create an
impenetrable protective
shield between you and
the enemy's fire. They're

also re-usable until the
pOWEr runs out.

RARE,
EXTREMELY
WELL-HIDDEN and
heavily prized, the
four components
of the Master Key
are what all this
unhealthy exposure

& to death and

" : destruction is
really about. Each

: one gives access
W to a whole new
area of the
i R B etwork and all

four add up to a
one-way ticket to
the Cybercon
brain-stem iself.

REVIEW S

ANNIHILATOR ASIDE, the automated robot defence systems come in two varieties.
Some, like these cyberwheels, respond to movement and animation (stay stil' and you
won't get hit). Other, more intelligent entities can actually see — the most efficient way
of blasting them is to aim for their eyes. Initially, each quarter of the complex has its
own peculiar variety of robot: as your movements open these areas up, they move out
of their designated spheres and clog up the entire available space.

—

l!u :
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THE ACCURATE
3D ensures that a

bridge like this is
visible from

can gaze up and
admire it above
you: if you happen
to be standing on a
level higher up
you'll be able to
crane over the
edge and ses it
below.



REVIEW

CAMERAS ARE A good way of keeping a watch
on your back. Carefully placed and positioned,
they allow you to keep watch of vital robot
movements while you're involved in crucial
tactics somewhere else. The Annihilator is
cleverer - if he sees a camera he immediately
moves, Alien-like, out of shot.

IT"S THE SHEER SCALE of Cybercon il that

hits you first. The network of labyrinthine

passageways, womb-like chambers, mind-

bogglingly tall towers and sinister walkways
provides an incredibly detailed and totally interactive
environment to explore. Not only are all 400 rooms
genuinely different, but because everything in them
functions realistically (push robots hard enough and
they move, drop an object overthe edge of aledge and it
falls) the way that you negotiate the place isn‘t limited by
any in-built constraint. You could have hours of fun just
exploring, but there's more — a whole series of
convoluted puzzles plus a crowd of robots to
dismember. What really makes the game however, is
the tense one-on-one rivalry between you and the
Annihilator. Whatever you do, wherever you go, the
chances are he's only a step behind. How you approach

the challenge is a question of choice — avoid the robots

and sneak around or power up and just letrip. Eitherway

weeks of intense interactive exciternant are guaranteed:

as yet, this is as close as you'll get to experiencing a
complete virtual reality inside your computer.

s EVERYTHING THE ST warsion has, the

' - Amiga offers too, with the added advantage

- offour-channel sound. The full benefit of this

_ aural enhancement, however, can only be

ﬂ_*."lj-l..'l;:ﬁ.&.h\f owners of IMb machines.

DUBBED ‘'THE SHOWCASE version’ by The

Assembly Line, PC Cybercon lll is all set to

exploit a whole host of graphical and sonic

improvements which just couldn't be
crammed into an Amiga or ST. Special features inciude
some extragameplay enhancements, Roland and AdLib
sound support plus 256 colours and a graphics system
“tha likes of which no-one has ever seen.”

THEOMNE

ALL LIFTS AND
CODED DOORS
are opened using
your multi-purposa
sonic key. This
handy little gadget
allows you 1o
interrogate objects
to discover their
sonic combination
and then play the
appropriate
symbols through.
Maost lifts have
different codes for
down and up and
certain areas only
become accessible
when you've
collected new
symbols 1o be
added to the key.

THEY MAY LODK
like a pious,
god-fearing bunch,
but the guardian
angels (their wings
displaying The
Assembly Line's
skill at creating
transparent 3D
circles) are among
Cybercon's
toughest nuts to
crack. i your
systems are badly
damaged, a brief
respite should give
the power armour's
self-repair unit
time to work.

MARCH 1991

ON THE LINE

CYBERCON fll 1S THE BABY of Andy
Beveridge and Ricardo Pinto, both
arstwhile employees of Realtime,
whose work on a whole series of
products {including Carrier Commanid)
has endowed them with extensive
experieance of 30.

In this case, the 3D was given a
complete overhaul six months into the
project when Ricardo first saw Andy’s
designs, ridiculed them and pro-
nounced he could do better. He ripped
out most of Andy's conventional
box-like rooms, got rid of the con-
ference centre lock and replaced both
with the weird spatial gymnastics that
are characteristic of Cybercon IllI's
outlandish feel. The revamped comp-
lex works asacomplete 3D entity : every
single room is unique and has been
individually designed - first on paper,
then on screen - right down to the
decorations on the wall.

5
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WIN!

WIN!

0898 - 555536
everyone wants one
you could win one!

L T SR S

WIN! /IN!
NINTENDO SUPER FAMICOM

WIN!

WIN!

WIN! WIN!

0898 - 555533

Plus Bombuzal and Act Raiser
simply the best!

PLAY TO WIN

5|y} peas o} Jaao Bew inok winy o3 pey nok jaq
yuom spinb poz 19yjoue

LLSSSS - 8680
ii ¢ AAIHAVO3IN

UM 0] @2ueyd puz InoA
aaupebaw sayjoue sal

6.GSSS - 8680
JHYML40S 40 SdV3IH

S Ring any of the above numbers for details of the April bonus draw PLUS

all calls last approx. 4 mins. one prize per competition
calls are charged at 33p per min. cheap rate and 44p per min. all other times

if you are under 18 please get permission to use the telephone

PLAY TO WIN, 159 STRATHMORE AVENUE, LUTON, LU1 3QR TEL: 0582 413943
WE SELL EVERYTHING. EG Famicom + 2 games £295 ,Megadrive + M Mouse £145.99

WIN!

WIN!

; I'{ .-"_ 7 _'\--"r i -f'.r' A Il:-".l_'[ [
ViSA M r"'[\- s |l| | gEL i |'?
- ey = ey =t Pl 1]
O ) e
MAIL ORDER TO:- DEPT ONE, 55 HARROW DRIVE, LONDON N9 SEQ
TEL: 081-803 0893
AMIGA PACKS EXPANSION PACK 520 5T THSCOVERY PALCK' A GADRIVES Rars £139
SCREE M GEMS inE 173 MEG RUAM E¥T9 INC * 12 meh ibw;l‘:ll
————— '
£364.99 ¢ DURGEDH MAAGTER ETIAMIGA, FREE Bk T
. ACCESSORIES PACKE WHER =
r"“ UJRE. £399.99 PAYING B CHONCASH | " IEha ""’" 1' e
iy TEN GAME PACK ADD €25 | orrcial VERSION £183
[ Amiga 12 magHAM EIET] “Star LCADColour 600
+ Dhuarsgyescr W mt 4459 Panasonic KXP 10,07 145,00
Extannsl Disk drives 50 84 i pa CMBEL I 249.00
ACCL [l OUALITY 367 |1|1u~'. DISKS
M IJIJ.'E-‘\. I'.IF‘I'\«'r I'I.F.-.NFR MOMUISE BAT =] LR 30 3.98 &) 2299
DLFST COVER (ST-ARM), MOUSE HOLGER, v0 CAP Al dishs booosd in 10°s with labals & preded
ih.IIIHIl
AT petson P LU E st 1350
GAME B e TETRES [ ||-uu|-l.1."l- .50
ATARILYSIN i CAL GAMES 1S f::; xrl':?q e ';::g
| SOFTWARE 5T AMIGA Magm + WEn 9% LMITED SMECAL OFFERS
Boreerican Dreams WE 4 Mdias Stiens Wwis Es [raad Frin Cogunt L
RMIG 5] [FETNTE -ﬂ. AT WE BX Paweidiin " 18
RTF T T [ - e 19W Wil Depams il 9%
Bwma Raboie WIS JEM Wi B nw nn Karoa T a1 3
WSO frk ] Hum Pt e 1A e K] L
Each w e Fii ¥ -] e s BN Dungins Maste 12\ AN
* Battls Corsmpnd s eE T BE  15H s BE 0N
BEyftemazier R W Heptiteped e 1BWE R IW
BES danm Seymon HE ®E Mg Reme WE N | e
L wWE Es Mg Sprt e IBW WH s
we EE {Femis nE on ™ e
= ES {lyeraton Siesis wE IEn inE o
FU It ] i LT M s
1IE 1A% Fuaball Magic 128 18N I .
EE BN Pigerrsania 128 1nE [Ex ]
HE 18N Patmen e EW L]
r'.' M 1675 Pelang s BN Chaaar 139

Dw } HE X Pogula WIS 16T It Cama Dasert 1598
Esc Fapat Rebais nm an it im o 1850 95 !.m-h. ur Crpsatan 1698
Falcpn Missa Disc 2 139 11 T Pach BE 6B .
Faruakg L ITE | Pract .:.l Parig A BN Sud-:h- -:r'hl' L] Hl
Fnal ‘Wande im 1= Shadow of the Heasi 7 an [rasshen | M.
PPl Saasi® Fightm: wH . Ehatow Warmor 13 188 [iragons Hream 1T .
Faghi Commans WE  me Sherman b4 1 ms lakecam Advashray L1 I

Iildll &l ks lriude 1550 MS Sy Spy Secret Sgem 1558 159 aneuny
Fim -rd Fusgat 2 1BE WIS 3 ing Gekd ms s JrnamEsie JIOD S 19

BE M 58 158 Magrabe Se b (1T
thw sl BE W TRt ﬁmnlun |waneu)

] ang 167 TS %S 18N 59 9%
Full Meta Masen 159 HE B 1675 H:nll.l!ur 1] 1389 1158
Fature Drasms WH s 1850 195 Raips 139 %
l!!llml-mol EE WX 158 EE i ity L
g 1EH  WN Thaa Frrsrs] Hout 1850 198 1 TR e
hholi:ln".‘-‘}i' :?E EE Thama Pk Mysiney I E : g Dyransey 'Wars [LE T
Haed vt % I 1 T T [HAISTMAS RELEASES
Harpoon ne. Torank The Warmisr X 65 [Chia HOZ ([T
Harrmerss) IEPS  MTE Tewrini of Blabss 1598 159 Fﬁ'*-l" [
|\D-L‘:lI| L Turfead 138 138 162 1615
Ial Spocer Challengs 158 HGS Turrear 138 138 Hdlmn-ut  Collactios 1951 M5
harhoe 159 Vi LS ET T op 1 158 K8
Kick M 2 | nmN UN Sguadien IBTS TS 5““’1-”2 IEF 1S
Wil Ghrpes (L T Wi 125 A% I6E 16
|:.|.1,; Gamesh W Whiewk of Fies IFT- T 5 I N, By BN
L M un Wt | MI? - g; }g_gﬂt'dm‘-l Tumhes :5-2‘.- Ea

i3 W o ! w
I'f::r:.ﬂf re Ih:;:: E ’:.F:'I;l;dt-" " SOFTWARE PRICES ARE WAL GRCER
| Loys bspe W 1S B WH HE LY
Bellany Mo :.nw. ..| ik Sbceckad, ring fesr v |WDATy. B M E market * nol awallabie ol1ime ol going 10 press. Nes relnsam s |
n .-u-.. e are now s el class post by e PO card] - chegue orders plesss allow dasrance. Al
prici |:IpP lel.AFlquu il prdin oy, Wi o & b s advent in ootsn sbove on haetsrs and 5% off
RIEE on eottwesrs Fi TIE1RTE
28A WESTERHAM AVENUE, EDmﬂTﬂI‘I. LONDON N8

WIN! WIN! WIN!

AccessVisa
Tel: 0642 5S95182
{:hﬂz es payable

ames H.Q.

 PLEASE PHONE IF YOUR
REQUIREMENTS ARE NOT LISTED

Box 17

Coulby Newham
Middlesbrough
Cleveland

TS8 9YW

« FREE 1ST CLASS DELIVERY ON ALL PURCHASES

+ LEISURE -
StellarCrusade ................ 2795
Rick Dangerousll ..... .18.95
Lemmings.......ccoarmiinnes 18.95
RoboCopll..........ccccniernene.. 19.95
MidWIntar .......coociieiinnsnens 21.95
TheKristal ......ccorersmserssnnse 14,95
GoldenAXe ........ccoevveeeen.. 19.95
Starblade .. raenes 1ELBE
Turrican.. S— . ]
Thunderbirds... S
Windwalker.. ........19.95
Ghuuls&Ghusts....... e 16,95
TwinWaorld 19.95
Bt e s 19,95
Deathtrap... S - 5!
I.L:TuQTulhﬂChal sannas 1 0.5

* UTILI'TIE'S .
Mailshot Plus .. e

« STRATEGY GAMES -
FromtLing ......cccosmminmeenss -17.95

Owverlord

Anciant Battles................. 17.956
Vulcan

Borodino

EastvsWest ........cinnnmnann

LB H ko | e Rl SR
Tank Attack..........cccccveensennBe

DegasElite

Art Diractor.....cccoccmennrmnaie
FlmDirector ....cccoeeeeivenees
CyberPaintV2

F195TFighter

F29Retaliator ........cicccuanne

LANCASIAN ...ccuimmmimmssnssnnanns Systemn3...

CITT% 1T e Hnmmﬁ.cmunls. o A
« WORD PROCESSING -

ProtaxtVa.2 . ......c.oceisenned 69.95 1stWord Plus...

« ATARI & .ﬂ;MIGA CQMF‘UTEH Pﬁ.CHS *
Atari 520 STE Turbo Pack... i e 359.99
Atari 1040 STE Extra Pack.. e R e daﬂ.ﬂﬁ
Amiga 500 Stand Alone T T AL R A W T
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ENPROTON SOFTWARE==

TEL: ORDER LINE 0462 686977

AMIGA TOP 30

CORPORATION 12.99
GOLDEN AXE 16.99
LEMMINGS 16.99
CHASEHQN 16.99
SUPREMECY 18.99
LOTUSESPRIT 16.23
MAMNCHESTERUTD 12.99
SPELLBALLI 19.99
KICKOFF Il 13.99
POWERMOMNGER 19.99
SIMCITY 16.99
TEAMYAMKEE 19.99
ROGUE TROOPER 12.99
CARVUP 15.99
ELVIRA, 19.98
M1 TANKPLATOON 19.84
PRINCE OF PERSIA 14.949
JAMES FOND 12.99
TOYOTACELICA 16.99
BOTICS 12.99
BOXING MANAGER 15.99
MAGICIAN 19.99
BUCKROGERS 22.99
CHESS CHAMP 17.99
SUPEROFFROAD 16.99
Z0UT 16.99
AMOS 35.00
WALLSTWIZARD 16.99
CRICKET (1 MEG) 14.99
FLIPIT 12.99

MAKEHA UIPGRADE RBAOILISE
FOR AMBGA AMD ATARI 5T
AT 2500

Please state disc size when
ordering Fo

IBM PC TOP 30

MANCHESTERUTD 12.99
KICK OFFII 16.98
FLIGHTSIM4 35.00
SUPEROFFROADRACER 16.99
TESTDRIVEIN 19.98
WONDERLAND 22838
WALLSTREETWIZARD 15.98
ISHIDO 19.989
PRINCE OF PERSIA 17.98
BOXING MANAGER 16.99
ANCIENTARTOFWAR 16.99
P.G.A. TOURGOLF 16.99
BATTLECHESSII 19.99
MONTYPYTHON 16.99
M1 TANKFLATOON 2299
SIMCITY 19.99
BATTLEOF BRITAIN 19.99
GUNSHIP 24.99
PIPEMAMNIA 16.99
KLAX 16.99
MIG28 15.99
MEMORY MATE 22.98
GEBATTACK 22.98
CHESS SIMULATOR 19.98
ATFN 19.58
TEAM YANKEE 2299
GREMLINSII 19.99
MURDER 19,68
ANCIENTBATTLES 19.99
FLIPIT 12.99

HAKSHA SERALSL MOLUEE

R BM PFC AND COMPATS
AT [30.00

GUNFIGHTER | .

USE YOUR VOICE
4 TO OUTDRAW
¥ THE GUNFIGHTER

~CASH PRIZES

0898 31 35 90

INFODHAL 20Box 36 157 4TN Cob crorges X Per Min Cheap 44p Per Min All Othar Timas

e

ALIENS

Can YouKill
The ALIENS

8 For
G CASH PRIZES

0898 313 573

NMWBD:E&LSHTHCHCWMPPHWCM@MBWHDMW

COMPILATIONS

SEGA MASTER MIX
AMIGA & 5T 19.99
54 PE FWOMDERBDY,
DV SAMITE DX,
CRACKDOWN, TURED
OUTALN, ENDURD RACER

SPORTING GOLD
AMIGA & IBM PC
19.99
CALIFORNIAN GAMES, THE
GAMES WINTER EQITION,
THE GAMES SUMMER

* PC Varsion FINAL FRONTIER

MIND GAMES
AMIGA 5T & PC 14.99
WATERLDOD, CONFLICT
FURDFE, FMAL FRONTIER

raplaces CONFLICT EURGPE

CHALLENGERS
AMIGA 5T & PC
1999

BOMBER, STUNT CAR RACER,

FRD TEMMNIS TOLM, SUPER
SKl, KICKOFF

EDHTION & EICKOFE maod avmilable om PC
LT
FULL BLAST POWERFPACK WHEELS OF FIRE HOLLYWOOD
AMIGA ST & IBM AMIGA & 5T 14.99 AMIGA & 5T COLLECTION
e IBM PC 16.99 1899 AMIGA & 5T
FERPLARI FORMLULA ONE, pa7, | MEMON Il TV SPORTS HARDH DANIN, TURED 1999

COHRIEE COMMARD. RICK

FOOTRALL, BLODDWYCH,
AALC RALLY

OUTRUN, CHASE HO,

BATMAN THE MOVIE,

DANGERDUS PC varsian DEFENDE OF POWERDRIFT ROBDCOR |, NDIANA JOMNES
CROWHN mplscos LAST CRUSADE
B ODAYCH HOSTBUSTERS B
T.NT. HERO'S PLATINUM MAGNUM a
AMIGA & 5T AMIGA & 5T AMIGA & 5T AMIGA & 5T
18.99 1859 1959 16.99

HARD DRIVIN, XYBOTE, AFE,
TOLMEIN, DRAGON SPRRIT

LICENCE T KILL, AUNNING
BAN, BARBICAN 1.
STARWARS

STHIDER, BLACK THIER,
FORGOTTEN WORLDS.
GHOULE & GHOSTS

OPERATION WOLF
AFTERBUIRNER, DOUBLE
DRAGON, IATRUAN CAPED
CAUCADER

APOLOGY

Due to a printing error, Hardware Distribution ads
have carried the wrong address in the last two
issues of The One. We would like to take this
opportunity to apologise to Hardware Distribution
and to our readers for any inconvenience this may
have caused.

PRODUCT

FORMAT

COST

Tied: (D62

roraL

PO Chegues payable to: PROTON SOFTWARE

New relsases sent onday of release.

Send to:

PROTOM SOFTWARE,
ENTERPRISE HOUISE,
BLACKHORSE ROAD,
LETCHWDRTH,
HERTS SG& 1HL

| GBESTT

Faux: (04E2) 673227

SONY 3.5"DISKS SONY
THE BEST DISKS - THE BEST SERVICE - THE BEST PRICES

DISKS USE DLFIE FLEEH CARD AMIGA MEM
10050800 S50 access oz s NoCLOOK  £00
i W :
20350500 £11.50 WE ONLY LISE SONY DISKS. DRIVES
3035'DSDD £16.50 THE BEST AVALABLE e s
§ LIFETIME GUARANTEE. J
4035°DS0D £2150  gaME DAY DISPATCH. NEXT  CUMANASTE  £8500
v DAY DESPATCH WHEN
503.5°DS10 £2650  RERED BEFOAE 1PM DISK BOXS
1003.5°DSD0 £49.00 PRICES INC VAT & ONLY WITH DISKS
. POSTAGE. PLEASE RING OR
200350500 £89.00  \orr Fom MORE DETALS.  40CAPBOX £3.90
500350300 £210.00 CHEQUES OR P.O.S TO: BOCAPBOX £5.90

HARDWARE DISTRIBUTION

DEPT (T}, 28 FURNIVAL GATE, SHEFFIELD, 51 4QF
TELEPHONE ORDERS WELCOME ON 0742 726485
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BEGIN THE GAME wi

th four potential escapees — one esach from Britain, France,

America and Poland. Each is controlied in turn, but the unused three remain
idiotically idle while one is being manipulated. This isn't particularly. realistic, but it is

a necessary concession 1o playability.

UNFORTUNATELY
Your escape
attempt is dogged
by the timetable
imposed by your
captors, with
information
popping up from
time to time to
keep you informed.
These interruptions
can occasionally
be useful - during
exercise hours
you're allowed out
into the courtyard,
which makes it
easier 1o explore in
safety.

CORKFINED TO OUARTERS

YOU HAUE FIVE MINUTES TO BRETURN ALL
OF YOUR MEN TO THEIR QUARTERS

Laurence Scotford’'s imagination is
captured by a computer interpretation

of Gibsons’ classic P.O.W.board game. | 0 gic
=g HEVERY NAME Colditz has become synonymous itk
%“‘ I with some of the bravest actions of World War . T o
i hg‘& The German command believed the castle to be ﬂHIE# S
totally secure, but of roughly 400 escape attempts, at least [ PRICE mﬂ :
30 were successful. outr Now
This is not perhaps so surprising, considering the calibre | GRAPHICS  §8%
of the men who were held there. Almost all had made SHI.IHIJ_: !H-
escape attempts from other P.O.W. camps before being PLHAEIIJ??M
moved to the forbidding castle. These men saw it as a duty FHJJE "m iV

to escape, even if this meant putting their lives at risk.
Major Pat Reid was one of those escapees, and also the
man who has done most to bring the bravery of his former
inmatesto the attention of the general public. He haswritten
three books on Colditz (the first two of which are includedin
this package as a single voluma), acted as advisor on the
film The Colditz Story and the long-running BBC television
series, and devised the best-selling board game Escape
From Colditz. Itis on the latterthat DMS has basedits game.
Each of the game's four P.O.W.s begins in his quarters
and is controlled in turn. The first task is to explore as much
of the castle as possible, finding out where useful objects
are (mapping is essential if you are to make any progress).
Obwviously there are many places in the castle that are
forbidden, and if you get caught somewhere that you
shouldn't be you'll be confined to a solitary cell and have
anyequipmentyou are carrying confiscated. Becausethisis
always a real danger, it's best not to carry too many usaful
items at once — nipping into restricted areas, collecting a
couple of pieces of equipment and then stockpiling them
safely back in your quarters is the best strategy.
While you prepare for escape you have to fit in with the

“To all
Prisoners
Of War!
Escaping

daily routine imposed by your captors — this meansturning frﬂm
up for roll calls and being back in your quarters when P
necessary. Exercise hours can be handy for exploring areas prison
of the castle without so much risk of getting caught or baing Camps
shot.

Gather the necessary equipment and you can attemptthe hﬂS
a@scape. In some instances it's possible for one or two of
your prisoners to make an early dash for freedom, but the GEHSEd tD
best policy is to gather as much equipment as possible and be a

then work out suitable escape routes for them all.

[roma ]S

SULLIARY L

ALLOW YOURSELF to be spotted while
straying into a forbidden area and you'll
be subject to arrest (as indicated by
flashing bars in front of the prisoner's
icon). Should you subsequently run into a
guard you'll be placed in solitary confine-
ment for a short period of time — while
maore serious escape attempts are ans-
wered with a bullet in the back. The game
ends when all of your men are either in
solitary confinement... or shot.

sport!”

Taken from a

German
P.O.W. camp
poster of the
period.
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OME OF THE NHICEST
features of the 3D
system is the way
buildings are only
depicted until you

walk behind them - as
is demonstrated nicely
by the disappearing
hut. f you want to
know how useful this
is try playing Ocean's

The Great Escape in

which you have to
fumble about behind
buildings without a
clue as to what's
going on.

LR

OMNE WAY OUTIs | HHH
simply to stroll -
straight through
the gates. Hidden
somewhere is a
guard’'s uniform
(nice fit isn't i),
which isn't much
use on its own,
but if you can find
the papers and

==
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-
-
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passes as well

F o e by
E

you're home and

dry.

i
¥ I ‘1'.-1
e

ummwmm -anteen n at
gmmmmﬁmﬂ%ﬁ&w_“ nder
s g 1 i ,.__ bl : ey o ’__,
AT FIRST SIGHT this might look like a run-of-the-mill Oflag
chapel, but wait... what's that light patch on the floor in the
corner? It couldn't be a tunnel entrance could it? Well, grab

SEIEIE o ERTIGUE™
Elﬁ :

TUNNEL VISION

“SO MANY TUﬂ’HEI.s lﬂ udhmillm wﬂ
ground-level, muwmmmmm '

yourself a pick-axe and find out.

BECAUSE IT USES the tried and trusted 3D
isometric view to create the game world,
Escape From Colditz can hardly be described
as revolutionary. Having said that, the way
that parts of buildings disappear as you walk behind
them is quite novel, and the whole system works well
enough, bar a vaguely irritating drop in speed when
there are a lot of objects on screen. Most of the locations
look a bit dull and monochromatic, but then the actual
castle would have hardly been particularly plush.
Sound, with the exception of a rousing title track, is k
limited to footsteps and other occasional spot effects.
However, it's in the gameplay that Escape From Colditz [
will reward patience. Initially you'll find yoursalf getting l
caught or shot frequently, but once you've managed to 1
map a few rooms and learn the guards’ patrol routes
you'll find that there’s a lot to enjoy. The castle is huge
and as accurately mapped as it could be using the extant
documentation. If you're looking for an absorbing long-
term challenge, then this is for you.
0 WHAT DIFFERENCES there will be between
' the Amiga and 5T versions are still not
certain. The major disparity will be in the
»  scrolling: DMS says that a full scroll would !
sluwtha game down too much, so a "burst scroll’ or flip
screen may have to be implemented, No STE specific
features have been planned as yet.
DMS IS CERTAINLY planning a PC version,
but work hasn't started as yet, so details are
scant.
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SOFTWARE LTD

ge
nt |
= I « Joystick or keyboard control
. B o s it A
o  sbirigrded beipti i - wi:. iq“: i the :h: IF:I:I:WHIM
';'“ . * A new combination of compelling puzzle/arcade Pit your against "
:,-d gameplay new approach to computer entertainment. Easy to
ﬁﬂ « 1or 2-player action learn, impossible to leave and guaranteed to hook
* Password entry system you, REVELATION! has what it takes to keep you
thi * Secret bonus levels coming back for more - REVELATION! - all computer

'"' * A wealth of Powerups and Special Game Features games are not the same.

)
Krisalis Software Ltd, Teque House, Masons Yard, Downs Row, Moorgate Rotherham, 560 2HD
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TURRICAN 2
Rainbow Arts
AMIGA

PRICE £24.99
out MNow
GRAPHICS  929%
SOUND 90%

PLAYABILITY 93%
VALUE 2%

OVERALL

91%

PRICE

£24.99 i . e
':"JT MNow ﬁr’;’ "‘
IBM PC AND

N/A

IN THE ORIGINAL game, falling down waterfalls meant an aarly grave for Mr T: in the sequel they can often
hide vast underground caverns such as this, packed with extra lives, secret bonuses and, inevitably, gangs of
marauding aliens. Be warned though, only trial and (fatal) error will help you distinguish the traps from the

treasure stores.

TURRICAN AND HIS
AMAZING
HAND-HELDS

URRICAN IS EXCEP-
I TIONALLY hard when
armed with his hand-held

hardware collection. Many of the sexier
weapons he used to defeat Morgul have
been retained here: spray shot, beam
weapon, laser fire, shields, and the
Gyroscope (now with the ability to lay
bomblets). The fun doesn't end there
however: most weapons come with

"THE ONE

MARCH 1991
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JUST WHEN YOU THOUGHT that Turrican had had enough, he's back to save the
COMPATIBLES | peace-loving furry animals of Landorin. At the start everything locks familiar: a gentle
| landscape, enemy forces looming on the horizon, and a basic weapons kit. It's an
___| illusion that doesn't last...

multiple power-ups with animation
frames to boot, and there is a new
collection of goodies for blast fans to
drool over.

GYROSCOPE

Mr T's clever bag of tricks includes the
ability to transform himself into a
spinning disk of death that deals
destruction to all but the meanest
enemies. Capable of laying unlimited
bomb-ettes in its wake, it is (unfor-
tunately) in short supply.

ENERGY BEAM
This is actually two energy beams
which emerge from some unknown

-

*

Tl

-
-

H{H‘.;

F"'\;r-‘

place in Turrican’s nether regions and
clear the screen of anything that isn't
landscape.

SHIELDS
Limited, but they
cover against all aliens. Only accessed
via pick-up icons.

SMART BOMB

Another ‘pick-up only’ weapon, this
wipes out everything on screen with a
mighty flash and lots of shaking effects.

LASER
Not one, not two, but five lasers in one.
Aweapon much appreciated by all who

provide invincible yh

love the smell of roast Xenomorph in
the morning.

SFREAD SHOT

Three grades of simpleshot — one-way,
ree-way and five-way — help refres
the alien parts the laser cannot reach.

SURROUND BEAM

In its former life this was a Lighminq
Weapon. This is a much more powerfu
{five upgrades instead of two) and
much more controllable version.
Extremely handy when the bad gu
are closing in, its only disadvantage
the brief time it takes to charge up the
batteries.
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THERE ARE 11 end-of-level aliens lurking
in Landorin’s landscapes and, with a
couple of half-baked exceptions, they are
a gruesome bag of bug-eyed beasts. More
intelligent than their predecessors in
Morgul's domain, they relate thelr
behaviour to your actions: keep still and
you're likely to be trampled or fried within
seconds. You'll need more than deft
footwork and nifty tactics to defeat them:
only plenty of extra lives and steely nerves
will beat those Game Over blues.

TURRICAN'S KIT is now complate with
aqualung for those personal underwater
moments. Unfortunately, even though he
can move around with sase, nelther his

Surround Beam nor his Gyroscope wark
in this environment. This is unfortunate,

f ‘p 1’ & : since the subagquatic slimeballs here are a

L - -h

AFTER HIS
HIGH-SPEED dice
with death,
Turrican crash
lands on World
Four. Who knows
what secrets await
him? Well, there is
only one way to
find out . ..

particularly lrate bunch: gyrating jellyfish,
deadly fish-like denizens and metallic
walkers with flippers on their feet.

L e e
= e e T e W e

1R
ion.
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HAVING DU.&SHED all alien resistance and a giant metal
monster, Turrican is transported into three stages of parallax
scrolling shoot "em up. The first is fairly simple: a
Scramble-style landscape terminating in an eyeball-spitting

i fiend. The second features a viclous maze, one of the toughest
mother aliens in any blaster and some impressive
multidirectional scrolling. The best is saved until last however:
a high-speed lurch through a maze of tunnels the quality and
speed of which you're unlikely to see outside an arcade.

Anything Gordon Houghton can do —
Turrican 2.

m OT CONTENT WITH wearing the title of Hardest
Person in the Universe after he wiped the floor
with Mnrgui and his minions, Turrican has taken
time out from his whirlwind social schedule to come back
for another bout of dicing with injustice.

This time he's come to the aid of a sad little planet called
Landorin. Its inhabitants made the mistake of inviting a
gang of manic machines round for dinner: the machines
took a fancy to the planet, forced the entire Landorin
population underground and started throwing violent
parties.

Luckily, one Landorin citizen managed to sneak to a
transmitter and send out an S0OS5 — and Turrican was
listening. Our hero immediately, Turrican donned his
favourite shiny metal enviro-suit, leapt into his space craft
and whizzed across the galaxy in the time it takes to crush a
bag of nuts.

Five worlds of exciternent, big guns and alien blood lie
ahead. In terms of intelligence, the machines are grommaet
and spark plugs above Morgul and his horde, and tha planat
is packed with more traps and surprises than anyone with
an ounce of sense would ordinarily tackle.

Butwhen itcomesto annihilating xeno-tyranny, Turrican
IS Just too hard to say no.

ONE OF THE GREAT features of the original
Turrican was the freedom to explore every
level: you could complete the game simply
by seeking out the extra lives, avoiding many
of the tougher aliens and ignoring the game's
intricacies, or you could try to solve every puzzle,
annihilate every alien and find that last hidden block.
Turrican 2 features the same superb balance between
doing what you want to and having to complete each
stage within a time limit — and much more. As well as
some of the harder opponents from the first game, there
is a vast array of tougher and smarter aliens on every
level. There are tricks and traps everywhere -
disappearing floors, hidden platforms, concealed
bonuses — and you could spenddaystryingtofind allthe
secrets. These neat touches are typical ofthe attentionto
detail throughout: gusts of wind force you backwards or
help you jump, you can almost feel the weight of water
forcing you downwards in a waterfall and certain
weapons won't work in certain environments. This
subtle variety means that every level has its own
atmosphere and unique spot effects. This is reinforced
by the excellent graphics: fantasticanimation, a brilliant
use of coleur and shading and, in the shoot "em up
sactions, incredible speed. The music and sound effects
moreg than match this quality: complementing the
individual soundtracks for every stage there are
different spot effects for every single different weapon
type — including all five lasers — and sampled speech for
the pick-ups. This is easily one of the best shoot ‘'em ups
to date and could sit quite happily in any arcade = the
only game that comes anywhere near is the original
Turrican. Don’t miss it.

ALTHOUGH IT WILL FEATURE slightly fewer
colours and special effects than the Amiga
wvarsion, in all other respects the action
should stay the same.

RAINBOW ARTS' BOX of programming
tricks hasn't yet been tried for Turrican on the
PC, and this is unlikely to change in the near
future.
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Bl | — The fact that there's plenty to do
e makes F15 II one of the most exciting
L =4 | ﬁ simulations around...on screen
[ e ,'_]LD R presentation is brilliamt...the graphics -
P sty ).L—Ti':f yi u:;. ;‘“‘F'E.: =N \:l —. are utterly superb...it's certainly the
/)4 1,02 &8 &4 \\ = mostrealistic 3D effect yet seen ona
by WSS flight simulation.
it - C&VG 93%
L { | ;
Flight sim fans know who
does it best - and F15 11 is
our best yet !

At MicroProse we're pleased that our
flight simulations are acclaimed as the
best technical products around. We're
proud of F-19 Stealth Fighter, Gunship
and Knights of the Sky, for they
accurately recreate every aspect of real
life piloting, from the highs to the lows.

Now we're having fun with F-15 Strike
THE Eagle Il. A fighter pilots dream, as it is
i pure action all the way. Using the great
3-D graphics, real-world mapping and
technical specifications of a supersonic
jet, it puts the emphasis on flying and
firing, dogfighting and duelling, shooting
down and blowing up.

All the options you'd expect from
a MicroProse flight sim care there
- combining to give hundreds of
different missions - but ‘in-flight’
you're left to concentrate on your F-15 Strike Eaglellis

‘stick’ and your ‘fire’ button...cand already available for
IBM PC's and

compatibles, and is
coming soon for
Commodore Amiga
and Atari ST

IBM SCREENSHOTS SHOWN

MARCH
1391
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In the war to end all wars,
one Air Ace stood out
from the crowd. But even
| this reputation isn't
«a enough to deter Paul
%1 Presley from taking off for

the dogfight of his life.

ETWEEN THE YEARS of 1916 and '18, no sight was

guaranteed to strike fear into the heart of a young

pilot more than that of a solid red Albatross D.II
arcing out ofthe sky. This awesome scena surely meantthat
Manfred von Richthofen, the fearsome Red Baron, was on
his tail, aiming for another kill.

There has been a wealth of WWI flight simulations
released in recent months, but American developer
Dynamix reckons that its innovative 3Space graphic
tachnology (previously seen in A-70 Tank Killer and briefly
in David Wolf: Secret Agent) will best bring to life this
turbulent era.

Alongside the standard flight simulation and combat
aspects, fed Baron also features a cast of 28 different planes
and attempts to recreate the combat intelligence and
personalities of all the major flying Aces of the time.

P
Baron

EACH COCKPIT CONTAINS everything that would have been found In your chosen alrcraft at the
time. Early versions of modern instruments include the artificial horizon (simply a ball bearing in a
curved groove) and the original Heads Up Display (a fized circle with a cross mounted like a car's
hood ornament).

o FLY SINGt] =—

arssion| [l stoe 8 BOMEING BAIS. |

|_BNT 8 2EPPELIN. |

| _.FHIEDL THE FRONT ERLLOON REFENSE |
|ESCDET 8 BEMEING RRID ERLLEON BESTING: - |

IR T

RED BARON
Dynamix

IBM PC AND

COMPATIBLES
PRICE £39.99
out MNow
GRAPHICS 93%
SOUND 88%
PLAYABILITY 89%
VALUE B2%

OVERALL

91%

AMIGA

PRICE TBA
out TBA
ATARI 5T
PRICE TBA
ouTt TBA

“Well it is
quite
simple. |
fly close
to my
man, aim
well and
then he
falls
down.”

Oswald
Boelcke,
German Air
Service
Instructor

- |ueETueN 1o MAN

THE AERODROME |s where you starl your canssr as a pilot in the Air
Corps, and whare you will most likely end it as well. At first you're simply
& wingman with your squadron, but prove your worth and you may soon
start leading a group of your own. A nice reward for superior pllols is the
chance to own (and personalise) your own plane.

|:_:\'V| 1k —_—

BEST

(Bl reruengeman

SINGLE MISSIONS offer everything from balloon-busting to attacking a
whole squadron., This is also the sasies! way 1o get into the gama,
allowing you to customise the options and difficullies, making your
progress Into the air 8 smooth and fairly untroubled one.

the skies agalnst them

apparently) and knows

ey

WWI ACES are detalled through a digitised
photograph, a brief summary of their career and
a ook at the types of planes they flew. Taking io

s no sasy matler, as aach

flies in his own style (historically accurate,

axactly what ha's doing.

=&
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OMNE OF RED BARON's rrlu*-.l intriguing
features is its i
essentially away ofr (
in-flight, then modifying |r once back ¢
base. Having flown and recorded the
mission, you then take the tape ban kto
the ‘editing room’, play it b
together different viewpoin
and around any and all of th
involved)tocreatayourown W
mm- e, FI..II edttlluq C
ard and
ing the
lity to enter I:I'n.-_1 F_li-h-l]:'i
pnm action, rewind t

.E.l._.'[l-ljﬂ I5 m E
the planes die prEernatur

S ——— -_rre ey - . a2, -
BT NS TERNY FRON

nd change the action. Should one of
a, anterthe plane and fly

Sea o

N

| Engttvsh
a Charmaf

&M

HO CONTEMPORARY
simulalor can be
complete without a
number of external
viewpoinis - and even
hiere Aed Baron is no
ordinary flight
simulator. As well as
tully rotating camera
viewpoints, you can
adit views logether o
make an exciting
battie record (see The
Mission Reconder).

I_I'a :'.;r'l\.l

:-:l- :m*-:r of the wWar.
| and nowvices Showld

me b & NEUT

AS WELL AS

¥ CHECKING through

i tha formations and
detalls of each
misslon, it's bast to
check out the current
map of the area so as
to avoid flying directly
VBT an anEmy gun
emplacement and
baing ripped to shreds
by flak.

=

1:1'. anal mane euLe

&rabi I*q .|.3l.;_-

CONTINDE

THE TECHMICAL BUFFS amongst you gel a chance (o lake a delailed
look at each of the planes while they're resting in the hangars. Full 3D
rotating is oMered as well as a short summary of the aircraft's history.

WHILE OTHER flight simulations provide a
3D landscape that feels like a 3D landscapa,
Dynamix has created an environment that
actually feels like a real world. But as well as
somewhere convincing to fly around in, Red Baron also
offers somewhen convincing to fly around in. The
amount of background and in-game detail isimpressive,
as is the way it's all presented: digitised photos of
hospitals, aerodromes, planes and pilots conjure up the
spirit of the Great War, while the manual's historical
overview makes for interesting reading. The ability to
enter a single dogfight, fly a single mission or enact an
entire career in either the Royal Flying Corps or the
German Air Service, backed up with the option to alter
evarything from the controls of your plane to whether or
not the sun shines in your eyes really offers something
for everyone. However, all of this icing wouldn't be
much use without a good cake underneath — and it's
herethat Red Baronis mosttasty of all. The 3Dissmooth,
the action is fast and the controls are perfectly balanced
between realistic and user-friendly. Atriplanefeelslike a
triplane, a biplane feels like a biplane and a boxy
framework kite with a propeller feels like . . . well, you
get the drift. Add to this the option to record each
mission on camera and playback from whatever angle
you choose and you soon see what makes Red Baron a
truly excellent simu'ation, worthy of any Ace.

A CONVERSION is currently being worked
on from the IBM-compatible original, butit’s
still early days and no details are forth-
coming. Expect an update in the not too
distant future.

UNFORTUNATELY this one is lagging
behind even the Amiga version, Once again
we'll bring you more news as we get it.
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Available on: Atari 8T, Amiga and

IBM (EGA, CGA; VGA MCGA),

Ad Lib; Roland, MT.
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itlest seamen to ever sail the seven seas.
> just arrived on Melee Island, seeking fame and
artune. Explaining to everyone who'll listen that you
wvant to be a pirate. Your new pals invite you into their
club. Just as soon as
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REVELATION!
Krisalis

AMIGA

PRICE £19.99
ouT Now
GRAPHICS  80%
SOUND 81%
PLAYABILITY 87%
VALUE B3%

OVERALL

86%

ATARI ST

PRICE £19.99
ouT Now
IBM PC AND
COMPATIBLES
PRICE £24.99
out Now

ITH SIMULATIONS available for just about every

conceivable activity, it was only o matter of time before

someone came up with a version of safecracking, erm...
maybe.

Anyhow, that's exactly whot Krisalis has done with this
fost-moving puzzle gome. Revelation! bears a passing
reseamblance to that Hungarian brain-boggling toy, Rubik's
Clock. The object here isto manipulate a series of connected
tumblers in an attempt to line up the coloured edges an the
wheels and unlock a safe mechanism.

The wheels work a little like magnets — with like-colours
repelling each other. Therefore, rotating awheel is simply a
matter of lining up two identical colours. The problem is
that, because the wheels are interconnected, moving ona
causes a chain reaction upsetting all the positions you've
carefully set up before.

This, inturn, wouldn't be a problem if you had all the time
in the world to ponder the dials and determine how they
affect each other, but each level has a rather severe time
limit — take too long and you’ll end up assisting the police
with their inquiries.

The persistent
villain does even-
tually get his
reward though: a
limited amount of
time to open as
many safety
deposit boxes as
possible — crime
doesn't neces-
sarily pay even at
this stage how-
avar, as only
someaofthe boxes
contain valu-
ables.

THE PRINCIPLES behind

ng mphe: B P
colours, thus turning the wheels and activating the locks. The problem is that adjacent

wheals activate each other too

There's

nothing wrong

with playing safe.
Ask Laurence Scotford, he’s just got
cracking with the latest from Krisalis.

WHILE YOU'RE BUSY fiddling with
tumblers, a variety of useful power-ups
flash up on the screen. These provide
everything from extra time to a pause
facility, provided you grab them guickly
enough. Another useful aid is the
provision of locks. When collected from

safety-deposit boxes these can be used to
fix the position of wheels, preventing

nasty chain reactions.

THIS IS YOUR reward, where you get to use your leftover time

to open as many boxes as you can — 5o the quicker you finish
the level, the more you score. Mot all of the boxes contain
valuables though, so it's still possible to finish a level and come
away empty handed.

MAGNETIC MISERY!

THE SAFECRACKING ASPECT may now seem obvious, but Revelation/ began life as a completely
different game in which a steel ball was manoeuvred from one side of the screen to the other using
magnets. While initially being pleased with themselves for modelling the physics so accurately,
Krisalis soon discovered that it had done such a good job that eventually the magneticfields of all of
the magnets caused them to become aligned in the same plane — not very handy for a puzzie game!
The only solution was to abandon magnetism and turn to the safecracking mechanism instead,
which is not such a bad thing considering how well the final game plays.

life's a bitch!

THIS ISONLY the latestin a veritable army of
arcade-style puzzle games which have
emerged since Tetris started the blocks
falling. And while it might prove to be
initially frustrating as you twiddle endliessly with the
tumblers and get within one move of finishing (only to
muck everything up again), Revelation/ soon gets you
hooked and it's only a matter of time before you acquire
a successful technigue. An interesting aspect is that
since one mowve can cause so much to happen, it's
possible to finish a level without knowing quite how, On
the down side though, this does mean that just because
you've done a level once, it's not certain that you'll be
abletodoitagain. However, the inclusion of a password
every 10 levels prevents you having to play through
early levels unnecessarily. For a game of this type the
presentation is very attractive, and that goes for the
in-game graphics as well as the opening animation
sequence [inspired by thework of professional animator
Tony White). There's also an energetic Matt Furniss
soundtrack to complement the lot. If you've been
impressed by the likes of Atomix, Plotting and Puzznic,
orspend all day playing with Rubik Cubes or Clocks, then
you'll probably find Rewvelation! an enjoyable and
worthwhile experience.

IDENTICAL IN every respect to its Amiga

cousin, except that the samples give way to

chip-generated sound. There are no extra

STE features incorporated (but then again,
who needs ‘eml).

NOW HERE'S A pleasant surprise. This

version has been developed concurrently

with the other twa, and supports CGA, EGA,

and VGA cards (so it's only you poor
unfortunate Hercules owners who lose out). Also, rather
more palatable sound is provided for owners of
AdLib-compatible boards.
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B4 You control every aspect of your Railroad’s operation. Every
choice you make affects the world around you. Change your
Railroad - Shape a Nation.

o i i

&55.  Set in the golden age of Railroads, ‘Tycoon’ “e Overcome natural hazards such as storms or
gives you complete control of the economic resources floods, or man-made catastrophes such as labour

of the Industrial Age, and the commercial struggles strikes and rate-wars. Other tycoons are determined
which thrust the world into the 20th Century. to crush you or brush you from their path, and you'll

%% Determine the fate of towns, the prosperity of
businesses, the success of entire industries. Select the
types of trains which will run on your Railroad,
determine their schedules and designate the kind of
cargo they’ll carry.

have to outmanouevre them whilst operating your
railroad and dealing on the stockmarket. All these
decisions are set against the ever ticking clock of
history. Trains improve, cities grow, industry alters.
Every change brings a new decision - every decision a
new change.

83

55 The only thing more powerful than your
locomotives is your drive to shape the nation. Your
ambition. Your control. Your Railroad.

“At the very outset, you're irresistibly drawn into
the action, and within minutes vou begin to
swiftly climb a horribly steep exponential curve of
addiction. Put simply, Railroad Tycoon is an

ETONDON TINES absolute classic” 943 ACE Rated.

bor Violencel Railroad Tycoon will soon be available for your
fis Ealled Ouft : Commodore Amiga and Atari ST. Already published
; for IBM PC Compatibles.

. . r
%=L Big business. Tough decisions. Excitement, challenge and compelling
attention to detail. ‘Railroad Tycoon’ now delivers an entire era to your
Commodore Amiga and Atari ST.
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DOUBLE DRAGON

THE PRICE
RIGHT

MARCH 1981

® 16-Blitz Plus
® A niga’ST/PC
.. £ |:. ']

THERE CAN'T BE many of you out
there who don't possess a Martial
Arts game of one variety or another,
And this, another conversion of a
classic coin-op, is one of the more
playable of the early contenders.
The first of a series featuring the
Brothers Lee, Double Dragon sees a
gang of thugs, The Black Warriors,
kidnap Billy's girlfriend Marian, and
that makes the boys real mean... So
what do the dynamic duo do? They

d

W rr—————

Laurence Scotford delves into the
pile of recent budget releases and
finds some classic shoot 'em up
action and more.

ARGAIN HUNTERS WILL be pleased to hear that
this is but the first in an occasional series
looking at 16-Bit budget releases. Over the
coming months we'll bring you mini-reviews of some of
the releases from the ever-growing number of 16-Bit
budget labels.

To help you decide exactly which game warrants your
parting with a fiver lor more) we've introduced a five-star
rating system.

* %% %% Excellent

(Deserves to be part of anyone’s collection)

* % *x* Good
{(Probably worth buying if you don't already own it)

* %% Average
(Worth acquiring if it looks like your cup of tea)

* % Poor
(Oh dear, this isn't really up to scratch)

* Dire
(Mobody's that desperate)

head off into the city clobbering all and sundry with progressively more vicious weaponry.
Double Dragon is a lot more accessible than many Martial Arts games in as much as it's

possible to learn the moves rather than just waggling the joystick aimlessly, but it is marred

slightly by the appalling sprite design and the flat backgrounds. Having said that, what was a

This month we kick off with games from Digital
Integration’s budget label, Action 16, and Mastertronic’s

fair buy at full price becomes a reasonably good one now.

L

16-Blitz.
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d e o o e ® Amiga/ST/PC
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| Bl W i an ol ing THE GAME THAT put the Bitmap Brothers on the map,
: maintaining a philosophy of quality this is described, quite rightly, as a "strategic shoot 'em
SR . g v o up'. Essentially, the action is of the traditional vertically
e ;:'-tl tB:: H;?;;:l:‘:g;"‘:}:” ‘::I"T; fﬁ:e l scrolling “shoot everything that moves’ variety, but
5 16-Blitz products ar:és like interest is added by the player's craft — a sort of digital
¢ - 8 ; equivalent of a Transformers toy — and the division of
e o Colorado are presented in a tacky the playfield into high and low areas.
: _ A : d
o | ::Ltﬁal an;g:r lf:' kr'ggulﬁz 1:;';:11 ;t in To begin with the craft is land-based and can only
your | mﬂge ;Jf a pr:lpef e e destroy other land vehicles, but a quick wiggle of the
-5t P : joystick causes it to transform to a more traditional
ve-star pamphlet. That quibble aside, on to the game. flying craft, allowing you to take out ather flying objects
| Colorado is a relatively recent Silmarils strategy/action game set in the Wild West. You're a il e u'n it laﬂ?ﬂ 2% st on e Moker IHE"-BI !I“ha
| duw_n-nn-yﬂur—luck trapper, taking part in a run-of-the-mill beaver hunt when you come across action isgenha , :pa d with 8 ~ nowadavs n'?nre farniliar 1%
a dying Indian. He promises you that if you that if you give him a warrior's burial and then snvinkbnia of riie and add-uns\r
follow a map he gives you, you will discover untold riches. pWhan Igt ﬁml;:ua Emfnd Wik new st iri
This is basically an excuse for chaining a few action sequences together, such as side-on shoot "em u aﬁg intrulglucﬂd foatures which have been
combat and a 3D canoce sequence (which is undoubtedly the best section). It has all been put ‘paid tributap;' ever since. This is an absolutely
' together competently enough, but somehow the whole feels a bit insubstantial, and totally B e diftaitive soPrsie tollectian
lacks atmosphere, which is essential for a game of this type (a problem not helped by the u don’t have it already - get it now ]
tedious disk accessing). : g y
l Colorado is worth a look only if you are very keen on this sort of conglomeration of simple b e e
[ sub-games. i
| -
! * %
GEMINI WING
® 16-Blitz Plus
@ Amiga/ST
nic's ®£799
THE CONVERSIONS of this Tecmo coin-op are a bit hit and miss. The most
intarasting aspect of this vertically scrolling shoot ‘em up is the method in

which power-ups are used. They come in the farm of gunballs - tiny
spheres which trail from the rear of your craft. In two-player mode it's
possible to steal gunballs from the other player, which adds an extra
competitive dimension to the gameplay.

Otherwise there's nothing here you haven't seen a million times before
— but it would still add up to a pretty reasonable shoot 'am up if it wasn't
for the fact that, as the name implies, it has been designed with two
players in mind, and the difficulty level is set for two players, even in a
one-player game.

Having said that, expert shoot "em up addicts will probably find it a
reasonable challenge, and the sticky gameplay is made up for by a brilliant
soundtrack.

* * K

PR

GRIDRUNNER

@ Action 16
® Amiga
® L7999

JEFF MINTER MADE a name for himself during the '80s by introducing
Llamas and psychedelia (20 years too late) to entertainment software.
Gridrunner contains some classic examples of both. It's a shoot "em up
based, not surprisingly, on a grid infested by a veritable menagerie of alien
lifeforms.

Protecting the grid is your ship - an unusual craft in that it operates in a
manner similar to the old coin-op Moon Cresta: its weaponry includes a
detachable power module that can either be moved with the ship or left
stationary in one part of the grid. This means that the
power module can be dropped off to finish one group of aliens while the
main ship zips off to meet another threat.

Gridrunner looks quite dated, and
is a little rough around the edges,
but it is very playable and more than
a little addictive. If you like lots of
sound, lots of colour, and lots of
action you'll love it.

* ok

e e e e e
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hy not put the winter weather
behind you, focus your thoughts
on the summer and pick up the latest
item in The One Clothing Collection -
the super stylish The One t-shirt. It's
~ what every dedicated 16 bit
'-.I enthusiast will want to be seen in this
year! The t-shirt has been exclusively
J designed by The One's own art editor,
Gareth ‘Armani’' Jones and is
available in sizes small, medium and
extra large. At the bargain price of
only £5.99, it's surely a fashion
accessory that no The One reader
can possibly be without!

here's no better way of keeping your copies of
The One in pristine condition, than in your brand
spanking new binder. Available for a mere £5.99.

THE ONE BINDER »

Order without delay.
Simply complete the
form below enclosing
your postal order or
cheque, made payable to

EMAP IMAGES
MERCHANDISE

and send it to the
following address

Plesaie remarmber, these top guality iterms must be handled with the utrmost care by our dspatchers — therefore do allow 28 days for your onder o be fulfilled

PC WISE, UNIT 3, MERTHYR INDUSTRIAL PARK, PENTREBACH, MERTHYR TYDFIL, MID GLAMORGAN, WALES CF48

'[m @ The One t-shirt £599  SMALL D MEDIUM D EXTRA LARGE D m @

The One Binder £5.99 u

| enclose a cheque/postal order for £ ... ..... made payable to EMAP IMAGES

Name:

Address:

Post Code:

A prives ko postige, packing ang WATY
Please send your orders to;

The One MERCHANDISE OFFER
PC WISE UNIT 3, MERTHYR INDUSTRIAL PARK,
PENTREBACH, MERTHYR TYDFIL, MID GLAMORGAN CF48 4DR
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In thls, the fI'I"EI: uf a shm't. series on t.he
development and use of military tactics, 'Nam

5

“The art
of war is
of vital
importance
to the
state. It is
a matter
of life and
death. A
road
either to
safety or
ruin.
Hence it is
a subject
which can
on noe
account
be

neglected.”

Sun Tzu
The Art of War

developer Matthew Stibbe gives
the art and practice of st;rategy

n ancient Greek strategy means ‘the art of the
general'. In the most basic terms, strategy

means the planning and general direction of
military operations, Tactics, on the other hand, is the
implementation of strategy on the ground. Carl von
Clausewitz expressed the difference in this way: “Tactics
is the art of using troops in battle; strategy is the art of
using battles to win the war.”

The meaning of the two words has changed throughout
history, as warfare itself has changed. Nuclear weapons,
mass ideologies, total war, and the emergence of the
nation state have changed the nature of warfare, but not
of strategy.

Grand strategy still embraces the practicalities of
combat, international relations, location and use of
resources, power projection, conventional and
unconventional conflict, Geopolitics, grand strategy.
strategy, and tactics blend into one another.

THE PRINCIPLES OF STRATEGY

Sun Tzu described the five, somewhat eccentric elements
of war that he considered vital:

@ The moral law

@ Heaven

& Earth

@ The commander

® Method and discipline

Napoleon, on the other hand, had 115 ‘rules’ of war,
while the American civil war general, Nathan Forrest, had
only one: “Get there firstest with the mostest.”

Figure 1. The Attack / Penetration

FRONTAL ATTACK/penetration against a prepared defensive
position. An example of this is Montgomery's attack on Caen in
1944,

a brief insight into

The reality of war is still the same as it was when
Thucydides wrote of the Pelopennesian war that: “The
strong do what they have the power to do, and the weak
accept what they have to accept.”

So how is this naked reality of brute force translated
into action?

Strategy can be broken down into several
considerations: the offensive, surprise, unity of command,
economy of force, mass, manoeuvre, logistics and
training. The objective can be military or political. In
world War 11, for example, the Allies' military objective
was the invasion of Germany and their political aim was
Germany's unconditional surrender.

The offensive allows the attacker to seize the initiative
and choose his objective, The trench-bound defensive
stalemate of WWI prevented any initiative on either side.
Only the tank broke this and allowed the French, British
and American troops the chance to resume an offensive.

Unity of command is essential to the effective conduct
of operations. All modern armies in the twentieth century
have sought a unified and rational command structure.
Wars and battles cannot be won by committees, nor by
tyrants.

Economy of force ensures that
troops and resources are efficiently
employed. The German blitzkrieg was
successful in 1940 because of
France's ‘Maginot' mentality (the
French, misguidedly, put all their faith
in the indestructibility of the Maginot
line, an armoured wall between
themselves and Germany - the
Germans overcame this by simply
attacking through Belgium).

The Blitzkrieg philosophy held that
maximum force should be
concentrated on the ‘schwerpunkt’
(the point of maximum impact) by

“War is all
hell.”

Gen. Sherman
June 19th 1879

manoeuvre. Logistics and training startin g
help to ensure that missions can be
carried out effectively. and
waging

TACTICAL INTERPRETATION war Il IS
How are these general principles translated into military notr fg’h{
reality? New technology and weapons have not altered t h {
the classic manoeuvres. Some of these are penetration, d
envelopment, ‘defensive-offensive’, and flanking/turning matters,
movements.

Envelopment is the most basic, short of piling in and bﬂ[
killing everyone in sight. It involves holding your centre, victo [y L

while parts of your force manoeuvre round one or both
flanks of the enemy, to threaten his line of retreat and
communication.

Examples of this are Rommel's attack at Gazala in
1942, or Lee's battle plan at Chancellorsville in 1863
during the American Civil War. As with most

Adolf Hitler
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ENVELOPMENT/OUTFLANKING

RAT

manoeuvres, the object of this operation is to attack the
enemy where he is weakest. Nowadays, the use of
airborme (or ‘heliborne') troops enable envelopment to
take place without physically moving through the enemy
front line, but moving over it. The airborne assault on the
bridge at Arnhem (the famous 'Bridge too Far’) is a
classic example of airborne envelopment.

Seaborne amphibious invasions, such as MacArthur's
at Inchon during the Korean war, are another means of
envelopment. Similar to this kind of flanking manoeuvre
is the defensive/offensive manoeuvre: this essentially
involves attacking from a strong defensive position. The
battles of Crécy (1346) and Agincourt (1415) are
examples of this kind of move, as is Napoleon’s gambit at
the battle of Austerlitz in 1805,

THE DEVELOPMENT OF
STRATEGY THROUGH HISTORY

Just as the Mediterranean was the cradle of civilisation,
so it was of military strategy. Phillip I of Macedon
(382-336 BC) combined infantry, cavalry, and archers
into a trained, manoeuvrable and organised fighting
force. His son Alexander (356-326 BC) inherited his
father's military genius, fine army, and strategic flair. A
famous story relates that he wept for days when he
learned that there were no more worlds to conquer,

The Pelopennesian Wars, documented by Thucydides,
was the first long war between nation states, and perhaps
the first ‘world war’. Julius Caesar records his conquest of
Western Europe in his own book, The Gallic Wars.

After the organisational and military genius of the
Romans, mediaeval warfare oscillated between the
offensive - by mounted shock troops - and the defensive
(particularly the building of stone castles). The wars of
Genghis Khan, and the crusades into the Holy Land give
stunning illustrations of both.

THE INVENTION OF GUNPOWDER

However, the invention of gunpowder changed
everything, as military strategy had to adapt to
incorporate this new deadly weapon.

Gustavus Adolfus, King of Sweden, has been called the
father of modern tactics because of his choreographic use
of blocks of troops, and mounted dragoons on the
battlefield. His was the first modern European army

manoeuvre (below) — as used in the WWI
v battle of Kursk.
] Figure 2. Flanking / Envelopment
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to be made up of trained professional
soldiers.

Hence, the wars of the eighteenth
century were between small
professional armies: travelling long
distances, able to react and move
quickly, but still meeting on a single
battlefield and deciding the combat in
a single day. Frederick the Great of
Prussia (king from 1740 to 1786) was
perhaps the greatest exponent of this
form of warfare. He was also famous
|| for writing his orders on the tiniest
scrap of paper big enough to contain
them!

The revolutionary wars that
followed the French Revolution in
1789, and particularly the Napoleonic

Enamy Dalansi
Franlirs

Frgrliy FEELA

Linay of @ninmy
advance

OFFENSIVE/DEFENSIVE manoauvre. This was used at the battle
of Agincourt.

wars from 1804 to 1814, introduced a new element -
mass conscript armies. The French ‘Levée en masse’
generated huge numbers of men for cannon fodder,
allowing Napoleon to boast that: “A man like me does not
care about a million casualties.” He was also the master
of battlefield strategy, and was frequently able to outwit
his opponents and turn their flanks, by a combination of
skirmishing, and shock bayonert attacks.

FROM THE TRENCHES TO THE
NUCLEAR AGE

Although World War 1 started as a war of manoeuvre, il
soon bogged down in trench warfare. The large armies of
both sides were unable to maintain their momentum in
the face of rifles, machine guns, barbed wire and trenches
- especially given the quantity of material used to make
modern war.

The Second World War witnessed initial German
success because of its brilliant adoption of tank tactics
advocated by B.H. Liddell Hart (1895-1970), Charles de
Gaulle (1890-1970), and |.F.C. Fuller (1878-1966). This
tactical advantage quickly disappeared as the allies
became more proficient in this form of warfare.

Nevertheless, economic advantages guaranteed the
Allies' ultimate victory rather than strategic genius. All
sides in WWII used strategic bombing, as proposed by
theorists Giulio Douhet (1869-1930), Billy Mitchell and
Hugh Trenchard (1873-1956). There remains, however,
considerable doubt about the effectiveness of this
bombing.

The invention of nuclear weapons has caused perhaps
the single most important change in strategy since the
invention of the stirrup or gunpowder. Since 1945, peace
between the great powers has been underwritten by terror
of final destruction. Since then, wars have had limited
political or strategic goals and have been fought on a
small scale, often using unconventional methods.

@ In [uture articles 1 plan to revisit some of these
historical battles and wars. Each article will include
more historical background and reviews of computer
and board games that will let you simulate what
happened. 1 also hope to look at the methods and
strategy of mediaeval warfare (one of my specialities!),
and compare it to the combat systems in RPG's and
fantasy wargames.
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Eye of the Bebolder is an unbelievable : — P
task for beginner or veteran. Bul believe A

CHALLENGE you every step of the way.

. Mdafﬂm rarions formals
- . I.ﬂ..;

If you desire a challenge
beyond human experience..

,' | 7 ’[fl' -,n |
acfventurep and take m{{;a@gﬁa%,%e ¥

this ,whatever your role - playing
experience, Eye of the Bebolder will
SURPRISE, STIMULATE and

® 100% point 'n’ click game control.
® Fully animated
encounters with

® Control up to 6
characters via their
portraits and icons.

550's ADED ¥ computer

role-playing games bave
gained a reputation for great gameplay.
Now they bave added incredible graphic
presentation and a user interface that

makes this game the state-of-the-art for
computer role-playing adventure games.

Available on IBM (EGA, CGA,
VGA, MCGA, Ad-Lib) & Amiga.
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Essential Wnilities 1 & 2

A Fantastic 2 disk set of grean uliibes
OMLY £2.00

cludes
Alpol. Great Ifie boot ublbbyvirus Kilar
'E‘.ru:l:-n'f J )
[+ 3 Euw

E-Copy
Imfiltratar. Edf asc
Baol Champson 17
Diwk Masder V1.0 Beter n Ci-mate

Coder Copy 2. Repars whie -:nrlu:

Buy any Ten PD Disks
at £2,00 each and
pick another FREE!!

VIRUS FREE PD

Amiga Public Domain Software

OVER 1100 PD DISKS AVAILABLE
SOFTWARE HELP LINE
OVER 2000 SATISFIED CUSTOMERS
OVER 100 DISKS ADDED EVERY MONTH
MOST ORDERS SENT WITHIN 24 HOURS
ALL DISKS DISTRIBUTED VIRUS FREE
NOT MAIL ORDER OMNLY

ANIMATION PACK 1
ONLY £5.00 INC
Recomended lor over 16% with 1 Meg Amiga
A Great 5 Disk Compilation of some of
the funniest animations available

Silly Animations 1 & 2
Staring Bar Simpson and a Pregnant
Elephant.

5 Ways to kill a mole

AMIGA BLAST volume 1. only £2.99

OVER 1100 PD DISKS CATALOGUED.

OVER 18
e SICE ™ SEXY
618 BECACOM CLYMPRID
&id  SEE VIDED

&7 BAABUSTER

@1 PAATY GAMES

7T TWISTED DRAEAMS
72 TRIPLE PRON BHOMW
1045 PORAND WCWVIES
038 HOT GALS

028 BETTA LATEX

B BEALTIES
13 PLAYBOY SLIDES
i
i

EHCWER BHOW

218 BFPOEBPEC
2¥ PORND SHOW T
_'u.-' GEC PORM SHOW

100’ MORE AVAILABLE

GAMES

Bi1  MEAGALACTIC LLAMAS

1084 LETTRIN [GREAT
1020 MASTER OF TOWN
36 ALTD BAHM 3000

BREARKDLT COM HIT

B
B43  THE HOLY GIRAIL
B

B OUT MASTER

I MONOPROLY

a4 -'Jl.'.'| FILIE

a2 HE LOET OCCAEST
E1Z  AGATAON GAMES
=1 BL .f.ﬂ-HL'l

530 PACMAN

525 TENNIS 1MEG

508 PARADRIOD

507 EMERALD MINE

WITH ALL ORDERS OVER £10.00

UTILITIES 1 MEG PD STARTER PACK
MY ART OF VIRUS KILLUNG Dur GREAT NEW
658 ESSENTIAL UTLS
o Ml e 3 slarter pack
I,a- I‘L:JIL r-'-t«'.'l_lk: 11 includes all 12 disks from tha
152 GUICK BASE top 10 lists, and our catalogue
312 WOAD WRIGHT ALL 1 i
ST LTRATE LR LL 13 DISKS, ONLY £10.00
34 LE COPERS NG
§13 202 UTLITIES
W1 57 UTIIMES
."I:l‘ :-':rl I'r-'.:l:inl.l UTILS MASTER VIRUS KILLER V2
MZ  AGLUTILS 22 Can delect over 100 different
In.:.-fs xl:;llh;: - Iypas :I'.H Virus, easy 1o use.
10e8 PAC TRAGKER 1 ta I's what we use.
1083 AMALYTICALL
1146 ICON MAGIC
1180 AMC
158 AEDDEVIL UTILS &
188 REDDEVIL UTILE AMAZING TUNES 2
157 EMOACIST KILLERS An EXCELLENT 3 Disk
1151 C-LKGHT e i
1158 DRIVER GENERATOR 1 Wiag musk: collecon
1157 EXCORIST KILLERS
1151 C-LKGHT
1158 DRIVER GENERATOR
d TG T PROTRACKER
16§ 3 TUN 2{3 05K 1 NMEG
1078 ESSENTIAL UTILIS 2 COLLECTION.
14 :f; A F:-“ Includes Pralracker v1.14a
gt L Ll S and 9 graat instrument disks
M7 EOEAN 10 disks, Only £7.95 inc
1081 NCKSGUAD MIX with any oiher purchase
o7 ILL A WOILE (181
B2 100 C&4 TUNES
B9 GROOYE [N HEAAT
MUSIC FOR JUST £1.00 YOU CAN
1681 KICK SOUAD 1 MEG RECEIVE OUR HIGHLY
1067 GLIDE .‘-.-:l:-;l 10 PRAISED CATALDGLUE DISK,
1088 SOMIESYSTEMS 4
3 SO RN GIVING DETAILS OF OVER
1004 INTUITION FINLAND 1000 PUBLIC DOMAIN DISKS.
i SOLND OF SILENTS OR ORDER 3 OR MORE OF
154 T M N TURTLES
8. CRRATE THE ABOVE AND RECEIVE IT
174 JAKES MUSIC FREE OF CHARGE.
fiB  TRLE ENERAGY

NOW AVAILABLE: CLIP ART VOL. 73 DISKS ONLY £5.99

1B=£4.00
20=£7.00
S0=017.00

'.':ﬂ.“"-.' |F Of EACH SUCCESSIVE Disk
EG

-:-F"F‘II SKS = £21.00

T PD DISKS = £22

.-\.I PO DISKS = £

Cal lor details of discount on bulk ordan ORI

WA IWALIBA O
ER PLEASE ADD ©£3 55 TOWAR

Powes Packer 3,50, 7 Mo words can describe it E':'E' ORIF &
Toxira, W S 255 FLASCHBIE
Wirus X O al if Ewlnglng F“:"B 1 116  LAAN APG
Seek & Desiroy. G The extremely funny sequel to the swing- ! § ‘I":'I-':f'“ APG R
:m“m ch, E . ng frog 34 GAMES DS

LT kar. e aLar Ll 5 nH GHESS ETE
BioolQin 2, Displays your pica om boal Life's a bitch VI8 MASTERNSHD ETC

A I-.'-I:|.E:-. howmafic ammation
15° DSOD BLANK DISKS K DB SR Mg 8 fram

Catalogue Disk Available at £1.00 sent FREE with all orders
Send cheque, or postal ordar 10:
VIRUS FREE PD (Dept THO0391) 23 Elborough Rd, Moredon, Swindon, Wilts, SN22LS, ENGLAND.

JADER OF 3 (MEKS, OVER SEAS ORDERS WELCOME, BUT PLEASE SEND EURAD CHEQUE OR BANKERE DRAFT WITH
DS POSTAGE AND PACKING. ALL PRICES INCLUDE PRP IN LK

J0a S

J4) 452416

AMIGA PUBLIC DOMAIN PACKS ONLY £5.50

DEMO PACK 1: NEVERWHERE, UP - FRONT & CINE FX

DEMO PACK 2: DEPECHE MODE, SLEEPING BAG & BUDBRAIN I
LANGUAGES: PCQ PASCAL, 68000 ASSEMBLER & LATTICE C

ART PACK: C — LIGHT, FRACTALS & M - CAD

MUSIC PACK: SOUNDTRACKER V4, SAMPLES & STUDIO RIPPERS

HOME UTILITIES: WORDWRIGHT, BANK N & D — COPY

ATARI ST PUBLIC DOMAIN PACKS ONLY £5.50
DEMO PACK 1 (DvS): SYNTAX TERROR, OVERDRIVE & DECADE
DEMO FACK 2: LIFE'S A BITCH, POWER DEMO & TRANSBEUCE

ST

— E PACK: DELIRIOUS Wi, SPECTRUM AMALYSER & ACID

ART PACK: NEOCHROME MASTER, PICSWITCH & DIGISYNTH
MUSIC PACK: COSH SEQUENCER V2.3, SAMPLE CONVERTER & SYNTH 50
HOME UTILITIES: ST WRITER ELITE, DB MASTER & F - COPY lll

ST PAINT MASTER

Ever wanted 1o create 512 color pictures with ease?

Waell here is the art package o do it, load it as an accessory in STOS
Basic or use it as a stand alone art package. STOS Basic source code

included

tor displaying your 512 colour pictures in your own programs.
All this for only £18.99,

ALL PRICES INCLUDE FIRST CLASS POSTAGE & PACKING
FREE CATALOGUE ON DISK WITH ALL ORDERS

FREE PD CA TALOGUE ON DISK

when

Senc

Send to: P.O. Box 54, Southwest Manchester M15 4LY

Please ask permission of the person who pays the bill calls charged at
33p per min ‘Cheap Rate’ 44p per min at all other times

for cheats, tips, pokes and secrets
on all computer and console games,
ring now on

0898-10-1234

LIVE ADVENTURE HELPLINE 0898 338 933
7 DAYS A WEEK, 12 NOON TO MIDNIGHT

PRIZES FOR BEST CHEATS, TIPS, ETC.

Proprietor: Jacqueline Wright

W ﬂu The Advertising Slndards Authorily cnsurcs
adverlisements meel with the sieict Code of Adverlising
Practice.

So Il you question an adverilser. they have Lo
PN 4 UH

W Nimd 0wl more alwil U ARA. please wrile Lo
Wihersing Standands Sl loeins: Dept X Brook House.,

Torringlon Mace, London WCIE THN

ASA

Tieie #par e bs damat o 18 180 i orese of bigh casiards b oo iisrmra-
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Welcome back to the pleasure dome, a veritable Cornucopia of cheap and cheerful disks.
Your reviewer this month? Take a bow Paul Presley...

B ERY LITTLE HAS CHANGED here in the domain. The majority of disks
v on offer contain the usual fare of scrolling messages, digitised
Dragonlance pictures and colourful blurs — is there no originality left
in the demo scene armymaone?

Whatever happened to the old days when we could wait expectantly for
another 1Mb Walker demo or a Tobias Richter Star Trek animation? Okay, 50
they were short lived, but they were big-time names. Instead, these days it's
just “Hi to Bif, Baf, Nix, Trix, Dr. Smooth, Snuggles and Dave from Birmingham”.

It's going to take a few original ideas to push back not just the limits of
your Amigas, 5Ts and IBM-compatibles (yes, we want to see more PC demos,
wee know you're out there), but also the limits of your imagination.

So, in order to encourage a little creativity, from this issue onwards well
select one entry as our Pick Of The Month. Mo prizes, no voting, just the
demo that we think is the most stunning or entertaining

scrolling messages beware, your days are numbered.

" na-nah na-nah,

MEGADEMOS

WHO SAYS DEMO programmers aren’t topical? The biggest
news story of the moment, the one that has caught the
attention of everybody in the Westem world, the one that
has kept everybody guessing as to the outcome, Is briefly
mentioned in Budbrain 2 from Seventeen Bit (disk 820).
For a brief 10 seconds you're treated to a sample of music
from Twin Peaks as you follow the story of who murdered
Madonna (yes, Madonnal) in between various animations,
music and graphic effects. That other big news story, the
Gulf Crisis, is covered in a strange piece of animation from
A Bit On The Side (disk 819). Leaving aside the news
however, the best offering this month is a short Batman
cartoon from
Yirus Free PD
(disk 1095)
complete with
“na-nah na-nah
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WHERE TO
GET 'EM
A Bit On The Sice
8 Thorold Place,
Kirk Sandall,
Doncaster DN3 THL
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ARC PD
1 Marthlands
Potters Bar,

Herts. EM6 5DF

Gernin Sharewane
10 Warsack Aveniue,
Slouegh L2 10X

'

T i d | Enterpnses
16 Corrad Close

Meir Hay Estate,
Lorgton,
Stodee-an-Trent

ST3 15W

Seventeen Bit Software
POy B 97,
Wakefiekd WF1 1xX

Trust PD

18 Thee Park,
SouthowTam,
Halifax HX3 S

Wizard PD
178 Waverley Road,

=3INg

Berks. RG3 9FZ

CHEAF AND CHEERFUL, that's the order of
the day. Most of the games available on
the Dema'PD market wouldn't last teo
minutes in the real world, but hunting
around sometimes unearths a right little
gem. The best of a bad bunch this month
{apart from Wheel OF Fortune) come in the
shape of 8 polished, yet limited Amiga
shoot 'em up (disk 816 from Seventeen
Bit), Dragon’s Tower (an unusual 5T
platfarm qame from Goodmans PD), Soko
(a Soko-Ban clone from Trust PD) and
vanious compilations of classic sames
(Battleships, Asteroids etc.) from vartualy
EETy ORI mentioned so far

_| HIBLOCK| BOIN . z2
RIBLOCE| B s
U LOBLOEK K
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SHNARE 1. HIBLOCK



o e of UK ploase add

{ K please a

Here s l_m:ﬁnn of our 300+

- Crionics Total Destruction - Amazin? Tunes 2 = cker 11 -
re

- Venom Cn#n =80 1.& - Kefrens The = MED 212 -
- Milennium Anim - SAE Compilations - Deson Xmos Compo -
- Rebels triple frouble - New i i

Virus Killer = MHEEHS 1-6 -
- Sonix Systems 4 - Slents Full Power - Sound of - D-Copy -
DOMINION PD

DN ROAD, BUCKHURST HILL, ESSEX
Tel: 071-253 9320 (LEE, Bam-3pm)

ATARI ST/STE — AMIGA

Games for HIRE or PURCHASE
TRY before you BUY
At least 15% off all software Guaranteed Originals
We have the LOWEST Membership & Review Fees of
any ST & Amiga Club
Try our Public Domain at LOW LOW prices
Swop your originals in our SWOPSHOP
SPECIAL MARCH OFFERS FOR NEW MEMBERS
MNew releases added WEEKLY
Monthly Newsletter plus lots of
Membership Interaction
Please enclose LARGE S.AE. + 30p stamp fo:
Cum-Com Software (Intemational),
Dept THO, Gardener's, 83 Kings North Road, Ashiord, Kent TNZ3 2HZ
Please state format.

JUNIOR SOFTWARE
ENGINEER

Pascal or C Required
Assembler and Hardware useful

We are a small company of 50 people designing, making
and exporting semiconductor manufacturing equipment
worldwide to IBM, AT&T, Hyundai, Siemens, Philips and
others.

All software and hardware is designed and produced in-
house. The graphical user interface and real-time
sequencer runs on an IBM PC which is linked by a serial
port to 8085 based functional controllers.

We are now looking for someone to join our team and to
help speed up developments and customer support.

A good salary is offered based only on skill and
experience. There is no consideration of age or formal
academic background.

To apply, please write to:- Carl Brancher,

Surface Technology Systems Ltd, Prince of Wales
Industrial Estate, Abercarn, Gwent NP1 5AR.

Alternatively, telephone him on (0495) 244459,

GEMINI SHAREWARE

THE BIGGEST SHAREWARE CO IN USA
NOW IN UK

WHEEL OF FORTUNE — Clonge of the classic TV ahow,
BULLRUM = Civil war strategy game,
: BLIZZARD - A "Uridium’ clone. A classicl
: BOULDER — Boulderdash clone.
: AMOEBA INVADERS — Clone of the classic with digitised sounds.
: GAMES — Blue Moon solitaire & Diplomacy (1Mb]
: Q-BEATY — A classic “0-Bert' clona.
: SINKING ISLAND 2 — Teﬂ%rﬂphltﬁ adventure (2 disks)
: BUSINESS ? - VC Spreadsheet clone. Excellent!!
: MCAD — A full featured CAD program. |1Mb).
~1=!|: BUSINESS PROGRAMS 1 = Includes address book, mail manager, label
printer & more.
AMG-148: WORDWRIGHT — Word procassor with spalling checker.
AMG- 215 ULTRA PAINT — An axcellent painting program with many capabilities
AMG-158: AIRWAR - War varsion of 'Flight Simulator’ with 30 graphics.
AMG-161: BATTLEFORCE — |deal for battletech players. Upto 4 players can play sach
other or against the compauter.
15; CASING GAMES — Many fun card & casing
AMG-158: 5TAR TREK THE GAME - Featuring digiti
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amas with documentation,
sounds [1Mb + 2 drives

_i

regpuired|

A&}-'Im: HORROR DEMO - Exploding head dismembared arms. "X° rated.

AMG-182: TOILET PAPER AD Ama:ln?llp funny demo with digitised speech. "X’ rated
AMG-183: SAFE SEX DEMO - Ancther fantastic digitised dermo. Collectors item ||
AMG-171: DELIRIOUS 1 — Eddie Murphy at his best_ [2 disks).

AMG-173: DELIRIOUS 2 — More from Eddie. (2 disks].

AMG-199; MONTY PYTHOMN — ‘The Secret Policemans Ball® digitised.

AMG-281: THE WALL — Digitised Pink Floyd” song.

AMG-507: BLOW FLY — Another digitised speech demo (really funny). ‘X’ rated,
AMG-520: LAUREL & HARDY — digitised animations of the duo. IMD 2 disks.

AMG-515: SCANNERS DEMO — Not for the squeamish. "X’ rated (1Mb recommended).
AMG-501: BUDBRAIN DEMO — Must be ona of the hottest damos of the year, X" rated.
AMG-284: FANTASY SLIDESHOW - 1? reat fantasy pictures in digitised HAM format.
AMG-285: FANTASY SLIDESHOW 2 — 14 great images in HAM 4056 colour mode.
AMG-282: VALLEJQ ART 1 — 7 of the bE!l digitised pictures in interlaced HAM maode by
Boris Vallejo.,

AMG-283: VALLEJO ART 2 - Another

reat collection of Yallejo's artwork.
AMG-295: BATMANIA — Try a Batman

orkbanch (Batbench), Perfect for Bat fans!

This is just a small list from our catalogue.

Phone us for a free copy.

Prices: £2.00 per disk 1-9
£1.75 per disk 10-19
£1.50 per disk 20-29

All prices subject to VAT
PC & Macintosh
catalogues also available

§T-151: BOLO — An incradible ‘Breakout’ game. Excellent graphics & gameplay!.
§T-160: STOCKS & BONDS V3: Simulation of the stock market leaturing digitised
sounds.

§T-149: AR WARRIOR: An "Online’ game similar toi ‘Flight Simulator.

5T-148: STAR TREK — Written in STOS with digitised sounds

5T-162: COLOSSAL CAVE ADVENTURE = The original game that started in all (DS drivel
ST-111: GAMES 15 - Cribbage, Blackjsck & Stud Poker

5T-108: GAMES 12 — Tennis, American Football, Darts & mora.

ST-107: GAMES 11 = Monopaoly, Othello, Yahtzee & Backgammeon.

ST-112; GAMES 16 — Taipan (rule the seas in the 1800's), Trucker (18 whooler
simulation) + more

5T-102; GAMES 6 — Wheel of Fortunall The game

ST-304: PLANETS — A guide through the solar system (DS driva).

ST-306: PLANETARIUM — An excellent program. In the top ten FD of 19080,

S5T-596: OPLUS — The BEST spreadshest on ST [1Mb).

ST-187: ST WRITER ELITE V3.8 — The best PD word processor on the 5T today

ST-004: VISICALC CLOME - A WC spreadsheet with manual,

ST-580: WHAT THE BUTLER SAW — X' rated animations.,

ST-576: MADONNA - Slideshow of Madonna nude, "X’ rated.

ST-433: ROBOCOP — The best Robocop demao yet (2 DS + 1Mb).

ST-440: PREDATOR — Featuring excallent animation & digltising.

ST-438: SCANNERS — Exploding head. Mot for the squeamish. ‘X’ rated (D5 TMbl.
5T-437: TOILET PAPER AD - A classic demo featuring digitised speech, "X rated.
§T-425: STAR TREK — The ultimate Star Trek demo (DS *MB).

ST-417; WHEN HARRY MET SALLY — Animation from that classic scene in the film.
§T-499: EMPIRE BUILDER — A great simulation which you must bulld your own company
from scratch. HARFE: classic patience gamd.

ST-150: RAW - Eddie Murphy again!!l 'X* rated.

§T-316; THE AUN — Classic animation featuring a police car chasing a criminal (IMD 2
Disks)

§T-312: WALKER 1 - That classic animation of the AT-AT walker from Star Wars. (IMD 2
Disks).

ST-278: CALIFORNIA RAISING — Excellent animated demo featuring those raising singing
‘| heard it through the grapevine'. (IMD 2 Disks).

GEMINI SHAREWARE
10 WARWICK AVENUE
SLOUGH SL2Z 1DX
TELEPHONE: 0753 28183
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AVING SLIPPED and slid his

way through the Atomic Mud

Mines, Rick finds himself at
the beginning of the end...

Shoot the two guards and walk right.
Slide abombontothe block atthe end of
the walkway, then after the explosion,
run onto the block. As the block carries
you right, jump onto the ladder and
climb up, watching out for the spikes
above. Walk left, jump up onto the
ledge, then time your jumps over the
clockwork mouseto getto the switch on
the laft. Hit the switch, then return the
same way you came, jumping right
onto the ladder and climbing up. Stop
just before the top to avoid the two
diagonal laser beams. After the lasers
hit, quickly climb up and crawl leftto the
ladder - perfect timing is required.

Climb the ladder to the top, and shoot
the guard when he comes down. Step
forward and back to set off the vertical
laser beam, then run quickly past itand
up the stairs. Step into the turbolift and
let it take you to the top. Shoot the first
guard, walk left and then shoot the next
two guards as they come up in the lift,
Drop down the lift shaft, hit the wall-
switch and ride the lift back up. Walk
right onto the air pumps to be blasted
upwards, stay where you are and shoot
the guards when he comes down.

Climbupthe ladder and jump intothe
alcove, ducking to avoid the spikes.
Wait for the guard to drop down below
you, then jump left onto the next ledge
and climb the ladder. Walk right to the
halfway point and slide a bomb into the
block on the right. Quickly run left and
down the ladder to avoid the block
whenitrushestowards yvou. Climb back
up and crawl| right, avoiding the laser
beam as you drop down onto the ledge
below. Collect the dynamite bonus,
drop down onto the next ledge, then
time your next drop to avoid the wall
spikes. Exit to the right.

CONTROL STATION
ONE

Shoot only the nearest guard - the other
one kills himself. Climb up the ladder
and slide a bomb past the force field
onto the guard in the chair. Climb down
the ladder and be careful to avoid the
shrapnel from the explosion. Exit right,
onto the hoverbike.

Fly up to the top, avoiding the laser
beams, and collectthe points bonus. Fly
right, avoiding the second laser, then
down to the bottom. When one set of
lasers fire, move, stop and wait for the
next blast. Repeat until you make it to
the other side. Fly down and right,
avoiding the up-and-down blocks, then
fly down to the bottom. Wait for the
laser to fire, then quickly fly left through
the pillars and get out of the way before
tfires again. Fly rightinto the little cave
and shoot the block to the left, moving
down to avold itwhen it comes at you —
perfact timing is needed here to avoid
the criss-cross laser beams.

Rick Dngeo 1

CONTROL STATION
TWO

Shoot the two guards, slide-bomb the
control guard, retire and jump up to
avoid the shrapnel. Walk left and climb
down the long ladder. At the bottom,
run after and jump over the clockwork
mouse, then climb down the central
ladder. Slide-bomb the control guard,
then climb halfway back up the ladder
to avoid the shrapnel. Exit to the right.

Jump over the mouse onto the ledge
and hit the wall-switch to conjure up a
floating block. Jump onto it, then up
onto the balcony above, avoiding the
mouse. Time your jumps over the two
mice (you need several jumps), then
climb down the short ladder on the
right. Drop down, avoiding the last
mouse and exit.

CONTROL STATION
THREE

Shoot the first guard when he comas
down, then jump up and shoot the
second. Slide-bomb the control guard,

Al
and retire down the ladder to safaty.
Exit right.

Slide a bomb down onto the hover
platform below to Ekill the guard
standing on it, then drop down onto it.
Jump off onto the right-hand ledge and
shoot the second guard. Ride the
turbaolift to the top, then use the hole in
the ceiling to jump over the mouse as
you run left into the second lift. At the
top, climb the short ladder directly
above, then crawl right pastthe two sets
of spikes. Ride up in the lift, collect the
ammunition bonus, ride up in the next
lift, then use the air pumps to get to the
top of the screen, shooting the guard
when you getthere. Walkleft, collecting
the ammunition bonus as you go, and
exit left past the spikes.

CONTROL STATION
FOUR

Shoot the three guards that come
down, then climb up the ladder and
slide-bomb the control guard. Jump
onto the ledge above and exit right.

Walk past the two sets of spikes, then
jump straight up onto the ledge above.
Climb up the central ladder, walk onto
the left-hand ledge and slide-bomb the
block at the end. The block will slide
down next to the wall-switch below.
Drop down onto the block and hit the
switch, then jump back onto the ladder
and climb all the way to the top. Jump
up once, drop left, avoiding the laser
beam and climb up the long ladder.
Shoot the guard at the top, collect the
ammunition bonus, then exit to the
right.

THE FAT MAN

Here heisl The man himself, and armed
to the teeth inside a floating death
contraption! You can't afford to waste
any of your weaponry here, as only
several direct hits will destroy him. Use
sliding bombs to get him when he's
nearthe ground — these inflict the most
damage. When in the air, hit him with a
lasaer blast. When he's dead, jump onto
the hover platform and exit right.

THE END!
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In this
fifth, final
and
chilling
instalment
of our
on-going
solution,
Gary
Whitta
guides our
hero
through
the Fat
Man's
Head-
quarters.
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You know the situation

we've all been there. You ve been

playing Death Ninjas Of The Ninth Dimension formonths and just
can’t get past the Mutated Pizza on Level 39. You suddenly
remember reading a cheat for the game once, many, many
moons ago. But where? And how long ago? Desperately you
search through every old copy of every computer magazine
you've got — but all to no avail.

Well search no longer, for The One magazine is here to save the day.
Thanks to the talents of D. Clift of Buckingham, over the next couple of
issues we'll be printing a complete A-Z of virtually any game you can

think of.

AFTERBURNER
Amiga, 5T

Pause the game and type THUMNDER-
BLADE. Unpause and use the following
keys: 'G' — extra missiles, ' — jump
forward a level, <’ — jump back a level
and ‘N’ — extra lives.

AFTER THE WAR

Amiga

During the first level press ‘ALT', ‘B
and *1" to give yourself infinite enargy
and time. Press "ALT', ‘M and 1" to
reach the second level.

AMC

Amiga

Access codes for:
Lavel 2 - Nostromao
Level 4 - Discovery
Lavel 6 - Enterprise
Level 8 - Dagobah

APB

Amiga, 5T
Type ALF into the high-score table for
infinite demerits,

ARCHIPELAGOS
Amiga, ST

When asked to select an Archipelago,
choose 8421 then press 'ENTER' twice.
Mow you can select any island from 1
to 9999,

ARKANOID

Amiga, ST

For an extra 33 levels, press 'F3 for a
one-player game and 'F4° for a two-
player game (instead of ‘F1' and 'F2').

ARKANOID I
Amiga, 5T

Press 'Caps Lock’ then type DALEYS8
for infinite lives. On the title screen type
PETEJOHNSONWANTSCHEAT and
‘S' will open the exits al any point.

BACK TO THE FUTURE
Il

Amiga

Pause the game and type THE ONLY
NEAT THING TO DO. You now have
infinite lives.

BARBARIAN (Psyg-
nosis)
Amiga, ST

On the title screen, type 04 08 59 for
infinite lives,

BATMAN — THE MOVIE

Amiga

Type JAMMMM on the title screen for
infinite lives. 'F10° advances from stage
lo slage.

BATTLE SQUADRON

Amiga

At any time, type CASTOR. Now
pressing ‘F6'-'F10" will let you choose
any weapon, while ‘F1'-'F5" will alter its
power.

BATTLE VALLEY

Amiga, ST

Type ROGER MELLIE THE MAN ON
THE TELE for infinite tanks.

BEACH YOLLEY
Amiga, ST

Type DADDYBRACEY while playing,
now ‘F1° will advance you to the next
level.

BETTER DEAD THAN
ALIEN

Amiga, ST

During play, press "ESC’ 1o pause, then
move your ship to a safe area and ‘N’
will continue play.

BEVERLY HILLS COP
Amiga, ST

Click past the high-score screen onto
the select difficulty page. Type MELLIE
and you will be able to access all the
games.

BIO-CHALLENGE
Amiga, ST
Pause with ‘ESC' and 'G’ will advance

you to the end-of-level guardian (as if
you want to go there!).

_THE ONE

THE A-Z (

Amiga, ST

During the game, pause and type
GROW OLD ALONG WITH ME, then
‘+' and ‘=" will toggle immunity. Type

THE BEST IS YET TO BE then use the
same keys to view all the objects.

CHARIOTS OF WRATH
Amiga, ST

When instructed to press ‘Fire” to start,
move the joystick forward inslead. The
result? Infinite lives.

CHASE HQ
Amiga

Al any point, hold down the left mouse
button and ‘Fire" while typing
GROWLER. Afterwards, pressing ‘T’
your time to 60 seconds.

CONTINENTAL CIRCUS
Amiga

On the first red light, push the joystick
forward, when the second red light
comes on release it then as soon as

the green light comas on push it
forward for faster acceleration

CLOWN 'O’ MANIA
Amiga

Press “Help' at any time for extra jumps
and razors.

CHUBBY GRISTLE
Amiga, ST

On the title screen, BUUURRP gives
you infinite lives.

CYBERNOID
Amiga, ST

Type RAISTLIN on the title screen for
infinite lives.

CYBERNOID I

Amiga

Type NECRONOMICON on the title
screen for infinite lives

DARKSIDE

Amiga, ST

Hold down '2°, ‘8" and 'Fire' for
digitised pictures of the programmers(!).

MARCH 1991 d

DEFENDER OF THE
CROWN

Amiga, ST

Holding down ‘K’ while booting the
second disk gives you infinite knights.

DENARIS

Amiga, ST

When the data-disk prompt is disp-
layed, insert data disk and hold down
‘Z' while it loads. Then put the mouse
into the joystick port and start the
game. Remember to hold the right
mouse button down while it loads.

DOGS OF WAR

Amiga, ST

Type TIMBO before you start and ‘F&’
will provide you with infinite men.

DOMINATOR

Amiga, 5T

On the high-score table type in SHAFT
for infinite lives.

DOUBLE DRAGON
Amiga

On the title screan type R U CALLING
MY PINT A POFF? then Return. While
playing, 'Delete’ key will slay your
opponent.

DRAGON NINJA
Amiga, 5T

During the game type TERRIFIC. Now
'F3" gives you infinite lives and 'L’
advances you to the next level.

DRAGONSCAPE

Amiga

While playing, ‘ALT" and the down
cursor key will advance you a lavel,

DRAGON'S LAIR
Amiga

After the credits sequence, hold down
‘ESC', 'R, ', 'L’ and 'N’ simul-
taneously to allow the computer 1o
finish the game for you.

DRILLER
Amiga, ST

When you start the game you will be
facing a small shed. Shoot it more thar
20 times and you will be transformed
into a jet.



et gl il it e B it e

e .l i ot

R —_—
991 MARCH 1991 33 THE ONE
HYBRIS LAST DUEL
Amiga, ST Amiga, ST
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F C

DRIVIN' FORCE
Amiga
n the menu, click on the two I's of

Drivin, start the game and your vehicle
won't be able to leave the track.

EMPIRE STRIKES BACK
Amiga, 5T

On the title screen, hold down “Help'
and type XIFARGROTCEV. Various
keys do various things during the game,
aspecially 'L', "C’ and ‘D", which con-
jure up pictures of Luke, C3PO and
Darth Vadar

EXOLON

Amiga, ST

Type your name in as AD ASTRA on
the high-score table for a surprise.

EYE OF HORUS
Amiga, ST

Type SPAM on the credits section for
nfinite lives and no need for keys,

FALCON

Amiga, ST

In flight, hold down "X, “Shift" and "Ctrl’
o be fully re-armed.

FERNANDEZ MUST DIE
Amiga, 5T

During the game, pause and type
SPINYNORMAN for infinite assassina-
tion atternpls.

FIGHTER BOMBER

Amiga, ST

Enter your pilot's name as BUCKA-
ROO. You can now select any mission
you like.

FLYING SHARK
Amiga, ST

Gain a high score and type ALH for
acid men, JGL for full fire power, KD for
infinite lives and RAB for immunity.
Note, you MUST hold down ‘'S’ on the
seypad while typing the last letter.

FORGOTTEN WORLDS
Amiga, ST

Type ARD on the title screen then
mress ‘Help'. Now 'S’ takes you to the
shop and ‘N’ teleports you to the next
evel.

HEATS

GAUNTLET Il
Amiga, ST

Find a treasure chest and make sure
you have a key. Hold down ‘Insert’
when you open it. Release ‘Insert’ and
hald the joystick down. Now, ‘Help’ will
give you 5,000 health points.

GHOULS 'N’' GHOSTS

Amiga

While playing type in KAREN BROAD-
HURST which gives an invulnerable
Arthur (holes and time will still kil you
though).

GRAVITY FORCE
Amiga, ST

When asked for the password type
WARPxx instead (xx being the number
of the required level).

HAWKEYE
Amiga, ST

When you are on the brink of death
with no lives left, press 'Del’ to advance
a level. Also during the game, pause
and press 'Help' then unpause and you
should have infinita lives.

HAMMERFIST

Amiga

Get a high score and type TAEHC OT
THAW I. 'F7' will then teleport you to
the next level during play.

HARD DRIVIN'
Amiga, ST

Make sure you're in manual gear mode,
then accelerate to full speed. When at
top speed change into neulral gear.
¥ou should now be invincible o col-
lisions,

HELTER SKELTER
Amiga

Level codes:
11 - SPIN
21 - FLIP

41 - GOAL
51 - LEFT
61 - TWIN
71 - PLAY

HILLSFAR
Amiga

When picking locks, press ‘F' and all
will be revealed.

Type COMMANDER on the high-score
table and ‘F10° will toggle immunity,
'F9" will teleport to the next level while
‘F2'-'F8' equip you with add-ons.

IKARI WARRIORS

Amiga, ST

Type FREERIDE on the high-score
table for an invincible man.

INDIANA JONES

Amiga, ST

Type SILLYNAM on the high-score
table for continuous credits. Type
JEHOWA when the title screen comes
up. The border will flash grey to
acknowledge the cheat, then '2" will
advance you through the flash points,
‘L' will move you to the next scene and
I' supplies you with an icon.

INSANITY FIGHT

Amiga

Hold down the two mouse buttons,
‘Fire’ and ‘L’ to advance a stage.

INTERPHASE

Amiga, 5T

During the game type ‘Fenny' (with
Caps Lock on the F), then the left
mouse button will cycle through the
objects, the right mouse button will
enlarge objects and both will take you
back to the game.

IMPOSSAMOLE

Amiga

Gel into the high-score table and type
these codes instead of your name:
HIENZ - for three full power bars,
QUCHOUCH - to walk on water etc.,
COMMAMNDO - for no time limitation on
Weapons,

JUGGLERS - see for yourself,
ANNFRANK - to restore energy.
LUMBERJACK - to give you a double-
51Ze energy bar.

KARATE KID 1
Amiga, ST

Press ‘P’ to skip levels.

KID GLOVES
Amiga

Pause the game and type in RHIAN-
NOM. ‘F&' will then take you back to
the shop, ‘F8' will give you loads of
moneay and ‘F9" will toggle
invulnerability.

KLAX

Amiga

While playing, press 'Space’ and ‘4’ 1o
warp to the LA Stage.

Start the game, pause with ‘F3°, then
hold down ‘Help', ‘Left Shift" and *1'.
Unpause and the Function keys will
lake you through the levels. 'F8' gives
you five lives.

LEATHERNECK
Amiga, ST

During the game type CUTHBERT-
NECK, then press ‘F3' for immunity.

LED STORM
Amiga, 5T

Type DAVID BROADHURST WANTS
TO CHEAT for infinite lives. On the
Amiga put one exira space between the
second and third word.

MENACE
Amiga, 5T

Type XA3ITURBONUTTERBASTARD
at some point during the game.

MICKEY MOUSE
Amiga, ST

During the game type 6135688, ‘F2' will
then open the sub-game, 'F3" will fight
the witch and ‘F4' obtains the gun.

MONTY PYTHON

Amiga, ST

Type SEMPRINI on the high-score
table to start on the level you died on.

NEBULUS

Amiga, ST

Type HELLOIAMJIMP on the title
screen. ‘F1'-'F10" will now leap-frog
you through the levels.

NEW ZEALAND STORY
Amiga, ST

On the title screen, press "Del’ then ‘M’
then ‘Del’ then ‘M. Then type FLUFFY
KIWIS.

NINJA WARRIORS

Amiga

*During the game press ‘Caps Lock’
and type in one of the following codes.
Then press 'Caps Lock' again.
MONTY PYTHOM

SKIPPY

A SMALL STEP FOR A MAN

THE TERMINATOR

STEVEN AUSTIN

OLYMPIC CHALLENGE
Amiga, ST

Type HINGSEN.J then a Function key
to select any event.



102 +

AS A
SPECIAL
treat to
Bitmap
fans
everywhere,
the boys
present
their own
personal
guides to
their two
most recent
hits . ..

Fasis e b e e Dl iin

e g ik -

THE ONE

MARCH 1991 _t

IN THE GYM

Building a powarful team is only a matter of getting your
priorities right. Firstly, buy attributes for the whole team in
this order: Attack, Power and then Speed. After these the
next in line are Defence, Stamina, Aggression and
Intelligence.

When buying for specific positions, use the following
guide: Defenders need extra Throwing and Attack skills;
Midfielders need those two and extra Defence; Attackers
are at their best when topped up with Defence, Stamina,
Speed and Intelligence skills.

Individual Players also need specific attributes. The
Goalie needs high levels Intelligence, Attack, Defence and
Throwing, while the Centre Forward is at his most effective
with extra Intelligence, Speed and Stamina (as they getinto
lots of tackles and need to recuperate quickly).

PLAYING THE MATCH

It's a good idea to go for the Score Multiplier as quickly as
possible, as this will multiply the points awarded not only
for scoring goals, but also forinjuring players, bonuses and

Game designer and Chief Poseur, Eric Matthews,
shows the way to making the greatest gain for the
least pain in Image Works’ futuristic ball game

15

ek

3 3

so on. Be careful though, when playing against teams of
high intelligence as they will attempt to take the ball from
you to use the multiplier for themselves.

If you feel confident enough, go for the Lethal Bounce
affect — once again though, be careful, as the opposition
will endeavour to part you from the ball and use it against
you. This effect is at its most effective when the playfield is
multiplied, as the ball will tackle more players — it's not

peedball

really worth going for otherwise.

The final two parts of level three
involve finding an Enchant Liquid spell
and a Chalice. The spell turns all
previously assembled ingredients into
a potion, while the chalice allows you
to take the potion to the ghost of the
King.

The King should have given you a key
when you dropped the White Powders
onto the Font: this key opens the way
to the diplomats’ quarters. With the fall
of the Wulf empire, the ambassadors
from its various provinces fled leaving
many possessions behind them.
1)Fromthe King go Eastthen South and
insert the key into the keyhole.

2) Go East, get the small key then go
East again.

3) Go North, kill the spider, climb on the
barrels and search the shield to find a
small key. Wait until the hole onthewall
fires a ram’s skull then collect it. Climb
the stairs to the room abowve.

4) Get the wand hidden between the
chest and the stone block. Open the
chest, get the spell, the casket and the
bottle.

&) Dispelthetraponthe casketand open
it to get a large key. Drop the red fish
casket (a red herring — geddit?). Open
the casket marked Singu Teniel Vitreng
and get the Read Magic spell.

6) Cast Read Magic on the unknown
spell then go down and South. Use the
large grey key in the keyhole and go
East.

7) Drag the chest West, onto the

Cadaver

As promised last month, here’'s a way through the
second half of level three, courtesy of all three

ghoulish game designers.

platform upstairs. Pull the lever and
wait until the platform returns before
pulling it again and jumping onto the
platform as it rises.

8) Get the wand from underneath the
armour. Get the coins and search the
pillow to get the casket.

9) Cast the Unlock Chest spell on the
large chest, then get the key, the cash
and the holy symbaol.

10) Drop down through the hole and
place the wand marked Laguna on the
far right stone block. Place the wand
marked Durrigan on the far left stone
block. Go West then South.

11) Drop the casket with the image of
the key on it, then open it. Insert the
heavy brass key then open the casketto
getthe large iron key. Insert the key into
the keyhole and go South.

12) Press the button to select the first
platform, pull the lever to set it moving
and pull it again to stop it, positioning it
to form a step leading to the West of the
room. Press the button again to select
the next platform and repeat the
process, constructing a staircase

leading to the room above. Once
finished, go up.

13) Read the book, get the lever, drop
the holy symbaol onto the stone block,
get the wand and the casket, open the
chest to get two spells and go
downstairs.

14) Cast Read Language on the black
book then get and read it. Go North.
16) Cast the Massacre spell to kill the
gargoyle, collect the small key and
(optional) kill the other gargoyle. Go
South.

16) Open the chest and get the Giant
Jump potion. Go North.

17} Insert the handle into the far right
slot and pull it. Go North then East.
18) Drop the wand marked Matil onto
the centre stone block and a casket will
drop from the ceiling. Cast Dispel Trap
onitand getthe large keyinside. Getthe
three wands from the stone blocks and
go West, South and East.

19) Drop the bag of stones {or other
large itern) then drink the Giant Jump
potion. Jump on the bag then onto the
wooden platform, pull the lever then
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5, Only collect the bonus stars only when you're on the way level of the opponents. These attributes increase by about
up the pitch, heading towards the opposition’s goal. ane overall level from team to team.
e Money, on the other hand, is really important in all
matches, so concentrate on collecting it until it stops M ANAGEH
appearing (there's only so much dough allocated to each Thisis a very different game to the normal match. Aithnugh
match). 3 g : s : the actual gameplay is very much the same, the attributesto
5 When in a close draw situation, aim to hit the Bounce which you allocate money for the team are very different.
Domes — ﬂsﬂ&‘fiﬂlw “““.“ there is very little time left '"t,he Intelligence is the most important attribute, followed by
- match — as this is relatively easy to !:in, compared with Attack and Power. Star players are not necessary in Division
scoring a goal, and could easily win you the match. Two, but they're crucial in getting you to the top of the First.
Altsmatively, picking up 8 star could do the trick. Incidentally, it's batter to be drawn against the top teams
Your 'keeperwill always block the ball, so don’t move him in the first couple of weeks of Division Two, Save your
*until he's on-screen and nearest to the ball. Always use money in these matches, as the opposition will prabably
EWEINVE shms_ against your opponent's goalie, as this tends injure most of your players. Instead, keep your money until
% confuse him. you can use it against the weaker teams.
Y . IN GENERAL
This aption is very difficult, and should only be tackled by
| seasoned players. Money is crucial here, as you may come TOKENS

up against a Division One team by the third round and will
have to get your stats up to somewhere near theirs.,

THE LEAGUE

Theold sporting adage "It's notwhether you win orlose, it's
how much you win by that counts” comes into effect here,
asyour League position is defined, not only by winning, but
by how many points you score during the matches.
Therefore, make sure that you pick up all available bonuses
wherever possible, as one extra point could make the
difference between First Division glamour or Second
Division squalor.

KNOCKOUT

Money is crucial here, so collect as much as possible during
each match as you'll have to increase your attributes to the

CAVERM

The best tokens to go for are: Freeze Team, Shield,
Transport Ball and Boost Stats, inthat order. Don'tever pick
up the Manic token unless you're very sure of your own
abilities, as this boosts both teams statistics to maximum
for 10 seconds and is usually more to the computer's
advantage than your own. One useful trick is, when the
opposition has electrified the ball, use the Grab token to
gain possession.

STAR PLAYERS

When you're in Division Two, buy the best Star Forwardthat
you can - making sure that he has a high Speed rating — and
concentrate on getting the ball to him. Next, buy the best
Midfielder and Defender (or Goalie) that you can — this
results in a good balanced team from early on.

drop down.

20) Use your judgment to climb the
staircase to the corridor above. Insert
the key into the keyhole and go Waest.
21) Drop the black book down the hole
by the black stone, drop the green bottle
down the hole by the green stone, drop
the red casket down the hole by the red
stone, drop the ram’s skull down the
hole by the yellow stone and get the
Enchant Liquid spell which duly
appears.

22} Go East, down, West, North and
West. Unlock the door using the wand
and go West, North and West.

23) Cast Enchant Liquid en the font.

You will now be given the key to the
guard’s barracks. This section is
heavily populated by monsters and
though the puzzles are not too difficult,
it is very dangerous. In order to serve
the finished potion to the King it's
necessary to recover the ancient
chalice of the Wulfs (this can be found
at the end of this section). With that
complete, the King should allow you to
go on to level four.

24) Collect the key and go West. Insert
the key into the keyhole and go West
twice.

28) Kill lower goblin with a weapon.
Avoid the rocks of the upper goblin and
go MNorth.

26) Kill both gargoyles and get the key
from behind the wooden board. Pullthe

Climb the
level

lever and go South then East. a9)
27) Insert the key into the keyhole and stairs 1o
go East twice, North twice, West then four.
South.

2B) Climb the stairs and kill the goblin, YOU'RE MORE
avoiding the rocks from the others. Get THAN halfway
key and insert it into the keyhole. Go through now,
West. adventure fans,
28) Get both keys and kill both So tune in next
gargoyles. Go West. month for the Bit-
30) Insert the gold keys into the correct maps’ stroll
keyholes. Avoid death and kill the through Level
volcanoes. Go North. Four.
31)Searchthe pillow, getthe keyandgo
South,

32) Dispel the trap on the chest and
open it to get the orb and the wand.
33) Cast Poltergeist spell three times
and go North, East and South.

34) Get the key from the centre of the
room, insert the key into the keyhole
and go East, South, East, East, East,
Morth, East, East, East, East, East,
MNorth, West, West and North. ¢
35) You should now be inthe Northweast #
corner of the Royal Maze. Open the °
chest (it was moved by the Poltergeist £
spell).

36) Get the chalice and return to the
King (use the map, above).

37| Dropitontothe font and givethefull -
chalice to the King. Get the key and go  —
Marth. =
38) Drop through the pit in the centre of
the room and go South then West.
Insert the key into the keyhole and go
West.




Loom

Paul Presley weaves his
way through Lucasfilm’s

animated story. But first,

the story so far...

Bobbin Threadbare, abandomed on Loom lsland,
had witnessed the kidnaping of his entire village,
the Guild of Weavers. Having learned of an evil
chaos spreading across the Loom (the centre of
all magical power in the Universe), Bobbin, with
the help of his foster-mother, Dame Hetchel, and
the Elder's magical distaff, set out to find the
missing villagers and stop the chaos. Travelling
away from the safety of the island, he made his
way to the mainland only to be swiftly confronted
by a group of shepherds, insisting he prove
himself to be a powerful wizard,

Try as he might, Bobbin failed to weave
anything constructive around the shepherds
and so, to their scorn, he backed away,
making his way along a path that led

towards the marvellous crystal towers he hod |

GREMLINS 2

saan earlier (figure 1). Cautiously, for his
sheltered upbringing had made him wary of
strangers, he entered the nearest building at
the foot of the cliff.

The building took Bobbin's breath away -
never had he seen such beauty in something
so green. The room contained many stairs
and ledges and a small chalice on a
pedastal... but there was no visible way of
reaching it (figure 2). Mearby, a small
chamber with a bell attracted Bobbin's
curiosity and without a thought about the
consaquences he stepped in and rang it.
Suddenly there was a flash of light and he
appeared in a similar chamber on the other
side of the building, in front of the chalice.
Just as he started towards it, someone
approached.

Master Goodmold turned out not to be such
a bad chap, despite his ‘lectures’ on the city
and its history. Once finished, Bobbin passed
through into a smaller room filled with
gravestones and then out into the main city
itself. Atop a tower he could see someone
working and thanks to the glassy walls he
could maoke out someone talking inside. Still
wary of strangers, Bobbin cast the
shapherd's Invisibility spell on the workers.

Unsure whether the Invisibility spell
worked, Bobbin ducked underneath a ledge
while trying to listen to the conversation
betwesn Master Goodmold and a man called
Bishop Mandible (figure 3). The sphere
sounded inferesting, so, once they had gone,
he made his way towards yet another of the

crystal ‘teleportation’ chambers and rang the = ;

Bobbin's arrival. Of course - he was invisible!

bell, expecting to appear next to the sphere.

However, instead of appearing next the
sphere, Bobbin found himself at the top of
tower right in front of the workers he'd sean
outside. They were polishing and sharpening
a large scythe and didn't seem to notice

Stopping to listen to the Sharpening draft
from the scythe, he made his way to the other
side of the tower and rang the bell.

Bobbin appeared back in the room with the

mysterious sphere, this time much closer to it. |

As he gazed into it (figure 4), it seemead to
draw power from the distaff and started to

show an image. It was Bobbin, casting a spell

and scaring the shepherds. He quickly made
a note of the draft just as the sphere played
another scane, this time of a fire in a cave.
This meant nothing to him but the third and
final image left him dumbstruck, the swan...
Bobbin quickly made his way back to the
forest, his mind set on secaring the living
daylights out of the shepherds. Remembering

the spell cast in the sphere’s scene was easy - |

and the effect it had on the real shepherds
was as terrifying for them as it was fun for
Bobbin. Leaving the city behind, he made his
way further into the forest and came across
some sheep and their sleeping protector.
Bobbin made note of the Sleaeping draft
before continuing.
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GHOSTBUSTERS 2

ROBOCOP 2
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Commodore A500
Flight Of Fantasy

B |

The Commadona ARI0 Baiman Pack must
surehy rank as one of the most popular com
puter packs aver! The pack tealures the

PACK INCLUDES:
A500 Computer & Mouse £399.99

it A2 TV Modulator £2499
Commodors Amiga 500 computer with
mouse eanirolier and TV modulator, plus | Batman The Mowvie £24.95
four top software tilles. The software in- | New Zealand Story £24.95
ciudes: ‘Batman The Movie - Aid Gotham | Intercaptor £24.95
Gy of the cunning jokes, in Ooean's P | Deluxe Paint Il £40.65

FLIGH NTASY

Fisght of Famasy is the wary |atest Amiga 500 pack from Commadoda,
foaturing BRAND WEW saltaars rebaasas, 1 maks this tha mos] spedc-
tacubar ASO0 pack ever! Tha pack fealures the Amiga S00 compubar
with mousa contraller and TV modulalon, 8 wall as lour 1op sottwarne
litkes. Thase include the foliowing

[ ___F29 RETALIATOR:

The fegh qusify grap=cs program that The ulimale = figal srsylshen with & choce
sai e slwsdard for othar Amigh & | of two mncralt snd four batile smimnmanls
peckages. Deiuxe Past || incudes | wilh dorens ol détmrenl eSlical missons
powarul, Adkiy 10 wSe iools 1het Brny | Aeral combil irage bombings, wikiad
oul B arlisl in you. Cronaie masher nva ground based battiek, salGoetg [Oman
peces prasanialons, 0 penpscinas fh gl ol TaBUAES |3 Bndisss. Fak nmo
of jusl dondie cockipd daplays, melusng ‘rue radar

eshance 1ha realstc teal ol s stunning
ESCAPE / ROBOT MONSTERS: Nl
PRI S SOMETTING comphdE '{_ﬁm‘ INCLUDES: \
<ate | | pgop Computer & Wouse £399.99
he Planét K rasiu z
o hiawe boen caplursd ASI0 TV Modulator £24.99
oy tha Fiooei Monsties and forced | | Bealus Paint 1 £45.95

Escape/Robol Monsters £19.99

cragi an el ADDo! Aemy i DESTRIY
ATH! Jmas ard Dusi fignt Theen way

For the more sarious of prodegsonal applica-

e (e E it S s stectuby 6 17ough hemten of seh Robos Imhete. | | Sieintatine MM £24.95
systams based around thie expandable Amiga F28 Retaliator £24.95

2000, at prices from £1295.« VAT, The A2000
Tearlunes a bl Thin FLAM (expandable o SMb)
§ system expansion sloes, plus IBM com-
patibility with the use ol PC-XT or PC-AT
bridgebcards. Complete and retum  he

coupon, putling a tick
in the AZODOD bom, for g

AAINBOW ISLANDS:

Shp on yoer magd SROED, pRaclise
Hhrowing & s B PO R0 faRdy
1 o lang hopgang. Feom the Island
ol Diad o Mongisr lsand, you wll @n

counier Don hirel, Slnging inasde

wihal combal machinss, machasice || |

mssailsnis, |ha formedable beings of | | e

Wgand and folkiors. Frally eraer the | | AT
i y

darkniss and iy mRablens

TOTAL RRP: £544 B2
Less Pack Sawing: 14582

PACK PRICE: £399.00

details of AZD00 cam:
pular sysiams + VAT T1488.25 Ll

salling Sithe based on 1he blockbuster Bat-
=an fm. New Zealand Story - high qual-
v coreergeon Of The leading arcada game,
imtercepior - Doghght with two F-16's =
=5 i@gceng Sughnt mmulator, Deluxe Paint
§ - op guasty Amega Qraghics package
mrar st e SAaNaEd 1or others 1o foliaw

TOTAL RRP: £549.78
Less Pack Saving: £150.78

PACK PRICE: £398.00

£399:

FOR FURTHER DETAILS OF THE AMIGA
RANGE, COMPLETE THE COUPON AND
RETURN IT TO SILICA SHOP
THE UK’s Nol AMIGA SPECIALISTS

SHOP OFFER YO
R DEL O &ll hardware orders shipped in the LIK

WE of &miga technical exparts ab your senite

d in professional compular salas
glable with maintasned growth
[ mis available for lange orders
training tacikbes at our London & Sidocup branches,
f your Amiga requirements irom one supplier
L b be mailed 1o you with oMers and software/peripheral details.
By cash. chegque and all major o carnds
CREDIT PAYMENT TERMS: Sikca aré licansed credit brokers

imig disCd

Congdar e il w
cfware, o help

cEhing o worry Al
3 Wikh cur urdival
meits wish an understanding whi

SILICA
SHOP

LR

=51 Th b DL weond Ao

RETURM THE COUPON NOW FOR

FREE BROCHURES
—

-

or & “‘Same product - Same prce’’ basis

raturn coupon for details

et - — e
1-4 The Mews, Hatherley Rd, Sidcup, Keni. DAY 40K Tel: u&1ﬁ1ﬂﬂ

nee: Mon-Sal B00am-Goopm Ho Laia Might Opening Fax Mo 0803

52 Tottenham Court Aoad, London, W1P OBA : T!|Z 071-580 4000

MAIL_ORDER:

Mon-Sal B.30am-800pm Lata Mighi: Thursday umlil Sgm Ha 0M-323 877
1.4 The Maws, Hatherley Rd, Sidcup, Kent, DAT4 40X Tel: D81-302 8811
Oipening Hours won-Sal 000am-530pm i Might: Frday wsiil Tpm L s
BUSINESS/EDUCATION: & The Mews, Hatherey Rd, Sidcup, Kenl, DA14 40X Tel: 061-308 0884
Cnar Lnas Open: Mon-Fro 9.00am-80Hpm Closad on Satudays Fas Moo O30 DSOS

| —— 1771 TThe Mews Tiathertey Aoad. Sidcup. Rent DA14 T0%
| PLEASE SEND INFORMATION ON THE AMIGA F

Imitials Surname ; I

I Mrikrsis

Address : I

l Postcode Te I

Which computer(s), it any, do you own? AZ000

. ' x ihen Labeal ¥
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NEXT MONTH

An exclusive demo of the forthcoming Image Works stunner.

BRAT!

By day — an-angelic baby, by night — a
demon toddler. Once darkness falls the
streetwise Brat roams the world of his
dreams looking for trouble. You could join
him.

Brat! is going to be one of the most
addictive games of 1991, and you can grab
yvourself a sneak preview with our incredible
playable demo.

PLUS!!!
SOMETHING WONDERFUL IS
ABOUT TO HAPPEN...

The One, already the best 16-Bit games magazine, You'll never want to read any other games

is about to get even better! magazine again.

Next month we'll tell you about the stunning Want to know more? Of course you do... Find
transformation that’s changing the face of your out what's happening in the April Issue...
favourite mas. You won't regret it.

The One — Issue 31, April
1991. On sale 28th March.
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Atari ST/Amiga
& PC (CGA, BGA, VGA,
TANDY. AD-LIB & ROLAND)

F
It is the 1920's. Inspector Raoul Dusentier has been ® Features easy-to-use Cinematique™ point-and-click
invited on a dream crulse in the Mediterranean, aboard the operating system, now further refined to offer considerably
superb 3-masted ship belonging to Greek shipping more depth of gameplay.
magnate Niklos Karaboudjan. But no sooner has the cruise ® Awlderrange of actions is now possible, Including the option
when Raoul is summoned to investigate a __to question other characters in true Agatha Christie style.
P crime — the murder of his host Miklos! It's now '@ PC verslon features 256 colours, Ad Lib and Roland
to Raoul to throw some light on this sinister mystery — somic support
/ there’s a murderer on the loose and he could be prowling # Charactersize has been doubled for all versions of the game.
r amongst the unsuspecting guests even now .... @ Amiga version features 32 colours.

) 1961 DELFHINE SOFTWARE. All rights reserved.
s & trademark of Deiphine Software.
U.5. Gold Lid, Unbts 273 Boliord Way, Holford, Birmingham B6 7AN. Tel: 021615 3366,




THEIR EYES MET ACROSS THE LABORATORY..
THE CHEMISTRY WAS INSTANTANEOUS!

144 Mnf mind-boggling [N |
wrist-wrenching T (8 B 1S
m nd between him
mbership of the BIT
BUSTER CLUB.
‘4’:, Once he gets into the club
“he'll get into Melinda’s heart
P and together they can integrate
o technology.
* 144 exasperating levels.
~ ® Hordes of traps and nasties.
¢  # An exhilarating test of mental | |
2 agility.
* An exhausting exercise of
3 dmer“?'-
- * 100% ADDICTIVE!

Screen shobs are only inbended 1 be ilastrative of the geme
play amd mol the sireen graphics whick vary consideralily
hetween different formats = qualty and appearsnce snd are
subject ts the computer's specifications.

= oL
—r
-

AVAILABLE ON : ;
CBM 64/128, Amstrad, Cassette & Disk,
Spectrum Cassette, Atari St, Amiga & PC
(©) 1990 EPYX Inc. All rights reserved. EPYX r _ \ ' .
is a registered trade mark Mumber 1195270 ok
{1.5. Gold Ltd.. Units 2/3. Holford Way, [ i
Halford, Birmingham B6 7AX, England.




