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FOR YOUR EYES ONLYw MsemblyO An All-se L i n e  Game
- Exclusive to Readers of The One

•  Three Fully-Playable Levels
•  See Page 6 for Full Details
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Rev Up.
With Gremlins
Team Suzuki

Take Off!
With Red Baron from

Dynamix

And Get Down!
For a First Look at Elf,
Ocean's Gnome-Grown
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[RASE All II - Special CriminalRE[ALL
,,,, : „ , ; ;  Investigation - continuing where

, as Ono haul not 'Wool to Ilan to •  C H A S E  Ili loft off. Your mission is to
• discever lour tato identity lour
oussin is ose a turnip of non- t r a c k  down, chase aud apprehend
stop action. Marine notants,
foteristic 'aides aid a Stant
anon of weapoom ail captoted
%whin executed politics aid a
game plan that compliments the
soccess of the noar's top more
TOM KCAL a  nithtmate Muting
imic tilt list

, ,  I F %  dangerous criminals. It's FASTER
- explosive power sends you

balloting through various terrains hold the
line or plough the fields! It's TOUGHER - the criminals
meld some heavy hardware - but so do you! You can

shoot hut you must dodge their flak_ heavy
gunfire, tracks unloading their cargo onto
your bonnet.., its the meanest pursuit
game to hit the micro screen. The extra
features will leave you gasping for extended

plat weather changes, bodyguard squads. ;made
lobbing bikers,gan-choppers... just play it!... we dare
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shoot the breeze! .in
you've hardly set your
down in the mighty A.S.S.

and it's all action. You sight a
your latest and most formidable balloon pop
piece.. _but now that bounce bomb has j
multiplied!!! lour the world in the most addicti•
arcade game of the year from Kitchell Corp. A q
eye and super fast reflexes will give you ju
half-chance of a win.., the other half will co
the bounce goes your way!
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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 Serge
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 Reaims and
many more.

COMPETITION
Fancy yourself as a racing

driver? Then US Gold
may have lust the thing for

you in this great Super
Monaco GP teaser...

3 9  COMPET IT ION
...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 SW/V.
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PALACE ART MAESTRO Jo Walker gets the Work In Progress treatment -  page 21.
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THE BITMAPS' Gods kicks off the
reviews p a g e  48

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 Scott ord 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 il l 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 more.

16.• • igitoolo
. — ••••, ••••••••.

40

42

47

84

88

95

99



DISC

This
month's
cover disk
provides
yet
another
first f o r
readers of
The One —
a chance to see a preview of a new
Assembly Line game before the
publisher has even seen it!
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game, so why don't you help out by jotting
down what you think and send it  to Rota

Remarks, The One, EMAP Images, Priory Court, 30
-32 Farringdon Lane, London EC1R 3AU. To make it
worth your while, we're putting upa software 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 Pipeman la 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 thai
kind of problem solving could he 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 i t  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, yellow, 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 at the
end of each
level as
follows: 10
points for
every
remaining
second and 100
points for
every unused
move.

THE ONETHE COVER DISK
20TOPLEX
THE CONTROLS
The joystick (or cursor keys) 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,
VP to mark a piece as being the first of a pair to be
swapped,
UP (againj 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 in a
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,
plus a safety margin to allow for mistakes. Every swap/
rotate performed decreased this indicator by one.

In addition, each level is timed, lithe timer reaches
zero before the level is solved. then the game is over.
To solve a level, it's important to look for pieces which
cannot match with any other piece and place them on
outside 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. A computer 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.
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LOADING
AMIGA AND
ATARI ST
Loading your
Retonlex 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.
Note: This disk is
not designed to
be used with
IBM PC-
compatible com-
puters.

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

FAULTY
DISKS
II you find that
your 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
Rumples Rep-
lacements. PC
Wise, Unit 3,
Merthyr Indust-
rial Park, Pent-
rebach. Merthyr
Tydfil, Mid-
Gla morgan,
Cymru CF48
ABR. Please
allow 28 days for
a new disk to
arrive.



CLASSIC ARCADE ACT ION IN A L AND OF MYTH AND MAGIC

•  I n  the beginning there was 'Druid', hailed as a milestone
game at the time of its release.Then came 'Enlighten-

ment', and now there's Warlock the avenger, the third
game in a classic series. Designed by Dem Carter,

Warlock the atenger takes the player yet deeper into the dan-
gerous world of Belorn, where the evil lord Acamontur
has returned to hold the land in his grasp. Strive to re-
awaken your ancient spells and find your way throut.41
eight trap-strewn dungeons, overcoming unknown
obstacles. locating secret passage-w,i
, , i n d  k e e p i n g

Molkomurn.i, .1,41n't G t n g r e , C o m k y  Roal Camhnicr CM 4W5
e-
-

Acamantor's monstrous InininOS at bay. Your task is to find
and destroy the evil power. Only by unleashing the
arcane power of Chat* can final victory be yours.

• two games in one. you gel the original Druid game, included free.

• use elemental fiirces to cast the most effective spells

• create Goterns and work together in the two player game

• avoid gigantic fire-spitting skulls and
Acarnantor• s teeming army of monsters

MILLENNIUM

Atari ST Si STE

AMIGA

Commodore CM disk

Commodore CM
cassette

£2499

l_10•99

Dim ribwed by US 43..1d Limited. TcbTht 0 2  I 62 k 6 6
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VIRUS EDUCATION
Dear The One,
Viruses are a real threat to all computer owners, but especially to new users. It s these
people who are most at risk t hey  aren't ignorant they lust don't know how to get rid of
(or prevent) this problem People usually only discover that a virus has struck when halt
of their disk collection is mysteriously wiped.

Therefore I suggest that the hardware manufacturers themselves help out these new
operators 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
collection right from the start.

Failing all this, there are other safety precautions which can prevent viruses. One is to
write-protect each disk (so the tab is removed to show the hole) as no virus can
overcome this. Another is to turn oft your computer for at least 30 seconds before
loading each new disk (instead of doing a •warm • bool•up).
Stuart Hardy,
Wales,
Sheffield.

Good idea Stuart? Sadly. viruses have become a fact of computer fife (and all because
some thoughtless idiots have nothing better to do than to prove to each other how
'clever' they are), so it would be a good thing to inspire new users to take precautions
right form the start. so, for an idea that's beautiful in its simplicity, you win this months
Star Letter prize of E 100 worth of (virus-free) software.

MOAN, GROAN
AND SHOUT
Dear The One.
I m writing to you about something which
nearly everyone who own s 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 people who illegally copy and sell
pirated software -  because these people
haven't got the 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 lum
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. I 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 start
Philip Abrahart,
Gillingham,
Kent,

Quite right Philip. You may be interested to
know 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 software which cannot be
easily copied. So lust remember those of
you who own pirated games, when you
Suddenly find that there are no new Kick
Offs or Powermongers for you to get stuck
into -  you've got no-one to blame but
yourself

COMPUTER
CONSOLE-ATION
Dear The One
Can I please give a warning to potential
buyers of these new games consoles

I recently bought a Sega MegaDnve
because I felt that the software on the
Amiga wasn't quite what I wanted wh i l e
MegaDrive games appeared to be great in
all departments

Most of my expectations were fulfilled.
bull 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  Mous e and St rider
(which I don't think will ever be m atched on
the Amiga, unless the software becomes
cartridge-based). These games had me
glued to the telly, but I usually either got to
the last level or finished them within three
days.

I'm glad that I kept my Amiga, as it does
have some brilliant games on it, such as
Kick Off 2 (and now Final Whistle, which I
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, I still have
some long-lasting games which I come
back to time and time again.

The MegaDrive is okay, but it 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
both worlds.

Maybe the situation will change with the
MegaDrive. as I hear that Dungeon Master
and Kick Oft 2 are both coming out for it. but
I 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.
I want  to congratulate you on a  very
interesting and entertaining magazine, but
there is one aspect of it that irritates me. Its
how soon you pant cheats and lips after a
game is released

For example, in Issue 25 you reviewed
Rick Dangerous 2, while in Issue 26 you
began a  full solution for i t  (a similar
situation happened with Dragon's Lair 2;
Time Warp). I hate to pay £25 for a game,
only to discover a solution to it almost

THE ONE

immediately.
Some people would say not to look at the

solution, but if you're stuck in the game it is
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
you haven't got the will power to stay away
from a solution until you're well and truly
stuck. Honestly... you can't win with some
people.

GREAT
INNOVATION
Dear The One,
I have invented a data storage device a bit
like a floppy disk, but which can store much
more data (and at a faster rate), However, I
don't know any addresses of compan les to
send the plans to
Robert Coare,
Dagenham,
Essex.

A data storage device that's bigger and
better than a floppy disk? if you're having
trouble getting people to look at it, send it
info us at the usual address and we s ee of
we can help you out.

TOPLESS
TITILLATION?
Dear The One,
I have lust finished reading your February
issue and was disturbed for find a letter
from a  M s  Moran describing y our
publication as chauvinistic. I 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 pixels in
order to satisfy the lust of  your male
readership,

But seriously, as a 23 year-old female, I
cannot understand attitudes like that of Ms
Moran Does  she really think men get
turned on by a collection of fuzzy pixels?
Alter al l ,  t h e  calendar wa s  hardly
pornographic, was it?

Moreover, she should try counting all
those pages of  half-naked men which
cavort amongst the pages! For example,
that cute little chappie in Wrath Of The
Demon who insists on running around
topless (oohl) i n  t he  middle o f  a
thunderstorm just s o 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,
Langworth,
Oxon.
Ms Moran's letter certainly stirred up a
great deal of interest t h i s  is only one of
many letters that we received on the
subject. from both sides of the argument.
One t h ing  t ha t  everybody  s hould
remember is that, like all Oinemaware
games, Rollerbabes (the game behind
the infamous calendar) is a pastiche of a
certain film arid TV style and is meant to be
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more tongue-in-cheek than realistically
serious. Let's hope that the humour shines
through on the finished product.

I CAN'T PLAY
AGAINST THIS
Dear The One,
Kick Off 2 was one of Ihe first games lever
bought and I've been totally addicted toil
ever since.

I pick  my  favourite team f rom 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. I 've
gradually got better and don't lose so many
games (admittedly mos t  games  are
draws).

The reason I ' m writ ing i s  one o f
frustration. During an important match
against one of the top teams, I was winning
one-nil with the game into injury time. First
an opposing attacker deliberately ran into
one o t  m y  defenders a n d  t o  m y
amazement a penalty was awarded. Biting
my lip and controlling my temper I dived the
wrong way. I couldn't believe my luck and
was delighted to see the ball strike the
post My glee then turned to sheer despair
as when I  tried to pick the ball up the
penalty taker scored from the rebound with
my goalkeeper still nowhere 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
hall, 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 top teams compete for the
prestigious trophies. Wouldn't you say,
Trevor?

READ THE SMALL
PRINT
Dear The One.

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

Over the weekend I purchased Ferrari
Formula One and Their Finest Hour.
However. when I got home and loaded
them up on my  512K Amiga, Ferrari
Formula One turned out to be mouse-
controlled only, rendering it useless to rne
as I can only play well with a loystick. Also,
adding insult to injury, Their Finest Hour
requi•ed a 1Mb expansion to provide a
decent game (to include sound that is).

What annoyed me so much was the tact
that when I 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

I know that if I had done my background
research before buying them then perhaps
I would not have this problem, but I 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 stale machine
specifications clearly on the front?
David Stanley,
Sanderstead,
South Croydon.

With the great range°, machine specifica-
tion that's become available recently, it's
becoming more and more difficult for
publishers t o come up with a  s ingle
package to suit all users of a particular
machine. However, one simple solution
would be to have the retailer demonstrate
the game to you before you make your final
decision -  mos t  good independent
retailers are happy to do this, but if yours
isn't just take your business elsewhere_

DUPLICATION
DILEMMA
Dear The One,

I am writing to ask if there is anyone who
can give me some help to copy disks on my
Atari ST. When trying to copy software I
always s eem t o  ge t  t he  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 vice versa. If you wish to use
the ' diskcopy' option, you must make sure
that both source and destination disk are
of the same type If you really have to copy
the fi les on a  single-sided disk to 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 t o  c opy  those disks that
specifically allow you to do so.

STARTLING
STATISTICS
Dear The One,

I have been buying your magazine since
Issue 4 and have come across some
startling facts (compiled from Issues 4 to
26)...
1. The lowest three average ratings for an
issue are 64 per cent (Issue 12), 63.3 per
cent (Issue 5) and 29 per cent (Issue 4).
2. The highest th ree average ratings for an
issue are 86.6 per cent (Issue 26). 86.9 per
cent (Issue 25) and 87.3 per cent (Issue
24).
3. The issue with the lowest amount of
reviews is Issue 12 with only six.
4. The issue with the highest amount of
reviews is Issue 6 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

AMSTRAD
ANSWERS?

THE ONE

(43 per cent). Degger (41 percent). Victory
Road (40 per cent), Hotball (37 per cent)
and Spitting Image (34per cent). The
worst percentage goes to Crazy Cars
with 33 per cent.
8. The games which have done best are:
Damocles, Midwinter, Paradroid 90, F-29
Retaliator, Fighter Bomber, Flight Of The
intruder, F-19 Stealth Fighter, Populous
and its successor Powermonger a l l  of
which reached 95 percent. The only game
to achieve better was Kick Off w i t h  a
rating of 96 per cent.
9. Th e  highest  amount  o f  l imes  a
percentage rating occurred starts off with
79 per cent (10 times) and 80 per cent (16
times), while the most common top rating
is 88 per cent which has come up 20 times.
10. The longest single-word tale of a game
which has been reviewed is the 13-letter
Thunderstrike, whic h narrowly  bea t
Archipelagos and Stormtrooper (both with
12).
11. The shortest single-word titles have
only tour letters' Baal, Max, Loom and
Pang.
12. The shortest multiple word title, Pop
Up, has five letters.
13. The longest titles reviewed are as
follows: Typhoon Thompson I n  Th e
Search For The Sea Child (40 letters).
Indiana Jones And The Last Crusade.' The
Graphic Adventure (49 Letters) and finally
Jack Nicklaus' Greatest 18 Holes 01Major
Championship Golf, which weighs in with
a staggering 50 letters!
Gary Carson.
Melbourne,
Australia.

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

Dear The One.
Can you please answer a few questions._
1. I 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 too 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 Bornblack be available for
the PC? If so when and can you review it as
soon as possible?
Aled Rees,
Cardigan,
Dyfed.

Askand you shall receive...
1. The processor is an Intel 8086, giving
you a speed of roughly 8Mhz -  not too
bad for playing games, but stilt a good
chunk short of ideal.
2. Because of Amstrad's machine set-up,
where t he power  runs  through t he
monitor, as far as we know it's not possible
to upgrade a 1640' s graphics specifica-
tion.
3. And ' may  the good news, Mighty
Bombjack is scheduled to hit the streets
sometime during March.

SERGFANT
SOFTWARE
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once again fl ies 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 fiance 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 leg).

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. It would 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 I can help out with. III went around giving software to
everyone who was careless when lifting patients, then hospital
porters all over Britain would be doing just that. Sorry V.E., but
your fiancé should have been more careful.

Dear Sgt. Software,
I am an Amiga 500 owner and yesterday had a catastrophe. My
cat 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 lather with it. Like a fool, my mother ran
to see what happened and my cat killed her too. I ran upstairs,
grabbed my computer and fled

The cat eventually calmed down, but not before he burned the
house down. I thought that everything would be okay. but then
my cal found an old air pistol and went  car shooting.
Unfortunately the cat was a little too slow though, and one car
squashed him into oblivion,

I 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 0112 (my lave 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 to rescue his computer
before the house was destroyed (it's a pay his mother and father
didn't show the same initiative). To reward this truly unfortunate
soul, I'm sending E100 worth of software -  but only when we
find the exact location 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 EC113
3ALP. The Sarge reads every letter that he
receives h o w e v e r ,  due to the size of his
charitable workload, he doesn't have time to
enter into personal correspondence.

BE
HEARD!
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WRITE TO THE
EDITOR with your
views and queries
and you could win
E100 of software
and an exclusive
The One T-Shirt.
If there's
something that's
bugging you,
about The One,
software, or life in
general, or there's
anything you want
to know, whether
it's about a
release, tips or a
technical problem,
or even it you just
want to reminisce,
then don't
hesitate to drop
us a line. II you
don't want your
letter printed,
please slate very
clearly NOT FOR
PUBLICATION.

Each month we
pick out the most
entertaining.
thought-provoking
or opinionated
letter. We receive
hundreds ol
letters and read
everything we
 but unfortunately
there's not space
to print them all,
This page
represents a
choice selection
of the latest.

SEND ALL YOUR
views and queries
to

LETTERS
The One
Priory Court
30-32 Farringdon
Lane
LONDON
EC1R 3AU

OR FAX YOUR
views and queries
on

(071) 490 1094
AND DON T
FORGET to
include your full
address, T-Shirt
size and machine
format'
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GET THE POWER
HE FIRST data d isk f o r
Powermongerwill feature
a World  War I  scenario,

but -  thanks t o  so me  cleve r
programming -  it  won't just be a
new se t  o f  graphics and  land-
scapes, b u t  a  comple te ly n e w
game.

Bullfrog o r ig in a l ly  designed
Powermonger so that it  could be
very flexible in its use of data disks:
not only can new data be loaded for
use with the existing code, but new
program modules can be created
as well.

This fi rst  scenario is  based -
unsurprisingly -  in  Europe, with
the player controlling the British
army, but beyond that there is no
attempt at historical accuracy. New
vehicles include planes that can be
instructed t o  s t ra fe  o r  b o mb
villages, or even pinpoint one man
to shoot, and tanks that can fi re
single artillery shells, or move off in
platoons.

Once again, there's an oppor-
tunity t o  p rog ress b y  mix in g
weapons together t o  f o rm n e w
types. For instance, a sword might
be attached to  a  rifl e  to  fo rm a
bayonet. Other weapons t o  b e
found include  a  Gatt ling  g u n ,
which fires 20 bullets at once in a
wide a rc.  Th e  compu te r in te l-
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. I t 's also
necessary to manage the industrial
complex and the  supp ly routes
maintaining your forces. Food is
ignored a s  a  variable, b u t  i t  i s
essential that constant supplies of
fuel and ammo are received at the
front line.

A n e w in formation requester

At.* So WITH A
MIGWTY LEAP, / ME
ANGELIC Fic7uRE
OF RASi  NA1I4AN
IS IRANSfoRMED

INTO,

THE WAN  T O END a ll wa rs Po w e rm o n g e r .

appears at the start of each level
giving de ta ils o n  wh ich  t o wn s
produce fuel and which produce
ammo, so  tha t yo u  can  decide
which to capture.

Bullfrog has continued to  play
Powermonger, and as a result has
adjusted the gameplay slightly in
this data d isk. Th is scenario i s
faster a n d  m o r e  o rie n t a t e d
towards action. It is very different
to the  orig ina l game, being f a r
more of a wargame, and visually it
looks worlds apart.

Depending on how well this data
disk does. Bullfrog has plans for
others. I n  t h e  p ipe line a re  th e
American C iv i l  Wa r ,  a  feuda l
Japanese scenario and a fantasy-

MARCH 1991
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based game. All o f  them will
very d if fe rent.  I n  t h e  fan tasy
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, b y  the t ime  any o f
these seethe light of day PC owners
will h a ve  been  treated t o  t h e
delights o f  the  o rig ina l Power-
monger.

Product: Powermonger -
World War I Scenario Disk
From: Electronic Arts
Call: 0753 49442
Price: TBA

TI-IE REAL AlYvENTuRE.c OF A T T N E  AAT/ cur t .  ARE AVAILABLE SooN -
F R o m  W A G E  W O R K S  o w  
A  f t u r . A  
r o s i n
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ADVANCED TACTICAL FIGHTER II

n Ltd,

ANCED TACTICAL FIGHTER 31
Strategic Frontline Action —

A 'clue blend of arcade action and mind-bending strategy.
oday's technology — fly into the future with ATF

4 0 1
Atari /ST E,  Amigo s 3 t o i  formats. r.r.p M199

Trade Centro, Watdur toor I l kombedey,  Surrey, Gt115 3AJ Te1: 0276 684959 fox:  0276 21541
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MAGNETIC ATTRACTION
HE UK'S PREMIER adven-
ture developer, Magnetic
S c ro l l s ,  h a s  t a k e n

a le a f  o u t  o f  Sierra 's book b y
re-releasing enhanced versions of
some of its superb text and graphic
adventures — Fish, Corruption and
Guild O f  Thieves -  i n  a  sing le

•compilation package.
The advanced Windows system

that was used in the well-received
Wonderland has been applied to
the programs: a ll three will n o w
boast more  graphics and anima-
tion as well as on-line help.

In addition t o  the games, the

NEW BUNDLS OF JOY
MI NG  HARDWARE add-
ons has never been easier,
as leading software d is-

tributor Leisuresoft has introduced
Techno P l u s ,  a  r a n g e  o f
competitively-priced periphera ls
for the  Amiga, ST, and PC that
come packaged w i t h  re le va n t
games.

The range includes an Amiga 500
RAM expansion  bund led  w i t h
either Dungeon Masteror Kick Of f 2
lone Megabyte version) for £49.99
(f59.99 with  clock). Alternatively,
you could have the same package
with Dra g o n ' s  L a i r  o r  t h re e
Cinemaware g a me s f o r  C59.99
(E69.99 with clock).

Amiga external d isk drives are
bundled w i t h  Sh a d o w O f  Th e
Beast, RVF, Battle Squadron, o r
Kick Off for just E89.99, while an S i
drive comes with  Corporation o r
Kick Off 2 for E79.99.

A high-quality Logitech mouse
for ST or Amiga is bundled with
Captive f o r E34.99, wit h  a n  PC
version to fo llow soon for E39.99.
Also available in  the  range a re
blank d i s k  p a cks  a n d  so u n d
systems.

In the  near future, Leisuresoft

package wil l  a lso 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 PC in March, with ST and Amiga
versions following in Early April.

Product: Magnetic Scrolls
Compilation Pack
From: V irg in  Games
Call: 071 727 8070
Price: E29.99 (PC)

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

MAGNETIC SCROLLS G u ild  Of Thieves,
as seen through new windows.

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 d i re c t l y  o n  0 6 0 4
768711.

BUYING HARD becomes easy with Techno Plus.

TIP TEN
United Kingdom
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CHALLENGE
Gremlin Graphics
POWERMONGER
Electronic Arts
FANTASY WORLD
DIZZY
Code Masters
GOLDEN AXE
Virgin Games
TEENAGE MUTANT
HERO TURTLES
Image Works
SPEEDBALL 2
Image Works
FAST FOOD
Code Masters
STEVE DAVIS WORLD
SNOOKER
COS
TREASURE ISLAND
DIZZY
Code Masters

NE GAZZA 2
Empire

SILENT, INVINCIBLE,
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The 38th British
International Toy and
Hobby Fair at Earl's
Court featured -  wai t
for it -  more than
50,000 different toys
from over 460
exhibitors! Gordon
Houghton selected some
of his favourites,

OYS ARE NO LONGER child's
play. These days 162 million of
the things are bought each year

in Britain alone - most of them going to
children under 10 yearsold. In 1990, the
total cost of providing those three-foot
human beings with toys, models  and
games actually topped fl  .1 billion.

This hyped handiwork is geared to all
tastes, encompassing the unusual (a
Madame Tussauds board game). the
tediously familiar Ian all-new range of
Turtles accessories/ and the up-to-date
(Saddam Hussein and George Bush
rubber masks).

One piece o f  good news  is  that
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 ages to
test for acid rain and clean water.

Just as topical (but more traditional),
the toppling o f  t he Berlin Wall has
brought a myriad of wooden wonders
from the good-old GDR, And just as
tradit ional (but not quite so topical), are
two new harbour sets from Lego, ideal
for budding builders wit h a nautical
bent -  t hes e k it s  ev en f eat ure a
speedboat for smugglers and a coast-
guard patrol boat

•  The tallest Lego Tower
ever was constructed in the
forecourt of Waterloo
station in 1985: it was
15_01m (49ftl high. o r
_The bad news is that the Subbuteo

people st ill haven't  quite perfected a
red-cheeked Gazza figure who can sob
or swear at referees. Gazzafans looking
for Gazzathrills won't  be disappointed
though: the jink ing Geordie maestro
has just donated his Gazzaname to the
latest Gazzagame — a n  LCD foot le
hand-held f rom Grandstand.

The mos t  unusual ' toy ' t o emerge
f rom t he massed 50,000 is  Bubble
Busters. This is, in fact, merely the air-
fi lled plas t ic  pockets  y o u  fi nd  i n
packaging, made up into sheets which
pop when you stand on them. Fix ing
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  novelt ies such as
banners, crackers, party invitationsand
place mats.

Whatever next? A game made from
sheets of  polystyrene that magically
squeak when you rub them? Glue that
you can stick on your fingers and peel
off slowly? Who can wait  until 1992 to
find out?
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TO N O ON E'S SURPRISE, the  chummy cha ra cte rs with  a
penchant for pizza  cleaned up la st yea r I f  the ir subterranean
success continue s in  1991, the y'll be  the  most popula r toy e ve r,
eclipsing e ve n the  Sta r Wa rs figure s of  the  1980s, Ensuring tha t
a million childre n a re  spoon-fed subaquatic pleasure  th is ye a r
will be  a  ne w T V series,  a  Se we r Dragster,  Psycho Cycle ,  Se w et
Playset. Footcruise r,  Pizza  Throwe r,  Turtle  Copter,  Se we r Tube s
Assortment,  a  Double  Barre lled Plunge r Gun -  e tc,  e tc_

THE M AM AS & PAPAS Ga ucho ba tte ry-powe re d death buggy
is a ime d a t  five  to  te n year-olds,  but some  ma y a rgue  its
advantages ove r a  Lade I t  ha s tw.3  forwa rd gears a nd one
reverse, pe da ls for the  acce le ra tor and brakes,  working  lights,
an ignit ion ke y,  a djusta ble  mirrors,  a  glove  compa rtme nt.
safety be lts a n d  e ve n a  log book and driving lice nce
,  I t  c a nspeed a long a t be twe e n five  and e ight kilome tre s pe r hour
lfaster than some  2CVO,  runs off two  6 V ba tte rie s a nd is ma de
a lmost e ntire ly of  polypropyle ne .

BATTERIES NI
•  The largest Toy Shop in
the world is Hamleys,
founded in 1760: it has
45,000 square feet of
selling space crammed
into six floors.

f\t\'''\

A R EC EN T IRAQI
BROADCAST to the
allied troops in  the
Gulf contained the

message: "Yo u r wile  is
sleeping with Ba rt

Simpson." This same
Bart Simpson is a lso

soon to sta r in h is own
board game for two to
lour pla ye rs aged IFOM

10 to adult. You ve
probably a lready he a rd

that Oce a n ha s
snapped up  at the

computer licence, but
did you know the

cartoon cube and his
family a lso ha ve  to

their name a
Crayon-by-Numbers
set, a card game and

a stick 'n lilt
adventure se t?

•  The longest toy in the
world is the 'Lots-a-Lots-
-Leggggggs', a 1,000- .

ii legged pink caterpillar
which is 76.2m (250f1) .
long and weighs 300113s'
It was created by the
Commonwealth Toy & •
Novelty Co of New Yorki
-

- r p m =
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•  The most expensive !oy
soldier ever auctioned was
a rare 70mm scale figure of
the Colonel-in-Chief of the
Welsh Guards. At £1200
its worth E17 per
millimetre.

WH AT DID ROLLER
SKATES,  hula
hoops, space
hoppers, a nd
skateboards a ll
have in  common?
ft you a nswe re d
that the y we re  a ll
crazes which
swept Ame rica  a nd
subsequently
tidied up here  a s
well,  you'd be
right. The  la te st
fad is the
M a tchbox M oon
Shoes (left), Aimed
at kiddie s from
eight to  twe lve  (not
exceeding 120 lbs)
they a llow the m to
bounce up and
down a s it  the y
had a  couple  of
trampolines
strapped to  the ir
feet An d  for
E34.99 a  pa ir,  e ve n
Neil Armstrong
might like  to  re vive
a fe w old
memories.JOT INCL,

THE TEAR S M AY
HAVE DRIED on

the che e ks of
Tottenham

H olspurs M a rs Ba r
Kid, but footle  is

still spa wning toys
a-plenty. Bille d  a s
a footba ll tra ining

aid, Pa ce r
Te chnology's
Kick-a -Ba ll is
essentia lly a

football with a
piece of e la stic on

it  which you tie
around your foot

and then kick a  lo t  I t ha s a  •comfortable
which e xpa nds from six to  twenty-four feet
of a  leg,  a nd which a llows you to  pra ctice
and goa lkeeping with or without a  partner.

can a lso be sta ke d to  the  ground,  a llowing
take pa rt a l l  th is for just  a

ve icro a nkle  stra p
at the  mere  swing
trapping, shooting
But wa it! The  ba ll
several pla ye rs to

penny short ot E14_
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at auction are usually dolls:
in 1989, Sothebys sold an

181 year-old Kammer and
Reinhardt bisque character
doll for a world record

0 0 , 2 0 0 .

IT COULD BE to  the  '905 wha t flares,  we dge s and kippe r t ie s
were  to  the  'M s b u t  right  now Ka ra oke  is king I t 's springing
up in  pubs,  clubs a nd a ssorte d shrubs a cross the  la nd T h e
appropria te ly named Singing M a chine  Compa ny ha s decided
that for those  of you who  wa nt  to  wa rble  a mongst fa milia rs,  a
Personal ka ra oke  M a chine  (above) is just  the  thing. For E325
converts hi-fi,  TV and vide o equipment Into a  fully-fledged vide o
Karaoke syste m Singa longa  Da vid Soul,  croon to  Gle nn
Campbell a nd swing your pa nts wit h  Kylie  M inogue  -  a nd a ll
in front of your parents!

VIRGIN M ASTERTRONIC chose  the  show to officia lly pre vie w
the Sega  GameGear,  more  or le ss a  hand-he ld ve rsion of the
Master Syste m M a y  is the  like ly re lease  date,  a nd E99 the
like ly price . Te n ga me s are  planned to  coincide  with  the
launch, Pengo,  Supe r M ona co Gra nd Prix,  Wonde rboy I I I  a nd
Columns are  a ll ce rta inties,  wh ile  the  te st should include
G-Loc, Sh inob i and M icke y M ouse . N ot  to  be  outdone,
arch-riva l N inte ndo is pla nning ha lf a  dozen Ga me boy re leases
in the  ne xt six months,  plus the  long-a wa ite d Supe r M a rio Bros
3 on the  Ninte ndo console  in the  a utumn

lyl

WHAT THE
STARS

ARE PLAYING

ose palatial pranksters claim to
eve gone 'very high-brow' this

month - and to prove it they're
playing Legend's Sorcerers Get All

. T h e  Girls (an imported American

1 adventure) almost to a man. Written
by ex-infocom storyteller Steve

• Meretsky,  it has all the qualities of
• t h e  now-defunct company's earlier

works and the boys are, in their own
immortal phrase 'great tans*.

•
A
n

! I t

echnically a n d  i '  s ely
playable," is how Andrew Braybrook

sums up the lads' current lave
games, with Speedban 2 apparently
scoring highest in the rivalry stakes
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especially in two player mode." The
Lemmings demo that's doing the

rounds is also a large filler of time
the boys are all looking forward to

gett:ng their viands on the completed
version, as well as a finished
Turrican 2, having played the

- :  original until the disk wore out

p o
i Amid cries of "We're not biasedr,

the Bros are spending most of their
playing time with Gods, 'We're just

trying to complete the thing,'
exclaims Eric. Aside from that (and
Super ManoWorld on Nintendo's
Super Farnicorn machine - those
hardware poseurs), their time has

been spent away from the computer
screen and involved in everyday life;

"Just for a

those d
S e n b  W A  are going right back
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no apparent reason) St ill in a
nostalgic vein, they're also running
up screen time with 3D Pool and
that management strategy classic,

Rock Star Ate My Hamster. And the

I

-, reason for flogging that particular
dead hcrse? "Because it was
cheap!" As if we had to ask!

TM

TM +  ••!: t in e .  1991 Twentieth Century Fox Film Corporation. All rights reserved.

• HE'LL BE IN TOWN SOON WITH A FEW DAYS TO KILL
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TEENAGE MUTANT
TURTLES
Image Works

• 2 NE STRIKE FLEET
Electronic Arts

3 A F-19 STEALTH
FIGHTER
MicroProse

4 V COLOSSUS CHESS X
CDS

5 NE FUN SCHOOL 2
(Under Six)Mandarin

6 NE FUN SCHOOL 2 (Six
to Eight Years)Mandarin

7 NE SUPER SKI
CHALLENGE
Players

8 NE PIPEMANIA
Empire

9 V THE HITCHHIKERS
GUIDE TO THE
GALAXY
Intocom

10
'

V WONDERLAND
Virgin Games

Compeed by Gallupy

O t t
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t FLI GHT
SIMULATOR
MicrDS01

2 CHESSMASTER
2100
Soltogire Inohvorla

3 POPULOUS
Electron< Arts

4 Se e  ATTACK SUS
Dit<tranic Ans

5 INDIANAPOLIS
Floalrornc

6 LEISURE SUIT
LARRY 3
Siena On-I ine

7 T H E COLONEL'S
BEQUEST
Sawa On-LIne

8 BR U M E PLAYER
Oxford So/linens

9 KI N G S QUEST
TRIPLE PACE
Sierra On-Liner

10 HERO'S QUEST
Sierra On-Line
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TV: SPORTS FOOTBALL -  hist one of the classics soon to be
available for under a tanner as part ot the Mirror Image range.

THE ORIGINAL 16-bit specialist publisher. Mirro r-
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 o ld  Mirro rso f t  games complimented b y
products from other publishers.

The range of products planned to appear on the
label i s  impressive, including Speedball, Carrie r
Command, De fende r O f  Th e  Crown ,  a n d  T V
Sports: Football. Further games will be released at
the rate of two a month.

US GOLD
GOES
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 b y  va rio u s American  pub lishers o n  a
product-by-product basis, th is is the first time that
the fi rm 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 fi rst time that the two companies
have worked together — US Gold used to distribute
products in  Europe for Accolade.

THE ONE

VsKine s o o n  to
get e xposure

Stateside with the
help of Accola de .

MARCH 1991

UPDATES
BARDS TALE III: THIEF OF FATE•
Electronic Arts
March 1991
Amiga C24 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
lincluding Chronomancers and Geomancers),
automapping and more than 500 monsters (some
of which can be used as player characters).

The plot fo llows on from The Bard's Tale II:
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 na sty

dungeon denizen
that a wa its you in

Ba rds Ta le

SKI OR DIE
Electronic Arts
Amiga
E24 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 — simila r 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 dowii 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.

ITS 'SNOW JOKE'
hurtling off the  e nd
of tha t ra mp a t 44:1
mph, e spe cia lly if
you la nd in a ny
position othe r tha n
an upright one
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1111.
The Soviet Union has produced the
finest air superiority fighter in
the World.
Now Domark give you the thrill of
flying the formidable M1G-29 Fulcrum on
your computer.
Prove your skills in a series of gruelling
missions based on real life scenarios.
MiG-29 Fulcrum -  the ultimate
experience in combat aviation.

ONLY THE MiG-29 FULCRUM
SIMULATION OFFERS:

Full  force aero model
Al Ergonomical ly optimised controls
N Actual  instruments and avionics
Al Accurate modelling of high g-effects on

pilot, including simulated black-outs
Al "Expert-dri ven" combat systems
Al Unique missions featuring real

world scenarios

Programmed by Simis Ltd.
Software, A r b i t e r *  and Packaging 0 1 9 9 0  Domark Software Ltd.

m10-99 p o g r a p h s  courte vi of John Lake/Osprey Publishing ©1990
Published by Docnark Software Ltd.,  Ferry House, 51•57 Lacy Road, London SW15 1PR. Tel, (081)-7110 2924

Mailable  on, Atniga, Ata ri ST, I I M  PC 3 .S• & 1 .25". Amiga, Ata ri ST, BM  PC screenshots.
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ORT STORIES
Mindscape is planning a game

that's greener than The Turtles,
having signed u p  the  popular
American cartoon character, Cap-
tain Planet (who's currently attrac-
ting moreviewers in the states than
the terrible terrapins). Captain
Planet is thefirst '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 a nd computer
beat ' e m  u p  Do u b le  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 is to 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
starred in a film, the other being the
Mario Brothers film currently in
production.

Lexi-Cross i s  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.

e i l N 7
1 1 1 1
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Megaphoenhi
cla ssic 7 0 's

coin-op a ction
given the  9 0 's

treatment b y
Dinamic.

The Brothe rs Le e
in a ct ion In Double
DragonI i  -  bu t
wholl p la y the
boys on the  big
screen?

Reliving the  ra cing
legend's pa in a nd
humilia tion with
Mario Andre tti's

Racing Cha llenge
Spectacular

crashes ca n be
reviewed using the

actiOn re pla y
feature.

One thing that's
evident from
Interplay's
Lext-Cross T V
gameshow humour
hasn't got a ny
better e ve n  in  the

21st Ce ntury.

*  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
their exploding eggs. However, the
original concept has been brought
more in line with the latest shoot
'em up trends — for example, a
large e n d  o f  level s hip,  t h e
Megaphoenix, has been added.
Other innovations include more
power ups  t o  b e  collected, a
simultaneous two-player m ode
and a £24.95 price tag.

*  Electronic Arts is to complement
its excellent Indianapolis 500 rac-
ing simulation with Mario And-
re t t i ' s  R a c i n g  C h a l l e n g e .
Developed by the auto specialist
Distinctive Software Inc (the team
behind TestDriveetal),thisfollows
the career o f  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 ,  a nd
Championship Cars. However, in
addition to demonstrating driving
skills the  player must manage
resources and sponsorship if he is
to mirror Andretti's meteoric rise to
the top. Mario's Challenge will be
available on the PC in March a t
£29.99 with other versions planned
for 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 WO 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 eam themselves a place in the exclusive
Kick Off Championships to be held on The One's stand, with an
incredible prize f or the lucky winner. Full details will follow nearer
the date but for now, let's have a big hand forthe first lucky player
to win himself a place, Gary 'Lineker' Neal. YaaaamIl

FROM A  rather poor
centre, Gary ends up
kicking the  ball
straight 11110 touch.
The ball is thrown in
and an opposing
defender prepares to
run upheld with i t

AS THE  DEFENDER
turns to pass the  ball,
Gary quic k  as a tia lh,
intercepts and darts
towards the edge of
the boa. a t a
45-degree angle to the
goal

BEFORE THE  defence
can reach him a n d
even before  he gels to
the penalty area
Gary launclael a
thunderoua ball high
Into the air. The  ball
arches OVIK everyone
in the  boa and lands
firmly in the  corner of
the ne t The  'keeper
can only  hang h i ,
heed in s ha m .

•

Do you have a goal that puts even that one to shame If sc., send it to Golden
Goals, The One Magazine. Priory Court. 30-32 Farringdon Lane, London ECIR
3AU. Please note that as from neict month the prize vrill no ionger be E200 in
ash, but £100 of sewage. Remember, we only want the best, the very best •
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DU must send a sotable 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 SF), the entrant's name,
address and (if applicable) telephone number. A descript
,
on
of the goals would also be handy, along with what type of
pitch they were scored on.
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Are you bored of games that pose
no real challenge? Mindless
adversaries that can't fight bock?
Dumb nasties who just ask to be
slaughtered?
GODS is a complete departure!

O .  i fi dbe r • po t i
,

•  1 *

Featuring a revolutionary system of
artifkkil intelligence, your opponents react
to your actions and interact with
the environment.
Perhaps guile will achieve more than brute
strength! Your cunning, as well as skill
with the fearsome array of weapons at
your disposal, are needed equally to
overcome the enemy...

W h o  t i t i l • P P . ' . 1 1  W a r t ,   f  • • •
•to• • • 1 1  T h •  •  p  a f o t h e r n .  P u b '  fi l h o o f  b y  R • b  O O O O O

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

Have you got what it fakes
to be a GOD?
Amiga, ST, PC
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PROJECT
Realms

PUBLISHER
Virgin
Mostertronic

AUTHOR
Graftgold;
Steve Turner
(Design, Coding)
Michael Field
(Graphics)
John Lilley
(Graphics)
David O'Connor
(PC Programming,
Sound)
Jason Page
(ST/Amiga
Programming,
Sound)

INITIATED
June 1990

RELEASE

AMIGA
Autann 1991

ATARI ST
Autumn 1991

IBM PC AND
COMPATIBLES
Autumn 1991

A LONG TIME AGO when Graft-
gold's Steve Turner was just a poor
overworked Spectrum program-

mer, he hod the germ of on idea: a strategy
game with a simple user interface that
offered o complex gomeploy challenge al
the some time: 'I hod the design all mapped
out, but when I storied adding up what I'd
need, there was just no way a Spectrum
could do it, so I just binned the idea."

Five years on, with a whole host of
Graftgold projects including Porodroid,
Rainbow Islands and Simulcra behind him,
technology has finally caught Steve up.
What seemed impossible with 48K of
memory fed by  a  cassette recorder
suddenly appeared more plausible when
faced with 520K and a disk drive.

In the end, it was a selection of fractal
mop demos 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 maps? That's when we put
the two together."

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

Achieving your aims is o question of tax

nc
Kati Hamza visits Graftgold to find the veteran
developer taking up arms in a new kind of strategy
game.

control. Wi th some clever  military
manoeuvring and a modicum of financial
wheeler dealing, the aim is to construct a
spider's web of  financial connections
designed to fill your gaping treasury. If all
goes well, prudent strategy ond some deftly
applied coercion should make you fat,
famous ond 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 coll the most original scenario since
Pong: "It'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 doesn't
work very well. What we've tried to is make
the strategy game come aye with pictures,
sounds and movement so that you get the
feeling that you're trying to control a real
world. Whenever something happens we
wont to show people.'

The result is a veritable orgy of graphical
integration. The map system at the heart of
the display is entirely fractal-based. From
the mom n mop it's possible to zoom into a
variety of smaller mops which geographi-
cally resemble the original.

In bottle, this landscape isn't justfor show,
the 3D actually influences the course of the

5000 1e4r511

THE MAIN MAP screen provides an overall world view, A single click on the relevant
icon (the graphics haven't been completed yet) shows the distribution ot army units,
cities and tax links. Note that in keeping with Steve's stringent principles of on-screen
economy, all the information you need on your financial affairs Is displayed in three
piles of coins. These show incoming tax, outgoing expenses, and the amount currently
in your tre a sury.

THE MAIN WORK screen scrolls in
910riOUS fractal 3D at around 12 cycles.
It's here that you perform your day-to-day
duties and gain in-depth information on
units and cities. This is when t he
resemblance to Powermonger is at its
most obvious,  a lthough Ste ve  is qu!ck to
point out that this is only superficial:
"Powermonger runs fast when you've
hardly got any map on the screen. When
there e re  lots o f  polygons it  slows down
to a n a bsolute  cra wl. We 've  gone  for
speed of update rather than zoom in and
twist ability so that you can scroll around
the map at a decent frame rate and get
response from the icons. It feels more
arcadey, le ss stodgy."

IN TH E SPIRIT of gra phica l Integration,
clicking on individual army units brings up

a detailed illustration of exactly the race
and type of soldier you're dealing with.

With a couple of extra clicks you can
re-equip this Amazon antireiy, transform

her into a heavily-armoured intantryperson
or give her a horse and promote her to

the cavalry. Weapons are always available
as long as you have the cash, so it's

entirely up to you whether you build up a
small company of elite troops with

excellent weapons or make do with a
larger, more ramshackle bunch.

i i i
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conflict. If you're up the hill ond charging
downwards you'll hove the advantage
over the people coming up. In a large-scale
confrontation it 's possible t o focus on
specific units and change their formation or
move them around accordingly.

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

ul
small ond there's specific text to 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't take long to
grasp the rules, but you con 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. "There's
no need to worry about how to do things -
you can just concentrate on deciding what
to do."

A large chunk of development time so for
has g o n e  in t o  wh it t lin g  the  ico n s d o w n  t o  0

EACH OF THE FIVE races Is divided into a number of sub-species (good and bad
elves, for examplet and has different fighting abilities, especially when it comes to
using weapons. A heavily-armoured man can see off light orcish Infantry fairly
smartish, but an ell with a bow is almost unbeatable.

THE ONE

HUGE FIGURES like this are vital for
atmosphere but heavy on memory. Before
compression, they notch up a massive
55k.
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SO FAR  Re a lm s u se s a ro u n d  200 d if fe ren t  sp rit e s,  ra n g in g  b o rn  g ia n t  u n it  illu st ra t io n s
through t o  th e  t in y an ima ted  so ld ie rs sh o w n  he re . St e ve  is  de te rm ined  10 keep  in  a s
much  an im a t ion  a s p o ssib le ,  in clu d in g  a  sp e ct a cu la r fi ve -f ram e  wa te rfa ll -  however,  it
memory p re ssu re s demand,  t h e  m o re  pe riphe ra l e f f e ct s w i l l  h a ve  t o  g o .

minimum. Wherever possible, the obvious
should always work
; i f  y o u  
w o n t  
m o v
e

your troops around, f or example, you
simply click once on the men you wont to
move, once on the place you want them to
move t o ,  a n d  t hey ' l l  automat ically
negotiate the landscape to get there.

The world model has been designed to
tutor the player, i t  continues evolving
whether or not you participate in its history
and displays a  series o f  prompts and
messages designed to spur you into action.
This hos obvious advantages for beginners
for a crash course in how things work, just sit
bock, relax and learn as the action unfolds.

Beneath this deceptively simple surface

ALTHOUGH
EVENTS have a
iandency to evolve
independently.
even at the
outermost reaches
of your empire, it's
vital to keep
abreast o f  e xa ct ly
what is going on.
For now
Hawkmoor seems
fairly peaceful: if
you sent a party ot
troops here they'd
be g ive n  a  f r ie n d ly
recept ion, h a ve  a
good time, and
boost morale. if.
however, the
people were
hostile or in
alliance with
somebody else,
your soldiers
would
automatically ley
siege and block off
any relevant supply
routes.
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PROGRESS

PROJECT
Realms lurks° complex and

highly structured
game, every port  o f  which has been
painstakingly worked out  for maximum
potential. Steve adapted the mop editor
used to plot patrol points in Simulcra to
position cities and build up interdependent
structures by hand: 'This isn't going lobe the
kind of game that has six million random
starting points, because I'm trying to create
a really interesting world to fight for.'

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

Whatever you do, it's vital to consider all
of the possible consequences o f  your
actions. For example, you might think that to
make a city grow, all you need to do is cut its
taxes. Just when you think all your problems
are over, you're faced with a population
explosion, an influx of immigrants encour-
aged by the thought of easy pickings and
incipient famine. "That's one reason why a
message feedback system is  so vital,"
explains 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 gel 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 time or memory. It
doesn't matter how much time the computer

NO DEFINITE SOUND work has begun as yet, but there
ore plans to specially re-write the in-house generator.
Grcifigold'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 different tunes and sound effects
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 advantage is that you end up with a
soundtrack that doesn't repeat itself too often, become
tedious, or get on your nerves. •

SHI ELDS HAND WEAPON,.

MatICE
- t  N S O N

1  SHAI R

GIZAFTGOLD f 9 , 0

. 71‘ , Pl i t rTG
O
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FORGET COMPLEX MENUS and long instruction books. It takes just a few Icons to control
your empire, but hours to work out exactly how to use them best

THE ONE

needs to think in a Chess game, but at
arcade speed the computer's got to keep
thinking in little bits while the game's going
on.'

It may be tough, but Steve isn't daunted.
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would be possible at the frame role we
wanted, but we're really pleased with that
low." He's confident that come summer
hell be saying exactly the some thing about
the Al.  "It 's already starting t o  come
together."

Meanwhile, Groftgold has plenty o f
other irons in the fire. Fire And Ice, an
arcade cutesy in the mould of  Rainbow
islands, is currently being programmed by
the other Graftgold supremo Andrew
Braybrook and plans are afoot to convert
Pa radrold to the PC Engine for NEC,

INSTEAD OF USING a standard backdrop to illustrate cities, the
graphics (rendered in Cyberpaint) can be tailored to illustrate the
specific situation of a town: lots of wholesome looking houses if
things are going well, more ruins if they're not.

THE GUYS that make it possible. Steve Turner and the rest of the
boys with the brains. II
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TECIMOPORII
R012b113 is b e i n g
developed using PCs
running the infamous
Yektor
Grafix/Reoltime
development system
Sexism It's been split
into a number of
development
modules so that all

versions are
actually in progress
at once. Different
modules are
developed on
different machines
and then converted
across. It's too soon
to say how much
space oil of this data
is going to take up,
but she in•house
compressor is
definitely going to be
called in for the
memory-intensive
sheet graphics which
it can reduce to
around 35 per cent.
And because
everyone at
Grafigold hates disk
swopping and
accessing they'll all
be doing their best
to keep that to a
minimum

1
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PROJECT
ELF

PUBLISHER
Ocean

AUTHOR
Nirvana Systems:
Paul Oglesby
(Graphics)
Damian Slee
(Coding)

INITIATED
Febniary 1 990

RELEASE
AMIGA
Late March

ATARI ST
Lute March

IBM PC AND
COMPATIBLES
TBA

Ocean's
latest is set
in a land of

little
people

Ciaran
Brennan

plays
Gulliver.

THE ON

Little Things
T'S NOT EXACTLY RARE that a
couple of new faces appear in the
offices o f  a  major  sof tware

company, drop a  disk o r  two on the
development manager's  des k  a n d
announce that 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 ore the
duo in  question ond t he gome they
confidently presented to Ocean contained
an early demo of  Eff, a platform-based
blend of action and strategy, held together
and spiced up with a healthy dose of good
humour.

Collectively known cis Nirvana Systems,
Paul and Damian have lived in close
proximity in Harrogate for longer than
either cares to remember. Consequently,
their coming together as the latest in a long
line of programming duos wos less than
dramatic. 'After we'd both finished Univer-
sity, Paul came °round one day and said
'why don't we write a game?'," explains
Damian.

So hod the pair whiled away  their
younger days in front of a monitor screen?
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had a BBC and I played a lot of games on
thot, but nothing much otherwise."

But despite this relative lock of gaming
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 maniage made in
heaven as far as game development is
concerned.

And so to the team's first efforts. Elf takes
up the story of a diminutive chap called
Cornelius who finds himself in the unlikely
role of  hero when he has to rescue his
girlfriend who's been kidnapped by on evil
gong. The exact nature of this gang, and
why they should be kidnapping girls hasn't
been decided as yet, but Damian is keen to
point out that the plot isn't simply the same
old fore: 'It's a pretty well-used sioryline

really," he odmits, "but it's got quite a good
twist at the end."

To get his aid lady back where she
belongs, Cornelius hos to negotiate six
levels -  most of which comprise over 100
screens! The little blighter works his way up
from his initial standard weapon through a
series of spells and upgrades to eventually
become the toughest Imp on the block.

Ws not just a matter of massive death and
mayhem though Some of  the obelisks
which block our hero's path ore indestructi-
ble, so in addition to shooting just about
everything that hops, skips and crawls
through this fairy  tale land,  it 's  olso
necessary to work out the best route to get
to the end of each section.

Becouse many of the screens hove to be
'solved' as separate puzzles, the boys
weren't able t o  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
quickly scrolls in the appropriate direction
and the action starts again in front of
another static backdrop (it's not known at
this point whether this feature will make it
across to the ST version).

This impressive feature is only one of
many that have been incorporated in the
program: t he way  t he 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.

So what's nextfor the men from Nirvana?
They're remaining quite tight-lipped about
the form that their next game will take,
divulging no more tho n thatit will be o space
game and that it will probably be published
by Ocean.

One thing's for sure though, if  future
product retains the quality displayed in this
initial effort, then it shouldn't be too long
before this litt le Elf  is  replaced by  a
developing giant.
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DOORS, LADDERS,  cute  a n d  not so  cute ) wildlife  a n d
Corne lius himse lf. E l l s  e nvironme nt is nothing if  not pre tty,  but

our he ro ha s litt le  cha nce  to take  in  the  sights a s things a re
about to  sta rt hitting the  I a n -

AA'AA,1 1
1 . '
1 ;

OUTSIDE ON E OF  THE ma ny shops (le ft I,
our he ro ha s just  a  couple  more  bad guys
to see off before he can pop in tor a
browse,

ONCE INSIDE (be low),  you're  presented
with a  list  of options. the  idea  of  se le cting

your own powe r-ups isn 't  ne w b y a ny
means, but it 's ra re ly been executed with

as m u ch  style  a s you  se e  here . I n th is
little  e mporium,  the  idea  is to swa p the

herbs a nd 'pe ts' tha t you've  colle cte d
along the  wa y for a  va rie ty o f  use ful

spe lls.
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If

OUR HERO is a  ma n o f  ma ny ta le nts -  wa lking,  lumping a nd
ducking a re  just  three  of  them, a s I llustra ted b y the se

animation frames,

2AirgiAlC THIS WORLD  is re a lly buzzing,  the  top
six pa ne ls are  animation fra me s of some

of the  'living ' floa ting pla tforms,  while
the remainder a re  some  of the  le ss-

intimidating inha bita nts (che ck out those
nauseating bunnie s though

euuugghlth9 . 11 doe sn't do too much
harm to knock oft e ve n the  cute st of
these sprite s,  it  doe s howe ve r a ffect

your evenlua l 'nice ne ss' ra ting,  which,  in
turn, a ffe cts which of  the  two e nd

sequences you se e .

THE ONE WORK IN
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ATTN:K
1.1 B R  TRIF:

TALI (  A B O U T  W H A T ?

IT'S N OT N EC ESSAR Y to  de stroy e ve ry-
thing that move s i n  fact,  it 's some time s

desirable  to stop a while  a nd shoot the
breeze with the  loca ls (ra ther lha n sim p ly
shooting them). T h is cha p on the  le ft,  for
example, looks like  a n inte re sting type , ..

.,.IF YOU  D O choose  to take  a  bre a k from
killing cutie s,  you 'll find yourse lf  a t th is

Intricate 'inte ra ction' scre e n (be low). The
intrica cy a nd a ttention to de ta il doe sn't

slop a t the  gra phics e ithe r t h e t e ' s  some
genuinely tunny bante r to be  engaged in ...

is your wit  up to the  job?
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of a home on any friendly island

above the rising seas.
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i n  the more temperate equatorial
reaches of the Atlantic, only one of
forty-two islands held out a hand,
welcoming the survivors into the
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."

6Ut

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



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.

O RESTRICTED 0
MISSIONBRIIIEFINIG-BENIMAZAR

O  Y o u r  fi r s t  miss io n  o b je c t ive  i s  t o  sabotage a  0

O  P o w e r  S ta t io n ,  Y o u ' l l  need t o  t h in k  th rough '
0 the e n t i re  process f o r  y o u rs e l f : -  s t e a l
O  e x p l o s i v e s  f ro m a  l o c a l  a rmy base; fi n d  th e

engineer who designed t h e  s t a t io n ;  re scu e  h i s
O  d a u g h t e r  t o  persuade h im t o  g ive  you t h e

plans; h i j a c k  a  ve h ic le  f o r  use; dodge o r
O  k i l l  t h e  se n t rys ;  p la n t  t h e  e xp lo sive s,  a n d

O  fi n a l l y  escape unseen.
In e ve ry mission ,you  a re  on yo u r own, b u t  n o t

O  w i t h o u t  h e lp .  The re  a re  4000 in d iv id u a ls  w i t h  0

O  w h i c h  you may in t e ra c t ,  i n c lu d in g  f r ie n d s ,

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

Rainbird, the Masters of Strategy.

C.

foes, a n d  foes p re tend ing  t o  be f r ie n d s .

c c  E ve ry  ch a ra cte r has t h e i r  own lo o ks ,
p e rso n a lit y  and l i f e  h i s t o ry  t o  assess. You

O  h a v e  twe n ty-f o u r modes o f  t ra n sp o rt  a va i la b le  I  0
to  you, a cro ss la n d ,  th ro u g h  t h e  a i r  and bo th

O  a c r o s s  and th rough t h e  seas. You have o ve r a  0

O  q u a r t e r  o f  a  m i l l i o n  square mi le s  t o  co ve r,a l l  mapped u sin g  Mae lst rom's un ique 3 -D l i g h t

O  s o u rc e d  f r a c t a l  landscapes, and  thousands o f
b u ild in g s t o  e xp lo re .

'Flames of Freedom provides you with a magnificent strategic
challenge, fought according to

r strengths, weaknesses
abilities, and visualised via

los sequences even more
ning than those of its

edecessor - with Midwinter II,
age dawns,

?ntur ous strategy game. Midwinter II, This time its personal !
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•  S o p h i s t i c a t e d  character profile
generatonsallovfyoutochooseyourown
looks, sex, psychology and physical
characteristics.
•  C h o o s e  to use Training mode to

practice any aspect of the game. Tirefight• to
try one complete mission, or 'Campaign' to
tackle the whole shooting match!
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•  C o v e r  a quarter of a million square
miles of accurately mapped 3-D terrain,
generated by light-sourced fractal techniques
•  A u t o - r o u t e optionsal lowyouto plan

and execute travel within the I D
automatically
•  I n t e r a c t  with 4000 characters, each

with an individual personal profile.

•  U t i l i s e  24 modes of transport,
acrossland,skiesandseas.
•  F i g h t  with 12 differentwaapons

against a massive array of opposing
firepower.

Useyourinvesfigativeand
deductive techniques to solve endless
challengestoaid your progress.
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PROJECT
Super Cars 2

PUBLISHER
Gremlin

AUTHOR
Magnetic Fields
Andrew Morris
and Jeremy Smith
(Graphics)
Shaun Southern
(Programmer)
M C Slack (Music)

INITIATED
October 1990

RELEASE
AMIGA
End March

ATARI ST
End march

IBM PC AND
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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.'
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extra hazards to negotiate too. Some of the
lumps now cross actual roads on other ports
of the track If you miss the opposite side of
the lump the car plummets onto the rood
below, exploding spectacularly. This makes
driving underneath lumps quite hazardous
— other drivers have a habit of falling short
and then falling on you!

In addition there ore crossover areas in
which cors hurtle in from different angles,
bits of two-way road, banked hills for
overtaking, gales which open and shut
constantly (requiring careful timing) and
tunnels.

Another innovative feature is the use of
different r ood surfaces to affect the
handling of the cars. Spilled oil and patches
of water and mud have been carefully
designed to add that little bit of excitement
to driving. Each car hos a domoge rating,
and every time you get hit or go spinning
into a wall your rating drops. If it gets too
low your car is a write-off.

This sequel even includes 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 at

THE ONE

E REVIEWED the original Super
Cars way bock in February of lost
year (Issue 17). It was veteran 8-

Bit programmer Shaun Southern's debut
16-Bil 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 at 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 games hos now increased to
include the likes of Badlands and Ivan
'Iron Man' Stewart's Super 011-road
Racer (both of which have the advantage
of being coin-op conversions), Super Cars 2
hes a lot to do if it's to be first post the post.
The split-screen Option could be lust the
advantage it needs.

Unlike Lotus Esprit, the two-player split-
screen in Super Cars 2 can be switched off if
you are playing on your own, If you do play
with a friend only one of you has to qualify in
each round to ensure that both of you get
through.

Don't be fooled into thi nking that the split-
screen option is the only extra feature that
Super Cars
? h a s  
t o
o
f f e
r .  
T h
e  
m o
s t  
o b
v i
o u
s

difference is that the
courses a r e  not
confined t o  a
square area, they
can now be all sorts
of weird and won-
derful s h a p e s ,
mode more unusuol
by the addition of
roods running dia-
gonally. The final
game wi l l  have
either 2 0  or  21
courses, split into
three levels of diffi-
culty — that's quite
an improvement on
the original game's
nine tracks.

There ore o few

Kings 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
stop them.
certain points - you'd hove to time your run
over the crossing.' Now, on certain courses
you even have to drive along the tracks
after the train has passed!

While the original game hod 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
Max, like front and back-firing missiles,

TECHIMPORII
No. of sprites: 288 definitions of
the nine different rood slopes).
Sprite usage: Main processor ti
shadows. There area maximum of
screen.
Frame Rate: No more than three frames per seconv
maybe two at times,
Size of Graphics Data: approximately 200k per sprik
uncompressed. There are 20 courses at 190k which
crunches to 40k each, Other graphics toke up about
0.5Mb.
Size of Object Code: 40k
Development System: Amiga 2000 with accelerator
board. •10.Mb hard drive and 3Mb RAM running Hisoffs
Devpo,

UI

ec;

choppir
•dch half of

HERE'S WHERE
those pre tty

explosion sprite s
get put to good

use. Jumps are not
only hazer- dous

for the  ca rs
attempting them,

but also for those
trave lling

underneath. You
can be driving

along, minding
your own

business, when
you are suddenly

hit b y ha lf a  ton of
Jelling Volkswagen

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 dealing with the blonde
bombshell in the first game extra parts are
now bought vio a computer system in the
shop. Too bad!

To add to the atmosphere, Shaun has
once again added some special screens
between races. In one, a Department Of
Transport inspector questions you on the
highway 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 featu resin this
sequel it certainly looks like Gremlin and
Magnetic Fields have a good chance of
taking pole position yet again.

THERE ARE a lot of
e xplosion sprite s

and the y're  a ll
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 ma king a
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Here's how the
origina l Supe r Ca rs
looked like  (above).
It was one of the
more succe ssful

Super Sprint
inspired products,

notable for it s
larger gra phics

placed into a
scrolling window.

rather than the
whole pla ying a re

being squeezed
Into One scre e n.

The se que l
promises to deliver

even more
playability.



;ANOTHER proble m I s tunne ls. The re  a re  a
few nice  long ones,  a nd since  you ca n t
see wha t 's happening it 's ve ry e a sy to ge t
lammed up a ga inst a  wa ll o r to  collide
with other ca rs. Eve n driving in  a  stra ight
line is no guarantee aga inst the  re ckle ss-
ness of othe r drive rs.

THE ONE

THERE IS a  de linition of the  ca r for e ve ry
possible  dire ction on e a ch type  of road
section t h a t ' s  one  he ll of a  lot  of sprite
data, but the  ca rs in  a ction a re
impressive ,
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THESE STATUS panels have still to be fully implemented, but they
will e ve ntua lly provide  use ful Information during e a ch ra ce . I t 's
a lways ha ndy knowing e xa ctly wha t sort of  hardware  you ha ve
le t  for providing the  opposition with extra  in-ca r ve ntila tion.

THESE MINI ma ps
of the  course s

show where  ca rs
can tra ve l a nd

where lumps a nd
tunnels are  located

A N EW a ddition is
the occasional
lump ove r lowe r
sections of  roa d
(left). The se  might
not look too
difficult,  but unle ss
you ge l your
heading a nd t iming
right the y ca n be
disa strous time
wasters-

WORK IN

HERE'S THE ma in
feature ne a tly de -
monstrated s p l i t -
screen ra cing to
accommodate  two
player due ls. Ea ch
halt of the  scre e n
scrolls se pa ra te ly
to ke e p the  re spe c-
tive  ca r centered

SOUTHERN COMFORT
IT ISIS A TRIBUTE to Shaun Southem's progromming
that he has been able to use much of the controlling code
form the origirial game in the sequel: ''l took a couple of
things Out," he explains, "and tidied it up a bit. It actually
runs a little too fost at the moment."

The cars are controlled in the same way as the original
game,although there isan optiontochonge that: "I've kept
the handling the same as in Super Cars,' Shaun told us.
"Playability is the most important aspect of this sort of
game, and people liked the first game because tte
handling was good. It  was eosy to do things like
handbrake turns, Now you can even get the cart° take off
in the air on bits of the road that aren't even jumps."

Many of the additional features in the sequel, such as the
trains, are ideas that Magnetic Fields had originally
wanted to implement in the first game, but were forced to
leave out becouse of time or technical restraints: "A lot of
extra ideas come from reviews of Super Cars," was
Shoun's opinion land one which should gratify much"'
maligned critics). "I think we managed to get everythi
we wanted into this one.'

Perhaps because the essence of the code for Super Cars '
2 already existed, the most difficult aspect of the
programming proved to be catering for the mo
complicated course designs_ All the courses ore built up
predefined graphics blocks and overlaid onto that is , •
mop showing where the cars can travel, where the jumps -
are and masking so that the cars disappear when
*evening under bridges.

Shaun tried lots of different methods for achieving th
.particular effect before coming up with a practical one. I

the original game the cars disappeared when they we
under certain colours, but this method is rather too slo
The code in the sequel checks for the cars moving in
certain areas front other areas and knows where to cut
the sprites. The system also calculates where to place
shadows when the cars ore jumping. The only constrai
imposed by the new system are that jumps have to
vertical, and bridges horizontol_

So will there be another Super Cars game? "I don
know,' replies Shaun, "that's up to Gremlin. There may
extra course disks, those would be fairly easy to do_ T
courses included with the actual game will probcbly be
a disk of their own anyway. If we do an add-on disk it
be quite a way in the future."

There is no news of a PC version of Super Cars 2 ot t
moment and Magnetic Fields certainly won't
implementing it if there is. An ST version is definitely on t
cords though. The team ore hoping thot the difference
between graphics for each machine will be less severe
than it was in the first game. Having said that the Amiga still
uses 64 colours compared to the ST's 16, Essentially
however, the courses and the gameplay will be exactly the
same.

At the mom entthe whole teuni is working on Super Cars
2 so there are no other projects in hand. What's next?
There may be a follow up to Lotus... who knows?
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T H E  Z H O r A N I
TRES SCIENCE FICTION
MIMING LIGHT
DM FORM
The four legendary
Frontier Wars have
passed, each started
by  the Zhodani
and  each ending
in a shaky
peace •

R P M  _  _ 12Ell . Now with
the help of corrupt
Imperium officials the
Zhodani and the Outward
Coalition are
planning a fifth.
Smuggling arms to

traitorous groups within Imperium borders the
Zhodani axe planning to strike from within,

IMBRIUM
Flexible gaming
system supports any
p lay ing  strategy and
allows  mult iple
solutions to problems
and obstacles.

N.,,rklagmy
RESOURCEFULNESS
Sav ing the universe casts money
.a  detailed barter ing system lets players
ecan Imperial
credits
through
interplanetary
trading. with
30 types of
cargo.
SCREEN SHOTS T AKi l i
FROM IBM PC VERSION

" 0.N! T1,.,17
1
11,1
1ror
„,.,. 
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CHIME
28 planets and
scrtellites to explore in
8 systems fi lled
with exciting pu771es.
dangerous subplots
and interesting
characters to
encounter.

"Heralded The American Computer
Role-Plcryin G a m e  of the Yeari"
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FIREPOWER
Realistic, c ombat sequences let
you control each of your
characters indiv idually , while
still giv ing general combat
orders to the other members of
your party  Utilise more than 30
weapons and skills in this
advanced combat system

"MegaTraveller 1, a  game
that truly warrants the highest
level of praise, the attention to
detail makes it exceptional"

Supponw / la  LAD Music a u d  and
Real Sound la  sfate-ol-the-art

=a p p a l scae, digit ized speech
and m a t =  sauna effects
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DEED ON
MEGHTROVELLER

HI ORME DESIGNERS'
WORKSHOP, THE WORM

MOST POPHERR SCIENCE
FICTION DIMING SYSTEM

VERSIITILITY

M I
L
T
MC O N S P I R A C Y

The most sophisticated character
generation system ever devised: five

military  classes, more than 70 talents
and abilities Allows  player to control

character development through 5 services.'
Army. Ncnry, Marines, Merchants and Scouts.

72 var ied skills to learn
and use inc luding
medical, piloting,
communications. laser
weapons, bribery,
demolitions  and handgun.

"MegaTraveller I is one of the finest role-
playing computer games in at least the

last three or four years."
"MegaTraveller I is one of the best

science fiction role-playing games ever
for the computer."

QUOTES TAKEN FROM DRAGON l a  GAM EU S QU EST BUSTfTeS
MAGAZINE U
S
.Coppight I O W  Paragon Software Corpomdlon and game Dougnore Wotkshop
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Workshop Legm ed to L u r i a  SOFTWARE A i l  K inn rwserred
EMPIRE SOFTWARE. 4 THE STANNETTS,

LAINDON NORTH TRADE CENTRE, BASILDON, ESSEX SSIS 6DJ.
TEL 0 2 6 8  541212
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intment
Laurence Scotford receives a royal summons to Palace Software to witness the
artistic talents of their top canvas creator, Jo Walker.

WORK IN

BRAINACHE DOC CORTEX prepares to tune in to the Six o' Clock News to get an
update on the invasion of the universe. Dernoniak hat interrupted Dac's tea break
no wonder he looks unhappy.
DEMONIAK — PURE
FICTION
DEMONIAK IS THE FIRST RELEASE to use
Palace's Pure Fiction adventure system. It
sets up  a  game wor ld inhabited b y
independent and intelligent characters
who react to each other according to their
personalities and changing relationships.
Unlike many  adventure systems, t he
environment is not stahc, but many events
are occuning simultaneously.

Another unique feature is the ability to
become any of the main characters in the
game. Events will be viewed differently
depending on which character you are
playing at the time.

Demoniok is, to all intents and purposes,
the Devil. At least that's what's easiest to
interpret from the press release: "... evil
incarnate_ claws that  r ip a t  innocent
eyes..." and "-kings that tear the throats of
angels_" And when we're subsequently told
that: "A universe worships at Demaniak's
cloven feet.." that more or less settles the

1 1  • matter.
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. a hole in the fabric of the universe and

HEN ARTIST JO WALKER left
college af ter studying Visual
Communication and Graphic

Design for four years he opened up a copy
of Campaign, spotted on advertisement for
a comic artist and walked straight into a iob
as a graphic artist with Palace Software.

'My first experience of computers was
drawing a sprite on a BBC Micro," recalls Jo,
'and that killed off my enthusiasm straight
away. We did get to work with Macintoshes
during the final year atcol lege -- they didn't
feel too bad - but I never really considered
computer graphics as something I might
end up doing.'

Seeing the way 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 Palace's home-grown
sprite package. •

He doesn't go in for fancy hardware like
digitisers, although ha did try a graphics
tablet once and quickly rejected it in favour
of a mouse. "Doing stuff on paper is portly
the way I was expected to work anyway,"
Jo explains "Pete Stone, the Managing

- - t

JUST ONE OF THE WEIRD and wonderful places occupied by equally weird and
wonderful people that Doc,  learn will have to visit on their quest to save the known
universe. Travel the universe, meet interesting people, and get totally freaked out,

ARTIST
Jo Walker

PUBLISHER
Palace Software

ONE NIAN AND HIS
DOG. Top Palace
artist Jo  Wa lke r

takes time  out for
a more relaxed

moment with his
dog Daisy, who

spends a s much
time a t Pa la ce  a s

Jo does.

MADLOK, ONE OF
THE
SUPERHEROES. Is
a wizard and
serial-killer. Does
that mean there
won't be a sequel
to Domoniek?

sent his evil hordes pouring through it to
wreak havoc violence, and generally do
things that aren't very polite.

E)rtunately Doc Cortex, the cleverest
man in the universe, has spotted them and
he has a cunning plan. He forms a team of
the toughest superheroes ever... Johnny
Sirius, a human-alien hybrid; Madlok, a
wizard and serial killer; Sondro, a feminist
psychic; and  fl ame,  a  human torch.
Together they set out  t o  way lay  the
oncoming evil.

If ull this sounds a bit like a new v
,
O V O

comic, that's probably becauseJoWalkaer,
superb artwork is  accompanied by  a
storyline written by Alan Grant, whose plots
hove graced comic strips such as Batman,
Judge Dredd, RoboCop, and Strontium
Dog.
•  Demorpiok is due out in April for ST.
Amiga ond PC piked off I 9.99. However,
if you would like a sneak preview, the
excellent intro sequence is available on disk
from most good Public Domain libraries.
See our Demos section for some addresses.
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Director, likes to see drawings first as well...
Jo has a  healthy, detached attitude

towards having t o eventually abandon
traditional pencil and paper for a digital
drawing board. 'There's never any corn.
parison,' he says. 'They're very different
media. I've been drawing with computers
now for over three and a half years and I've
got used to them, but I like to revert bock to
paper when I con.'

work has a very distinctive comic-
book style, but  i t  doesn't seem t o be
something he's cultivated, it's more of  a
.
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draw on paper. My style's very square, and
computers lend themselves very well to that
sort of thing — they're good at drawing
straight lines. I try and make the finished
artwork on the computer look us much like
the draft on paper as Icon, and that's what
takes most of the t ime' Jo believes that his
style has not really changed at oil since he's
been using computers. 'Nobody tried to tell
me how to draw in a particular way," he
says.

EA-2000A0 artist Mike MacMahon has
been one influence. He used to draw the
Slaine strip and did some stuff in Judge
Dredd, Kevin O'Neill is another member of
the 2000AD team who wins Jo's respect.
One thing Jo certainly doesn't like is
airbrushed artwork, he prefers comic-style
line artwork.

Other than his
work for Palace, the
only commerc ial
work that Jo has
undertaken to date
was dunng his final
year at college. ' I
do t h ink  a b o u t
doing other stuff,"
he admits, "but I like
working i n  t h is
a t m o s p h e r e .
There's n o t  t o o
much pressure, and
it's a lot of fun."

Jo's first praiect
for Palac e wa s
graphic design for
the C64 version of
Barbarian, and a
few sprites for the
Amigo version. He
was also responsi-
ble for the graphics
on the ST conver-
sion. Then he went
on t o  design the
graphics f or  Bor.
borion It

Currently J o  i s
working on three
Palace projec ts ,
featured here, and
is also creating the
onimafion for Silly
Putty for System 3.
He had also done
some w o r k  o n
System 3's  Cons.
trliCtOr same lime
ogo, but it hos since
been c hanged .
W h y ' T h e y
thought it was too
weird!" Well, here's
hoping f o r  a  lo t
more J o  Walk er
style weirdness in
future games,

HOSTILE BREED

THE ONE

COMPLEX
It is 2061 and the Earth is still a beautiful place... for crime! Thus begins an excuse for a game that can
only be described as 'Police Academy meets Monty Python'.

You play Dane, a rookie cop being put through his paces in the Complex training environment: four
levels of combat against horrendous robot opponents.

You wont to know how horrendous these things are? Well, the decoy robots are window cleaners,
tea ladies, ladies with shopping trolleys, and other things of that ilk — and the hostile robots get even
sillier. Get the picture?

The emphasis in Complex is on slick animation. The central character alone has over 120 frames of
animation, allowing him to walk, climb, run and swing hand-to-hand,

d 1  I  •

+.•-; •

If you love shoot 'em ups, but are bored of the unimaginative fore
that's formed the bulk of the games in this genre to be released of
late, then Hostile Breed will appeal to you.

The setting is a research station on the planet GENAR0•5. An
earthquake has damaged the walls, rupturing them and allowing
the deadly animal and plant life to infest the eight chambers that
form spokes radiating from the hub of the base, The mutants are
making their way towords the centre — if they get there then the
population of the base will be wiped out.

It's up to you to use your shuttle craft, weapons built into the
walls of the chamber, and an army of maintenance robots to repel
the hostile forces and repair the breaches.

As well as traditional shoot'ern up action you must also manage
the power resources of the base. Events are happening in all the
spokes, all the time, even if you're not in them, so you must skip
constantly back and forth between levels to prevent disaster.

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

IF THE
ALIENS in

Hoefite
Breed reach

the mouth
of a

chamber
there is one
last chance
you'll stop

them: a
huge sod of

a gun,
probably

built by a
company in

the North
East.

suppliers toa certain
nation in

the M iddle
East.

1
T

THE WEAPON S SYSTEM S scre e n in  Hostile  Bre e d. The  controlle r like s nothing
better than wasting the flora and fauna of GENARO•5, but he gets a mile
stroppy it you switch his weapons system oft. But then again, who wouldn't?

' 1
.! 
1
.
:
1
1
1
"
1  
u
'  
•  
F
I
N

r 1

DANE, THE
ROOKIE COP,  ge ts
down to business
in the  la b. 'fop,  i t s
time to wa sie
some giant
ladybirds and
some._ WM._
thing ils81

•i tar iN ter r ati lor •Al&L,Ta
-
Tet
. . .
. .

•

41 a
, 
a l
a  
0
1  
t
o  
„
,  
S
l
i
m  
•

emoollt

MARCH 1 991

PALAC E'S HOM E-GROWN Sprite  Software  give s birth to  a  gia nt
turtle. He may be green, and he may be a mutant, but he sure
ain't no sissy teenager... this gargantuan gastropod bites!
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ACES OF THE GREAT WAR
VAVI Air Combat Simulation

T ake control of one of eight classic t  tighter'I  and find out how good you really are. Fly with
the hest—Richthoten. Fonck. Nlannock, Ricken-
bacher—and learn their tricks and techniques
• Action dogfight, solo, and team missions for one or two players

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

• Strategy Dogfight: For the skilled purist. Blue Max acts like a
highly-intelligent strategic board game, allowing you and your
opponent to work out detailed bottle sequences and play back
the moves in "reoltime 30

• B airplanes to choose franc. each with its own highly-detailed
flying characteristics.

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

fraixt

111 11
DAS BOOT

GERMAN U-BOAT SIMULATIONpl,,inter, 1941. The icy waters of the Nonh Atlan-
. — • , t i c .  The deeper you dive, the greater the pres-

sure. Depth chaNes explode around you. banging on
.,. t h e  hull of your 1:4oat like iron fists. Nerve and

cunning nuke you the terror of the Allied convo
• 30 submarine warfare: For the first time, a sub warfare game lets

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

• Real communicatioms. the the German Enigma coding machine to
send and receive information,

• Mony missions to choose from—into the North Atlantic and Arctic
inland along the coast of Norway, into the Bay of B
.
nc oy  a n d
through the SitaitS of &dweller.

• 3 different levels of difficulty, from beginner to realistic.
• 3D graphics in 1SO VGA colors, with multiple internal and external

camera views in a complete 3D world.

11

How strong are y
2,000 feet, with an armed o er. -

n your tail? Forget glory, •• survival.
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Do you think well under pressure?
How about 300 pounds per square

inch of pressure? Take a deepII

For your local dealer, contact: Mindsccipe International Limited, The Coach House, Hooklands Estate, Scaynes Hill, West Sussex RH! 1
For further anfomsation on &landscape products and new releases please call: 0898 234274

Tel, 044 486 161
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PROJECT
Wiz Kid

PUBLISHER
Ocean

AUTHOR
Sensible Software:
Chris Yates
(Programming and
useable ideas)
Jon Hare
(Graphics arid
other ideas)

INITIATED
May 1990

RELEASE
AMIGA
Late Marc
h
ATARI ST
Late March

IBM PC AND
COMPATIBLES
IBA

There's a
new kid in
town, son

of Wizball
and

brainchild
of Sensible

Software.
But

sensible is
just about

the most
in

 thing
that you

could
christen

this baby,
as Ciaran

Brennan
found when

he visited
the proud

parents.

WIZ
T MAY HAVE BEEN o publisher's
dream in terms o f  soles, but
liMzball was a reviewer's night-

more -  how do you categorise a game
where the main chorocter is o bouncing ball
and the ultimate oim is to mix your paints
properly?

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

The Sensible boys call it a 'block 'em up',
but this hardly describes a game that's part
shoot 'em up, pail Arkanoicbclane and, if it
continues io develop along as many paths
as it is at the moment, it could end up pod
flight simulator and part paint package tool

And speaking of  point packages, Mr.
Hare tries to explain the game's origins: "It
started off originally as a painting game
where you had black and white back-
grounds a nd you used your playerto colour
them in. As you coloured them in they came
to life. The reason that this didn't work
though was that it looked bloody awful, we
hod half-pointed a n d  holf-unpointed
screens.'

But where did on idea like that come from
anyhow? Jon explains: "My favourite game
is Dpoint ii I ' v e  clocked that one!"

As the boys seem to be making this one up
as they go along, it hordly seems worth it to
describe how the game works._ but here
goes anyway.

The idea is to guide WizKid around a
series of screens, detaching his heod ond
using it (or a hammer that he collects along
the way) to bosh oway the Arkanoid-style
blocks which make up eac b screen Time this
properly and the falling blocks dispatch the
marauding aliens, clearing the way to the
next screen in the process,

Confused? lam. Maybe the ever-helpful
Jon can shed a little illumination on the
subject: "This game is visionary. It's going to
make Manic Miner look positively..."

'Playable?" Interjects Chris.
In fad, pia ya bil ity 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 just be o
case of ploug hi ng through the screens from
one to ten._ as if you ever imagined that it
would be.

RD

TALK ABOU T
BEING IN THE

DOG'S HOUSE!
Keep ing  m a n  s

beat f r ie n d  h a p p y
is ail-important, so

In a  re a l ca se  o f
'man b it e s d o g  • i t ' s

yo u r d u t y t o  d e live r
o ld  Ba rky the

newspaper so that
he ca n  re st  in

peace.

THE ONE

Ever eager to help explain the unexp-
lainable,Jon describes the philosophy, "We
wonted to get it so that you could ploy the
game without seeing all of the levels. You
know like in SuperMario where you go into
the 'skip level' thing to miss levels out. Well,
we've decided to do it the other way, where
if you play the game at the most basic level,
without exploring everything, you skip
levels.

"So, just soy that there are 10 levels like
we're working on at  the moment, the
sequence would go something like one,
four, seven - you'd miss out oll of the ones in
between, unless you'd done all of the bits
and pieces to discover the other levels."

"The hidden features come f rom two
different sources. Some of them come from
behind the tiles when you bosh them awoy,
and some o f  them ore hidden in the
background graphics. You've g o t  t o

CHIPS
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OUR H ER O s o n
of Wiza rd ,
b ra inch ild  o f
Sensib le  a n d
mover in
m yste rio u s ways_

Mit Mill t e a  ..-pas MOON tear  M S  le a /  vrat moor M k  titi7altiRZ4 MiriZfs
W i t  i z r ; ; A l  Mrai i i r a t  &IVA IATA Mfate it1:211 it la r t ! - -J  M t z l i   :

LA kzratiiimtzg
irtv
Y4s;111 - r i

ii4 &z ial

testli tea l 14;41 i
I 1

tIlt
. 
S
r  
S  
r
t  
r
t  
i  
1
4
6  
I

1
Z
i
o
i

MI 404-103 siita teas seas LAVii
IDEA zits* teditt Mae & z A a s  t A

:
0
1 
&
4
4
1
1
1
1
1
1
1
1
1
6
A 
i
k
a
t

combine the ones from the tile screens with
the features f rom the backgrounds t o
access the hidden levels."

"So, what happens is that following the
basic standard game, you ploy o level
which has got 10 tile screens, To complete a
tile screen you have to kill oil of the aliens
that are assigned to that tile screen."

Well' it's a 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: liVizKid is the son o f  Wizboll's
Wizard and the boll -  the boll was a girl,
arm_ 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-called interview, it's that WizKid
is likely to be one of the most enjoyable -
and difficult to categorise -  games since...
WzBall. Now that can't be bad. Can it?
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"THE ALI EN S SHOULD be  va gue ly re le va nt to the
backgrounds," a ccording to Chris,  so  wha t sort  of  ba ckgrounds
can ca te r tor butte rflies,  bees,  pe nguins a nd_  hippie s on pogo

sticks???

JON H AR E t h e  man be hind the
penguins,  peanuts,  butte rflie s_

CHRIS YAT ES: the . if  you will,  'bra ins'
behind Wizkid .
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IT'S AL L  ABOU T GETTI NG your Ying
balanced with your Ya ng... o r ma ybe  not.
In a ny ca se ,  the se  Ying/Ta ng symbols
aren't a ll tha t the y se e m s o m e  a re
simple  b ricks which disa ppe a r a nd ca use
alien tra uma  with the  be st of them, while
some sim p ly chime  with a  re sounding
'b0000noggg' whe n the  WizKid  g ive s
them the  o ld  Gla sgow kiss (tha t's a
head-butt to you a nd me ). Obse rva nt
readers ma y notice  wha t looks like  a
small bomb (with e ye s) a top one  of the
Symbols -  t h is  is in  fa ct the  Kid 's spe cia l
e xploding head (le a r not ch ild  love rs,  he 's
awarded with a  replacement be fore  you
hbve time  to  sa y "C rike y!  Tha t ch ild 's
head ha s Just e xplode d!").

THE KI D  GOES N U TS a s he  trie s to p ick up a  pe nguin. Note  the  musica l symbol on top
of the  ce ntra l ba g of  nuts. As our he ro colle cts these  note s the y appear on the  sta ve
above the  scre e n c o m p l e t e  a  musica l pa ssa ge  and you're  treated to  a  simple
rendition of  a  'cla ssic' tune  (Viva  Espa na . Stylophone -style  a nyone ?t. Th is will be
close ly followe d by... who  knows? One  of the  origina l ide a s for th is pa ssa ge  wa s tha t
a centipede  would appear on scre e n a nd pla y the  tune  a s a  stringe d quarte t t h i s ,
however, ma y ne ve r ma ke  it  from the  dra wing board,

WEL L  WELL!
WizKid ma ke s h is
way into one  of  the
many hidde n
screens,  but if  he
kicks the  bucke t
he could be
heading for a
watery gra ve .



COMPETITION

S GOLD HOPES to race ahead of the pack with
the release of its conversion of the fabulous
Sega coin-op, Super Monaco GP in March. This

super-tast Formula 1 racer caused quite astir when it first
appeared in the 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 t here who would rather ex perience 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 a t  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 o r 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 techniques - 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 postcard (Or the
back of  a sealed envelope) and send it  to. Monac o
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.

THE RULES
Although this  compaction a  open to readers of ak ages, tor  insurance reasons M e
winner muss hold a loll dr iver 's  ircerce ( if you w n  and don I have the necessary
paperwork. you can Dominate a pair of liosnce-holdng blends to collect your pr izel.
No substitute prize will be awarded Employees ot EMAP Images, US Gold, Sega and
the JON
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editor s  dec is c c  is  fi nal and no correspondence will be entered into.
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THE '
EXPERIENCE OF

A LIFETIME

TWO P FISSIONAL
MOTOR RACING
LESSONS UP FOR

GRABS IN THIS GREAT
SUPER MOVACO GP

COASETITION
1 Which famous British
sportsman drives for
Ferrari's Formula 1 racing
team?
a) Jocky Wilson
b) Nigel Mansell
c) Eddie The Eagle'

Edwards

THE QUESTIONS
2. Who is the former
British Motor Racing
World Champion who now
breeds budgies?
a) Andrew Ridgeley
b) Tony Adams
c) James Hunt

3. Which of the following
is another Sega driving
coin-op converted by US
Gold?
a) OutRun
b) Teenage Mutant Hero

Turtles
A • T ,



WORLDWIDE
SOFTWARE

106A Chi!Well Road, Beeston.
Nottingham NG9 lES

w •RLDWIDE
•SOFTWARE• tr,7711

WORLDWIDE
SOFTWARE

106A Chillwell Road, Beeston,
Nottingham NG9 lES

•  FREE Catalogue Disk (Plus latest demos when available) with every order over Eicitio
•  All orders despatched by 1st class post •  Quality products at keenest prices
•  7 day 24 hour ordering •  Credit card accounts debited Only on despatch of goods

•  Complete customer satisfaction is our aim

Order by Telephone: C r e d i t  car over telephone lines
0602 252113 0 6 0 2  225368

by Fait  F a x  your order with credit card details
0602 430477

by Mail: S e n d  payment with order
Please give your name, address, telephone no., software title, price advertised and computer type.

Worldwide Pack 1
Amiga Second Drive

+ Any 3 software blies
with our advertised price

of E17.95 or less
ONLY £109.99
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Worldwide Pack 2
Amiga Second Drive

+ Any 2 software lilies
with our advertised price

of E17,95 or less
ONLY £99.99
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Worldwide Pack 3
Amiga 1/2 Meg Upgrade
+ Any 2 software titles

with our advertised price
or E22•95 or less

ONLY £89.99
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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 SW1
teaser.

teAltlistarAgrieD IVING
1MACHINE

torm has decided to
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
will walk away with the fabulous
'Midnight Pumpkin' -  a 1/14th
scale, customised 1953 Ford
F-100 pick-up truck, complete
with trigger-style remote control.

It may not have a heated rear

windscreen or intermittent
windscreen wiper speeds
(actually, it  doesn't have any
windscreen wipers), but it does
have switch-selected
turbocharging and a coil-spring
damped suspension system to
give it an edge in getting to
those remote parts that other
pick-ups can't quite seem to
reach.

And believe it or not, all you
have to do to get your hands on
this raging beast is answer the

THE ONE

FROM
STORM

following three questions...
1. What company produced the
Silkworm coin-op?
2. What was Storm's first
release?
3. What rating does SWill
receive in th is issue?
Got the answers? Then pop them
on the back of a postcard along
with your name, address and
choice of computer and send
them to SWIV-TASTIC, The One,
EMAP Images, Priory Court,
30-32 Farringdon Lane, London

COMPETITION

39

ECM 3AU to arrive no later than
Friday March 8th 1991 (if  you're
stuck for a postcard, use the
back of a sealed envelope
instead w h o ' l l  know the
difference?).
THE RULES
The winner will be announced in a
forthcoming issue of The One. The
editor's decision is final and rvo
correspondence will be entered into
Employees 01 Storm and EMAP Images
and their friends, relations and even close
acquaintances shouldn't enter - it is
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 als(
mean cancer,
cataracts and
infertility? We
get the
lowdown.

LISTLESS, STESS, 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 an
of these questions, and
you've just spent a
couple of hours hunche(
over the keyboard or a
crucial game of Xenon 2
pay attention. It could b(
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 A Iprecautions, you too
could be at risk,

141

ADDICTION. Games aren't
inherently addictive like
alcohol or nicotine but

using your computer
persistently for hours,

days and nights on end
can have the same

compulsive effect. If you
shun the company 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
worse,

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 la 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 I f

you can't see the screen
without straining your

head or your feet
dangling a foot off the

floor, change It.

THE ONE

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
e t a  staying up all night to finish Dungeon Master will only make the symptoms worse.

MARCH 1991STOP IL

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 VOUs 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 REPRODUCTIVE PROBLEMS Exposure to microwave and other forms of
electromagnetic radiation have been linked with loss of libido, testicular damageand sterility.
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THE DRY ATMOSPHERE generated by a VDU is aggravated if you've
plonked your computer in a room that's hot, centrally heated,
chronically stuffy and badly ventilated anyway.

THE ONE

POOR OR IRRITATINGLY BRIGHT lighting
(especially fluorescent tubes) is a prime
cause of eye-strain.

REPETITIVE STRAIN INJURY. RSI is caused by repetitive movement performed in
the same fixed position for long periods of time. Symptoms are pain and stiffness
around the.wrist caused by the inflammation of tendons and tissues. It's much
more common among typists and keyboard operators, but continuous joystick
juggling could have the same result. Chronic RSI can be crippling and may force
you to give up your job.

MONITORS AND TV
SCREENS emit
electrostatic particles
(which charge up the dust
and dry the atmosphere),
radiation end
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 saccharine,
burnt toast and cling film
as a potential source of
carcinogenic substances.
Recent studies suggest
that extremely
low-frequency
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
RSI 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.
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THE TEN-POINT
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OF a long and healthy
life with your computer

is common sense. As long as
you don't overdo things you
shouldn't suffer from any
ill-effects. In fact, if it's
approached in the right spirit,
playing with your computer
can be positively beneficial: it
can help you to wind down, it
can encourage you to socialise
and it's even been known to
improve hand-eye
co-ordination in young
children. Imagine how
laborious life would be if you
had to go back to doing by
hand all those marvellous
things your computer does
automatically.

If you're worried and you
regularly spend several hevirs a
day in front of your monitor,
don't rush down to casualty
and ask for a brain scan. Just
following a few simple
'precautions should reduce
hyour chances of suffering from
'the most uncomfortable side
effects.

1. Try to limit yourself to an
absolute maximum of four
hours of gaming a day.

2. Take regular breaks of about
15 minutes every hour.

3. Position the screen, your
desk, chair and lighting so
that you're working away
from any annoying glare.
Turn down the brightness
and, if you think it's
necessary, invest in an
anti-glare screen.

4. Choose ordinary bulbs, not
fluorescent light to play by.

5. Get a comfortable chair.
6. Switch off the computer

when you're not using it.
7. Make sure you stay as far

away from the monitor as
possible. The safest
distances are at least 75cm
away from the front and 90
cm away from the back and
sides.

8. If craning your neck just to
get a look at the screen turns
you into a contortionist,
overhaul your seating plan.

9. Open a window.
10. If  you start to fee! tense, go

away and do something
more read I  instead.
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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 lieutenant in the Royal
Engineers, and his wife Nora
Mary. Following a school career at
Huish's Grammar School in Taun-
ton 11927 to 19361, his first job was
as an Assistant 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 Wtreless
World 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
-Ar thur  C. Clarke.

In 1953 came a marriage to
Marilyn Mayfield, and three years
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 c
o
m p a n y
CBS, appear in a movie (Bedde•
gamu, I9791, and make two TV
serials for Yorkshire Television
iArthur C. Clarke's Mysterious
World in 1980, and World Of
Strange Powers in 1984i.

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 by 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!

THE ONE

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 I
think that I  discuss that in one of my Strange
Powers books. As long as I can remember I've been
fascinated by her.
Ghost raises many environmental  issues, in
particular man's management of the oceans.
Do you think that as the 21 st century draws
closer, the technologically advanced coun-
tries are going to have to divert their scientific
efforts into dealing with the Earth's environ-
mental problems? Well they seem to he doing
nothing but that these days. I'm almost getting
bored with the environmental issues, although I
know I shouldn't be.
You menti on i n  Ghost the  possibi l i ty o f
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, l i ke the Chal lenger  deep,  that  ar e
almost total ly unexplored and may even be
home to undocumented lifeforms, why do you
think i t  is that scientists have been more
concerned wi th explor ing space? Do you
think this will change?
The sea is,  i n some ways, a  more difficult
environment. But of course it is important, and
eventually we'll get mu nd to finding out more about
it. while space exploration continues.
The chapter  'Nobody Her e But Us Robots'
suggests an envi ronment total ly devoid of
human life, but more than capably handled by
our  electro-mechanical counterparts.  Does
the i dea  o f  robots wor ki ng on  scientific
programs whi ch may continue for  several
human lifetimes appeal  t o 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 I would
rather have as "which man is ever permitted to
make."
One of the themes in Ghost seems to be that of
'Technological Hubr i s' br inging about our
downfall .  The  Ti tani c was thought to be
unsinkable, but now rests on the ocean floor,
and man's attempts 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 introduction to it, on that very
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subject.. An anthology called Three For Tomorrow, which is long out of
print, And I nientioned the sort of d isasters that had happened in the past.,
and there's some better examples now like Chernobyl and Challenger,
and worse 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, but do discover each other's artifacts. Considering the
enormous gulfs of space that separate our  world from those of
other intelligent illeforms, do you think that any contact we might
have with them is more likely to be discovery of lifeless legacies
like Ti tanic or  the capsule in Rama than the beings who bui l t
them?
Yes! Of course now there's a Rama trilogy - there are three sequels. Raman
is already out and The Garden ofRama isjustcompleted. and the final one
Rama Revealed we're working on right now. I 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 function.
You are well known for the amount of painstaking research that
goes into each novel. In the course of your research into Ghost did
you discover  anythi ng about  cur rent oceanographic studies



PREMIER MAIL ORDER

•40 Bonn 1 6 9 9  0
9 9*30 Construction Oil 2 9  99 26 .99
'40 Sports Driving 1 6 9 9  1 6
9 9 hias Upgrade 3 9  99
113 Mog Upgrade writ Clock 4 4 . 9 9
*A-10 lank Leer 2 6 . 9 9
611 Attack Sub 0 9 9
Purborma Rangar 1 1 9 9  9 9 9
AMOS 3 4 9 9
Arerchy 1 3 9 9  1 1 9 9
Artanord 2 5 9 9
'Armour Goddon 2 0 9
*Asokull Da A k ir a /  1 6 9 9  1 6 .
9 6A l l  2 1 6  99 0 9 , 3
Arend& 1 9 9  9
9 9Awesome 2 4 9 9
BA 2 0
9 9  
2 5  
9 9

Back to the Future 2 1 6  99 1 6  99
Back to th•  tuturrr. 3 1 6 . 9 9  16.119

Badlands 1 5 9 9  1 5  16
Bards Tale 1 or H i m  B9re 5 9 9  5 9 9
Bads rale 1 7 9 9
•94rds Tale 3 99
Batman Caned E nlister 5 9 6 5.119
•
B
a
t
t
i
l
e
c
h
e
s
s  
1
9  
9
9

999
•Baits. Command 1 0 9 9 699
Battlernaster 1 0 9 , 3 099
•
B
e
a
s
t
b
u
s
t
e
r
s  
1
6  
9
9

6
9
9

•Betrayai 1 9  91 9 91
• Big Barn a Issian g  1 6  99 99
Bid, the 11a9 1 6 9 9 It 91

•Blade Warn.. 1 6 . 9 9 699
819odwych 1 9  99 699
BlooTowch Dati Oste 1 1 9 9 9 99
Blue M .  1 9 . 9 9 999

BSS J im a  Seymour 1 9 9 9 6 .
9
9

thick Rogers 990
Budosan 19
Cadaver 9 9 9 699
Capri 1 6 9 9 099
Calmar Command 1 4  99 4.99
'Carthage 1 3 . 9 9 W
Champions of Krypn 1164'11 2 1
9 9Chaos S ire** Back 1 6 9 9
Chase MCI 1 3 9 9  1 6 9 9
"Chau 1113 l b  99 1 6  99
Chuck Yeatmr 1 6 0 9  1 6
-
9 9
Codename iceman 11 Meg/ l o g o
Connels Bequest IlMes1 7 9 9 9
Combo Race 099 1 6  99
'Commando War 619 1 6 9 9
Conquest ol Camelot 41646i 7099
Corporation 699 1 0 9 9
•Corporabon Data Disc 9911 9  99
Curse cd Azure Bonds' 99 I I  Sti
Cran Cars 2 199 1 4 9 1
Cnckel Captain 699 1 6 9 0
•Come Wave 669 1 0 9 9
'Coma For A Corpse 099 1 0 9 9
Damoclys 099 1 0 9 9
*D•s Boo 7

9
9

Degis Eine 199 -
B a k a l  Pain t 99
Dick !racy 099 I t  19
•Comnoy Anornalion / 9 1 9
Double Dragon 5 . 9 9  5 . 9 9
Dragons Loot -  Tima Warp 2 9
9 9*Dragon 51n6e 1 9 9 1 1
Dragon We n 1 6  99
Dragoon Lim D a is )  7 8 , 0 9
Orisons Late 2 -  SUMO'S 7 0 9 9
Castle
•
O
t
i
c
k 
T
a
l
e
s 
1
9 
9
9

Dungeon Harriet 099 6 0 9
'Clumer 5.09 l b  99
*Dynamite Debugger 16 99
*915 S ues Eagle 9 99 1 9  99

Sinai 5119 1 6 9 9
knlyn Hughes 3.09 1 3 9 9

99 1099
Escape Horn Robot lawyers 309 1329
Escape Firm Colder 999 1906
lye  rit in,  Benolder 1999
716 Combat P iot 009 1 6  99
719 Small's Eaghtim 9 29 1 9  99
lie  Retaliator 699 1699
Falcon 699 1996
Fahon Missen Disc 399 1399
Falcon Mission Disc 2 399 1329
Ferraro Fardada 1 799 / 9 3
Fire an d  Brirn ale ad 699 1699
*Futter 6 99 1699
Eire and Forgot 2 699 1199
'first Samurai 699 1 6  99
*Flight ot the Inirudei 199 1 9  99
flight Sith 2 99 2699
flood 99 6 9 9

Ouickloy..1 e t
-
t i ght e r

ID 99
Ouickloy AA ga board 19,99
Cheetah 125+ 9,00
Cheetah Mach 1 9.99
GuickioyTurko2 ..... . . . . . . . . . . . . 8.99
Guickshot Turbo taiga comp) 9.99
Sdega ControlStick 13.99

10 x 3,51:1S00 5.99
20 3 . 5
-
0 S O
C I  
.

10.99
3,5'0SDO 23.99

100x 3•50800 4499

Titles ma rke d •  a te  not  ye t  a va ila ble  a nd w ill be  se nt on da y ot  re lease.
Please sa nd che que / PO/ Acce ssNosa  No. a n d  e xpiry date  t o :

Dept THO,  Trybridge  Ltd,  a  BuckwinS SgUairra Burn t  M ills,  Ba sildon,  Esse x,  BS1 3
Please sta te  ma ke  a nd mode l o l compute r whe n Lucia n
-
no . P & P  i n c .  U N  
o n  o r d e r s  
o v e r  
( 5 . 0 0  
L e s s  
t h a n  
( S a n d  
E u r o p
e  
a d d  
( T O
O  
p e
r  
i t e
m .

Elsewhere  isthmus a dd 12 .00 pe r ite m tor a irma il. The se  a tta rs a re  a va ila ble  M a il Orde r only.
Tel orders.' 0268  590766

Fa x: 0268  690076

Flighi Disc European
Flishi Disc Jepan
Foothill Director 1
*Ford ed Rally
ltin Schou 2  6-9
Fun Schoa 2  Over
Fun Schoo 2  Under 8
Fun Schoo 3  5-1
Fun Schott 3  Over 7
loin Schou 3  Under 5
Isiture
•
G
a
u
n
t
i
l
l  
3

Gaye 2
Gramene 2
Gunship
hard Orrinn
•Mard ( nom
Natalia
Harl in  (Ran t I I  He e l
Haschikers Guide
*Hollyrmod Collectron
Honor Zombies
Hounds ol She Jo..
Hunter Oilier
*Hydra

niercaptar
rnp•nurn
laroationai 30 lim it

nt Soccer Chalimge
Care. Froth Desert ilM egi
Came From Damn Data
loth°.

Jack Nicklaus Extra Camel
Jack Nicklaus Golf
Jock Nicklaus Unlimmed
Judge Dried
KO 2-1-mad %Weft
'MO 2-Giants of Europe
-10 2-Ration to Europa
9
0
0  
2
-
b
l
i
m
m
u
n
5

keel the Thief
Ksel the Thief Hini Book
Kennedy Approach
Kick OP 2
Kick Olt 211 Mast
"Kemp Cloud
killing Game Show
Kings Guest Tnple
Knaghts 04 Me Crystalbon
"1/Arghta 04 the Sky
'KO 7 Super League
Last Nine
*Iasi Nista 3
Loathes Goddess
Leratinstut Larry 3
*Lemmrngs
*UN and Death
Line of hiu
Loom
•Laid 04 ih•  Rings
*Lords of Chaos
Cool Patrol
Lucastrim Double Pock
MI Fink Platoon
Magic Fly
Magnum 4
•Maslerblazer
*M a u.  Marauders
Mean Sirooti
•Mideinter 2
Mig
Mud Sports
Midnight Re9i9tance
Midahntai
P *
10
91
9
1 
P
Y
t
h
o
n

Music X  J-nr
Murder
Marc
*Navy Seals
New Zealand Slimy
Niglabreei
Niphabreed Mono
*Ni511sh04t
Naha RO M s
ElAro
•Obalus
OM Road Racer
Operation Stealth
Operation Thundertice
•
O
p
e
r
e
t
i
o
n  
W
o
l
f

Orenial Games
Overrun 11Megl
Pang
Parackoid 10
Pumas
Platinum

13 99 1 3  99
13.99 13.99
12,99 12.99
1619 1 6  99
11/0 1 1 1 8
I L O  1 1  99
1119 1 1 9 9
1619 1 6 9 9
1699 1 6  99
16119 1 6  99
1619 1 6  99
1619 1 6  99
1199 16.99
1319 1 9  99
6499 1 4  99
999 9 9 , 3

1699 1 9 9 9
1999 1 9 9 9

-  2699
299 2 .9 9

1999 19911
15,99 10 .99
79,3 1 9 9
4.99 4 9 9

1699 1 9 9 9
9,99 5 0 9

- 1 9 9
16.99 1 6  99
16,99 1699
1099 1009

14 99
-  1 9 9

isss 1 6  99
-  1199

1693 1699
1199 (9 0 9
1399 1 3  99
899 1 9 9
719 7 9 , 3
719 7 9 9
513 5 9 , 3

• 7 9 , 3
-  5 .9 9

1411 1496
1419 14.99

14.99
16 99 16519
16.99 1699
2099 2 6  99

-  7 1  99
11.91 1999
lilt  9 9 9
521 5 9 9

16.93 1 6  99
7.99 1 9 9

71.99 7199
1619 1699
1699 1699
1199 1699
1999 1999

-  1699
1311 1619
1199 1693
1111 1999
2199 7196
lite  1699
1193 1699
1699 1569
1399 1399
16.99 10911
1999 1 9  911
2193 2899
1699 1699
1
1
9
9  
0
8
9
9

1199 199,3
1299 13.99

499,3
(6.99 0
1 1 91690 6 9 9
7599 0 9 1 1
1399 1 9 9
169,3 0119
15.99 0 9 9
16 99 0 9 1 1
15.99 6 9 9
169'3 0 9 9

26119
16 99 6 9 9
699 0 9 9

13.99 6 . 9 9
511 5 9 9

1099 0 9 9
999

1699 6 9 9
1669 6 9 9
1599 S U
16 99 0 9 9

• Plauport
Poke Guest iA nuge  1Me5l
Peal id Rada/Ica
Pcipulows
Poptalovt Promised kends
Powerdrarne
Pogyarrisonger
Powerpeck
•PiaditOr 2
Prince P a n e l s
Piopteryile
Prizinec
Re ndre  Arcad e
Cluallre  Sp o rn
Rainbow 1st-ends
'Rambo 3
*Enoch tor  I l e  Shos
had Sloan Rims
Resoluhon
Pack Clangerom
Robocop
Robocop 2
'Rocky Horror Show
*Rogue Trooper
*Rotator
RYE Honda
•Satre of 1 .  Monkey Island
"Semi, 01 Luftwaffe
Sega Master M e
•Shadosse Dancer
Shadow Of Itta Bies4
Seadow of Ms 13sesi 2
1
S
e
a
d
o
w  
&
B
r
o
o
m
e

Shadow Warriors
Silent Samoa
Silkworm
"Silkworm r i
Si,, Cray
Sim City Terrain
•
S
k
u
l
l  
A
n
d  
C
r
o
s
s
b
o
n
e
s

Sty Se lf
Sound Exuma'
Space Ace
Sp-ennui! 2
'Spellboan9
Span. Man
Bey Who Loyed M s
*Stamen Hendry
Swaim
Stun Runner
SAM Car Racer
Subblitao
*Stem Monaco GP
Supremacy
Swords of 'beagle
Swords of Tiostruei Mini Rook
Teem Surirki
loam 9areae
Te*nage Mutant Tulles
lest Driya
hail Drive 2 Cablorma
Teal Lime 7 Muscle Care
lime Dm* 2 Separcars
•e s t On,*  3
The Immortal
Ihrie Finest notar
Time M odelle
TNT
• 1 oki
1 onak
Total Recall
lournament God
trocksuot Manager
Tr•clisuit Manager 1
'framers Trap
Triad Vol 3
Todio Challenge
•Tunican 1
•Pd Sports Baseball
TV Sports Football
•LIMS 2
011.414 Ride
UN Squadron
UnlashChae le i
Wourte
'Yu
Waterloo
*Walker
Wonel
'Wogs ol fury
WaPall
W
• 
z
k
i
d

*Well Pack
*Wonderland

Oul
Zak Madacken
Lam Go°

99 5 6 9
16 99 2 0 9 9
1999 1 9 9 9
16 99 1 6  99
19,3 7 9 9
1,99 1 1 9

0993 1 9  99
1690 1 5 E
1199 (6 9 9

16.99
16 99 1 6  99
18.99 16,99
BM 9911
999 9 9 9

1399 1 9 9 9
599 5 9 4

1999 1 9 9 9
19 91 1 6 9 9
999 9 9 9

1999 1 9 9 9
1299 1 9 9 9
1699 19 .99
16 99 1 6  99
19.19 1 3  99
1699 1 6 9 9
9.99 I I I

1999 1 9 9 9
19 99 1 1 9 9
1199 1 1 9 9
1 0
9 9  
1
6
1
6

10116
- 2 6 6 9

1999 1199
1399 1619
999 I l e
599 S U

1618 1699
19.911 1196

-  1399
1311 1391
1318 1 6  99

3419
31199 2069
16 99 1696
16 99 1009
lb 99 1096
1099 1 6  99
16.99 1099
16119 1613
1099 1099
9 99 9 9 9

16119 I t  99
1699 1 6 9 9
19 99 1 9  99
199 / 9 9
1.99 9 6 9

16111 16 .99
1999 1 1 9 9
1699 1 6 9 9
lb 99 1 6  99
9.99 0 6 9
11.
98 
9
1
1
9

9.99 9 9 9
16,99

10113 1 0 9 6
1999 1 9 9 9
19.99 1 6 9 9
1999 1 9 7 9
1099 1 0 9 9
1699 1 6 9 9
16.09 1 0 9 9
1009 1 0 9 9
7.99 1 9 9

101113 1 0 9 9
6.99 6 .9 9
9.99 1198

1199 1099
18.99 16 .99

19113
9139 1 2 9 8

19 99 1 9  99
19.99 1 9  91
16 99 1 6  99
13.99 16911
169,3 1 6  99
16.99 1 9  99

- 9  99
15.99 1 6 9 9

19 99
13 99 139 ,3
59,3 5  99

16911 16119
199,1 19 ,39
0999 1 9  99
13.92 1391
1999 1 6  99
79,3 7 9 1 1

JOYSTICKS

BLANK DISKS
Top Duality Unbranded disks

arendad Disks MK
3.50800  1 . 2 5  each

0800 . . . . . . . . . . .  0,75 each

AMIGA A 500
SCREEN GEMS

PACK
E369.99

SPECIAL OFFERS
ST OR AMIGA
E5.99 EACH

DOUBLEDRAGON
SILKWORM, OP WOLF,

LAST NINJA 2, 1K+
WIZBALL

SPECIAL OFFER
ST + AMIGA
HARD DRIVIN

ONLY
E9.99

SPECIAL OFFER
ST + AMIGA

DRAGONS BREATH
ONLY

E12.99

SPECIAL OFFER
ST ONLY

DUNGEON MASTER 4
CHAOS STRIKES BACK

ONLY
£19.99

43 L

THE
ONE

MARCH
1991



44

9 99
9 99
9 99
9.99

15.99

ST AMIGA
Shockwave 16 99 16,99
Doops Up 16 99 16.99
Gunboat .. 1599 16.99
Harpoon •••, 16.99 16,99
StreelHockey . .... 15.99 15 99
Wingsoi Death._ •.. 16.99 16 99
insectinSpac...... . . -  16.99 16 99
Edit the Duck .. . ... 15.99 15 99
Kaiser . . 16.99 1699
The Champ . . 1 6 99 16.99
Crash Course 21 99 21.99
King Driest II 21 99 21.99
Panza kick °acing 16.99 1699
Deathol Glory 16.99 16 99
Killing Cloud .. 16.99 16 99
Spill of Ex calibtar _... 21.99 21 99
Banielech II ... . ..... 23,99 23.99
Midw.rner 11 . . . .... 19.99 19 99
Spin Dizzy Worlds ... 15.99 15 99
B9ektiagers .... 17.99 1799
Geleysburg .... ... 19.93 1999
MI Tank Platoon  , . ... 19.99 19 99
Capinie ,..  . . . ..... 13.99 13 99
Wanderlargi 1599 15 99
MU D S. „ 15 99 1599
101u5 Esprit 15 99 15,99
IlleFinaiConlict 15 99 15.99
Dperailonliamer . , „, 15 99 15.99
VoodooNightmaire . ... 15.99 15.99
ZO • ,  . . . .  .... ... 13.99 13 99

Plightshi8-  .  . •
... . 15 99

The Secret or Monkey Isiand 15.99 15 99
Rick Dangerous 2 15.99 15 99
pd rain ot rneDemon 1599 15.99
Team Yankee 18 99 18.99
Ireenapelautarrtliere Tinos1 5 99 15.99
Cyter Assault 15,99 15 99
F19 Stealth Fighter 19.99 19 99
Operation Stealth . 15.99 1599
Back to the luture2 15.99 15 99
Gods 15.99 15 99
Xiphos 15 99 15 99
Swiv . 15 99 15 99
Cadaver 15 99 15 99
Supremacy 19 99 19.99
4D SportsBoung 15 99 15.99
St Dragon 15.99 15.99
Indianapolis.. 15.99 15.99
Han9 15.99 1399.
TheSavage Empire 16.99 16 99
Final Command 1 5 . 9 9 1599.
LINSguadron. 13.99 1399
Celica6T4 Rarity 15 99 15 99
Stratego .,• ,. 1599 15 99
'leg Dnve 3. •  .. 15 99
Altered Destim . .  ... 15.99 15 99
Loopz 15.99 1599
Vaa
,
ne

... 15.99 15 99
Betrayal . .. 15.99 15 99
LineolF
,
re

15.99 15 99
(swat 15

.
99

15 99
Legend of theLast 15 99 15 99
Gays 9/Thunder 15 99 15.99
Spellbound. 13 99 13.99
UMS 2.. 15,99 15.99
WarJeep 15,99 15.99
Enterprise 13.99 13 99
I egend olthe Faerghall 13,99 13 99
ProTenms Tour 2 ....... . . , • .. 16.99 16 99
Sinner 2 .. ........... ... . .  ..... 15.99 15 99
Dick Tracy 14 99 14.99
Tem Suzuki 15.99 15 99
James Pond 14.99 14.99
Armour Gadded' 14.99 1199
Milos 2 2 . 9 9 12 99
Battlectess 2  • 17.99 1799
Future Basketball 14.99 14 99
Paradrow190 1 3 . 9 9 13 99
Toryak the Warrior 14.99 14 99
A.W S.D. M •E 2 1 . 9 9 2199
Corporation 1 4 , 9 9 14 99
Goldenkre 1 5 99 15 99

9 99
9 99
9 99
9.99

15.99

NOLL TWE100 COLLECTION P L A
,
N t I
M

RACE

1 '
4
1
'
1  
T
O
U
R  
I
T
,
Z
.
S
/
*
Z
W
O
N
L
Y  
2
1
1
a  
I
I

...e fts or r etE
Ham Orton C N N  ISO 4 1 . 0

Twin  O . .
,ALL POUR GAPES FOR ONLY 1111.111

15 99
15 99

Him* T o ff SAtmet rcriatg lor **re tie
And GiloAs And G t . .

ALL FOUR CANES FOR ONLY 114.11
799

F IN SOK
A,A Kro l l  &mum CM,A, Moving,. aod

PRECICNS METAL
/CANA C ro w INANd Cm ) .  Can  ard15 99 OP Nal .n a ApAntan

15 99
18.99

ALL FOUR GAMES FOR ONLY CI E , ALL FOUR OMENS FOR O k a  T I AN

16.99
16•99

O K. . "  I v  so n .  F o ca.  EAN.Anyph
AN I L AN. .  RON

ALL FOUR GAMES FOR ONLV EIGER

Elatuanw2  B o r . .  Man S . t  Wass
anPI mamma Io

ALL FOUR GAMES FOR ONLV M I S

MASTER MIT
S o w PoNspboa T u t .

EDITION ONE
)optAs Damson Up o n  Cumin awl ;

16 99 Gram m  Sap THATANANde and

7.99

Enkoonan

16 99 CFATInew
ALL FIVE GANES FOR ONLY E IA se

799

ALL FOUR OASES FOR O NIT ClE W

15 99

MAGNUM
999 Hann Don. APB KTImay Ro am and

D . P .  SKIN

16 99

AAmt. rm ( ) w t .  EIRAGem. O p ro Nn
IMP and Elatrup Capp

7.99 NOLL TWE100 COLLECTION P L A
,
N t I
M

7.99
7.99

IL E NC.  GINTINANtra 7. P P R ,
k m ,  SO MA
, P m  
W M

ALL FOUR GABES FOR ONLY' M N
Him* T o ff SAtmet rcriatg lor **re tie

And GiloAs And G t . .
ALL FOUR CANES FOR ONLY 114.11

799
799
799 POWER PACK PERCES
7 99
7.99

O K. . "  I v  so n .  F o ca.  EAN.Anyph
AN I L AN. .  RON

ALL FOUR GAMES FOR ONLV EIGER

Elatuanw2  B o r . .  Man S . t  Wass
anPI mamma Io

ALL FOUR GAMES FOR ONLV M I S
7.99
7.99
799 MAGNUM
999 Hann Don. APB KTImay Ro am and

D . P .  SKIN
AAmt. rm ( ) w t .  EIRAGem. O p ro Nn

IMP and Elatrup Capp999 ALL RIVE GANES FOR ONLY C I L * ALL FOUR GAIREI FOR ONLY M O
999

THE
ONE

MARCH
1991

Access

tegenb
16 linbrn earbeng, eljistuick, tonbon W4 2et) r i tpl iont:  081-747 4757

TOP TITLES
sr

Super Hangon.... 7  99
Batman CapediCruSader 7 . 9 9
LastNinia 7  99
Thunderblade 7  99
Blasteroids .  7 . 9 9
Vig ilante   7  99
Roadblaslet  7  99
WC teaderboard. .  7  99
Gauntlettl •  799
Barbariantl •  7 . 9 9
Axel Magic Hammer   7 , 9 9
OutRun •   9 . 9 9
Moonwalher   9 . 9 9
Her:IV/leis Guideto the Galaxy ,  .999
Planet tall •  .  9 9 9
iorkl . . . . .  . 9 9 9
Wish Bringer,  9.99
Leath b e e r  GodeSSPho
• s 9 . 9 9Hard Onvingli
Stun Runner
Turricanll
Hunter
Ga22a II •
Cruise tor a Corpse
Zarathrusta
Operation Stealth
Tom and the Ghost
Back lo the Future
Brain Blaster
Judders Masteedrive
.Mighty Bombiack
Sirus
Lord of Chaos
Death Trap
emmings

Shockwave
MaSterblazer
Rotator . . . . .  .
Deirter05
Tenticle

The Final Whisk „  899
Sim Earth 1 6 . 9 9
The Hunt Mr Red October 1 5  99
Mig29 1 5 . 9 9
Wrngs of Death .   1 5 . 9 9
Super 011Road Racing •  13.99
Istudo   1 5 . 9 9
E ur °ma n Super Leag ,  15.99
The Ultimate Ride 1 5  99
Gremlins2 ,  15 99
Woltpack •   1 5  99
DISlantArmies 1 5  99
The Immortal 1 5 .
9 9The FinalBatlie .
Murder
Dragon Wars
FI6Cointra1 Pilot .
Time Machine
Ultimate V
Midwinter
Pool of Radiance
Conqueror
Tunican
MI  Attack Sub
USSJohn Young •
Swor of Aragon
BA T
Badlands Pele „...
Powermonger .....
Wings.
Crime Wave
Their Finest Hour,.
LOOM
Defender ?
Sub buteo
Flight oltheirliruder
Speedball 2
Nine Lives

AMIGA

15.99
15.99
15.99
15,99
15.99
18 99
16 99

• 16.99
1 6 . 9 9

16.99
.
1
5
9
9

.16.99
16 99 169.9

.
1
5
9
9  
1
5  
9
9

1 5 991 5 . 9 9
, 16 99 16.99
• 15.99 15.99

1 5 . 9 9 1 5 99
15.99 15.99
13.99 1 3  99

_ A I  99 1 4  99
14.99 1 4  99

14 99
8.99

16 99
15.99
15.99
15
.
99
13 99
15 99
15 99
15 99
15.99
15 99
15.99
15 99

15.99 15.99
15.99 15.99
15.99 1 5  99

.
1
5
9
9 
1
5
9
9

15 99 1 5  99
19 99 1 9 9 9
19.99 19.99

1 9 . 9 9 1 9 99
• • 15.99 15.99

13.99 1 3  99
15.99 1 5  99
16.99 1 6  99
19.99 1 9  99

.
1
5
9
9 
1
5 
9
9

.
1
3
9
9  
1
3  
9
9

19 99 19.99
19.99 1 9  99
15 99 15.99
19.99 1 9  99
19.99 1 9  99
13.99 1 3  99
15 99 1 5  99

.
1
9
9
9 
1
9 
9
9

15 99 15.99
15 99 15.99

ADDIDAS CHAMINDIANTIP FOOTSALLI
OLLIE M S S

RAINBOW GLANDS
t I
L
l
SKingig

ONLY C i t a

DRAGON A N A
ORLI
. 
E l  
3  
P
S

1 NIOHTEIREED
ONLII EISA"1 SNADOW WARRIDR
ONLY' t i l l *

CHASE KIZI
ONLY K I L N1 4 0 .C.O F  2
ONLY EISA&

THREE SPEAK
ONLY FILINI 1

9 0 0 0 0 0 P
O NT  TILES

N ONECE
OKIL!

ONLY t ISIS

BL IT  THE KID
ONLY L I E N

I
.

TOTAL RECALL
ORLY E I S I ,

S T U N  RUNNER
ONLY P I N

COMPILATIONS

CHART TOPPERS
SATRE C O WA N °

ONLY I I  I l l

N E W
ONLY El ILES

EPIC
O WE CISME

St T SPY
CWT.! 011.11

IMINC
ORLY E S L .

TOD
MILT  M A P

DRAGONFOGATT
ONLY NI L O1 CINSE HO
ONLY tItSIF 1

1 LOST P A T .
O IRT CIL IA

RESOLUTION ICH
ONLY LISPS

OAMOOIES
ONLY IT ISIN

DAIS  DENOTE PORSE RACING
ONLY M N

STEVE DAVIS SNOOKER
ONLY ( M N

CONRAN:Ad THUNDERBIRD
ONLY E NNI 1
'No am at  SNO W
ONLY L I E N

ottivart
VA,L ER MAMA

F.Alogi M o fl 2
.  C i a . a  
a  
N u t .

mama Soma
- a r d  
F o o t
e

2 Wayld Cap Edson
ALL FOUR O ASIS FOR ONLY ERIS

FUEL BLAST
Cmago IP  Nob M A N N .  P e rm ,
POEM /  P47. CMrtm C. m .
,
L WA3  a n d a

Ewan  RAITKAA Ono
ALL i n  GANES FOR O NIT  I T N

O NIT E NCANI
Nat O f S l o w lid, FighlAr DIMEnot

OrsolConiC And SSEEcar S AW
ALL RIM  GAMES FOR O ISE E17.110

RIGHT  CCSOMPIO
EAT• lool Sink*  rump Hp.not

LAncasio
, S k y  
F t E
s  
o
o
d  
S
h
,  
C
h
A
A
A

ALL RIM  GANES FOR O IL Y M N

COMPUTER M I5  Ve t 2
Ppo SINT UNIT
,  I N N ,  
R P

Snack.
ALL FOUR GAMES FOR OTALT E S N

milM? (LAMES
A4111e.2 Walmloo SW Conhel

Loop.
ALL .AREE GAL ES FOR O ILY M I N

1 OTTINCI
ONLY EISEN 1

PANG
0 1 .1
. 
E I
S
=

SATAN
ONLY C I L =

Em PE T AtiATOIN
ONLY E RE *

micaopwr R e p's
-
fa / a ce

ONLY M S S

DELIVERANCE
ONLY L I E N1SNACOW Ca T IE  BEAST
ONLY tL IS

METE DEATH
ONL M I S

DELL. STRIP POKER
ONLY SLAP1CENTREFOLD SOUNNES
ONLT1 T . .  ATTACK
ONLY ELIO

FIRE AAlib FORGET 2
ONLY M N

COLOSSUS CHESS It
ONLY M I

SPACE A0 1
ORLY E N  IPS

FREE GAME WITH EVERY £20 SPENT OF OUR CHOICE

Please make cheques and PO's payable to Legend Software A c c e s s
Computer _   D a t e
Title P r i c e  T i t l e  P r i c e  N am e

A d d r e s s

TOP TITLES

SEGA MEGADRIVE LIMITED SPECIAL OFFER -  E135 Inc p&p
El V i s a

P o s t c o d e
Telephone



MARCH 1991 T H E  ONE

or salvage technology that surprised you?
Not real ly.  Except some o f  the  advanced
underwater robotics -  I 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 y o u  wr i t e  a bout  possible f ut ur e
technology l ike rain-proof vibrating wi nd-
shields, or packets of glass bubbles being used
to l i f t  wr ecks,  d o  y ou  al ways di r ectl y
extrapolate these ideas from existing  techno-
logy or do you occasionally allow yourself the
luxury of  gr and leaps of  the imagination
wi thout that backing?
Oh yes usually it's based on real technology. But,
on theother hand I've alsodone a few lantasies,like
Tales From The White Hart_ They're nearly all
impossible things. I have fun doing that, but I'm
very careful to distinguish between them_ Any
reader can usually tell which ideas I consider to be
possible and which are just fun.
'Science Fiction is a term that has been used
to encompass a wide range of works from
speculative fiction, based in fact,  l ike your
own work and that of Fred Hoyle, to fantasy in
which the science is of no importance. Would
you agr ee that  some i mpor tant visionary
works of ecience fiction have not been given
the recognition they deserve because the label
SF is so broad that potential readers are put-
off? Ghost for instance, is obviously worlds
apart from the latest John Crowley novel, and
yet they are still put onto the game shelves in
bookshops and l ibraries_
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 fiction, but would have
been science fiction i f  it had been
written earlier, and that's my novel
on radar, Glklepath•litGlidepath had
been written before the war, when
radar was invented, i t would have
been pure science fiction.
The Titanic has already been the
subject of a number of films. Are
you hopi ng that  someone wi l l
take up the challenge of recreat-
ing Ghost on celluloid?
Oh yes, it would make a wonderful
film. And i n (act, 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 yet, 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 wha t  extent do  computers
feature in your  work? You men-
tion i n the appendi x t o Ghost
running M- S e t  generators o n
your  Amiga 2000.
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 al l  sorts of  programs, and I
haven't had time to run them. The
Virtual Reality people have sent me
sonic wonderful programs, like simu-
lations of Mars landscapes.

THE UNSINKABLE SHIP
N APRIL 1ST 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.

RMS 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 Ismay, 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
valuable freight, including a priceless copy of The Rubaiyat Of ()mar Khayyam

The voyage went well until Sunday April 14th when Captain Smith began receiving iceberg
reports in the region ofNewfoundiand Smith chose to ignore the reports anti steamedon at full
speed into the night.

At 11.40 the 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 we re 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 outcry was
such that he was soon forced to resign and retire from public 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 C arpath la had been joined by Californian, and they both sailed

with the survivors to New York, where
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they arrived on April 21st.
For years afterwards t he  sudden

appearance of Californian was a subject of
much controversy. Half an hour after the
collision, ship's lights had been sighted to
the South o f  the  Ti tanic,  but  t he
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 chew enough to
have saved many more o f  Titanic's
passengers could only have been Califor-
nian and yet 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
seteyeson 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.

•  I f you want to witness the sinking of
Titanic two films to look out for are
Titanici1953t and A Night inRemember
( 1958). If, on the other hand, you're more
interested in getting her back to the
surface, take a look at Raise the Titanic!
(19801 and CRL's strategy game of' the
same name (not connected with the film).

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.S. 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 book 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
setting 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 t h e
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 is a
startling
infinitely
replicated
pattern that has
fascinated many
people since its
discovery or
invention).
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• Recycled industrial waste
• becomes fantastic plastic• if

you can keep your cool
• One wrong squeeze of paint

S, a n d  you turn Artoo Deetoo
'  green with envy_

• •  A squirt olgiue, a whack in
the head and a toy is bord

• You probably wonr need the
automatic qualitycontroller,

• because you'll newr make
snallos,11...11
. 
m i s
t a k
e .

• ,
• Pack em up ship em out,

II m a k e  a bundle, and eo home

AVAILABLE ON:
CBM64/128,
Amstrad,
Cassette & Disk„
Spectrum Cassette,
Atari ST, Amiga &
PC & Compatibles

U.S. Gold Ltd., Units 213 Bollord Way, Hollord, Birmingham B6 TAX. Tel: 021 625 3366.

tocasArts on the art and science of entertainment

WORKING
IN THIS

Toy FACTORYHAS rigs
UPS AND
DOWNS,

Tired of the same old 9 to 5? Then it's time to punch in
for the Night Shift at Industrial Might and Logic. And
take control of the wackiest, wildest, toyinaking machine
you've ever imagined.
Here's your chance to punch out DarthVader.

Or Luke Skywalkef,' Indiana
Jones'
s
: 
e v
e n  
Z
a k  
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k e
n
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. '  
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-

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 lust a
few minutes to complete. But the
better you get, the tougher your job
gets. Bigger Quotas. Pesky lawyers.

Furry pests. And of course
the machine hardly ever
breaks down.



MARCH 1991

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, SWIll and

• t h a t  darned third level of the
Rotoplex demo.

KATI HAMZA
Cybercon III 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
mostly spent trying to find
that Houghton chap.

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

BRIAN NESBITT
Brian's gone a little queer on
us lately, he's neglecting the
charms of his brother's ST
and has taken an active
interest in the opposite sex!
Still, when he's not plighting
his troth (or taking down train
numbers -  some things never
change) the bespectacled one
is wearing out his cells with
Revelation.

PAUL PRESLEY
Brennan may have lost his
depth, but Presley is taking
these long-term games very
seriously indeed. He of the
multi-coloured barnet is
currently devoting the better
part of his spare time to Jet
Fighter, Red Baron and Hunter
(oh, and for a little light relief
he puts his balls in his
pockets with 3D Pool).

LAURENCE SCOTFORD
He may soon be playing
Hamlet (old 'Lot' is finally
about to get his acting career
off his tongue and onto the
stage) but for now he's
content to play Lemmings,
Loopz and Rock R o l l .

PRICE E 2 4 . 9 9
OUT N o w
GRAPHICS 7 8 %
SOUND 7 0 0
PLAYABILITY 75%
VALUE 6 0 %
OVERALL
7 0 %

GRAPHICS
Not necessarily

how colourful or
well drawn they

are, but how
well they are

used.

SOUND
Again, not a
reflection of
quantity, or

indeed quality,
of sound, but
how well it fits

in with the game
in question.

PLAYABILIrt
How does the

game feel? Is it
addictive or just
uninteresting.

VALUE
Essentially a
reflection of

lasting interest -
how much game
you get for your

money.

OVERALL
A useful point  of

reference -  a
summary of the

preceeding
ratings.

THE ONE

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 fo llow where
necessary. And so, to the ratings...

GODS (ABOVE)  sta ys Ea rthbound. while
Red Ba ron (above  le tt) ta ke s to the  sky.

THWART THE Boche  with Esca pe  From
CoOditz.

68 CYBERCON III
US Gold

73 ESCAPE FROM
COLDITZ
Digital Magic Software

47

40 GODS
Renegade
52 TEAM SUZUKI
Gremlin

55 DEUTEROS
Activision
58 SWIV
Storm
61 TOWER FRA
Thal ion
63 HUNTER
Activision
76 TURRICAN II
Rainbow Arts
79 RED BARON
Sierra On-Line
82 REVELATION
Krisalis

67 JONES IN THE FAST
LANE
Sierra On-Line
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PRICE £ 2 4 . 9 9
OUT E n d  March
GRAPHICS 8 9 %
SOUND 9 0 %
PLAVABILIT 1' 92%
VALUE 9 2 %
OVERALL
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PRICE E 2 9 . 9 9  A L T H O U G H  GOD S H AS its fa ir sha re  of stupid cre a ture s that a re  quite  ha ppy to
stroll right through a  ha il of  lire ,  they•re  a ccompa nie d b y more  than a  fe w inte lligent

OUT M a y  1991 b r e t h r e n .  The se  sma rt cha ppie s will not on ly a void your lire ,  the y'll find the  quicke stand sa le si route  to get to yourt

• ,  - •  •  • •  •  •  •

• r
-  
r  
.  
r
-  
*  
i
t
"
'  
R
I
P
'
'
'
.  
I
P
.
.  
'
V
I
P
!  
0
9
"
.  
f
a
r
"  
f
e
b
r  
Q
V

,  e r? '  R I '  - - -
w P r  
R P  
-  
'  
'  
4 1
1 "
.  
A
P  
S 1
1 6
1 1
1 3  
6
1
1
1
W
9  
4
1
-
1  
o
l  
'

—
- , r  f u r  r
a r .  -  
-  
f a l . " '  
# w
r
I
P W r r :
P
l
i r e r r i
l l i M f r
f fi n g r
r  
—  
-
-
-

y r  O W *  miallst o l o o ,
f
i e
l l y 7 P P .
8 1
1 1
1
1 P w l , P r i e n k . r  
f P 1
'

. PIP! erlirtirt111.1. •  orPIPItfriort"a 8  '
1 1 1
1
0
, P .
1 1 1
0
" P r
r s t  
I
I
.
P
.
I
g
i
m
b
P
,

, , efir:PoRrer:PW 0
11
P-  
o r  
f o r t
'  
P r

, w g
,
p o
w s
t ,
P .
1 1 1
1
/ ,
P
r
i
t
s
.
P
P
P

NM :P r  Polittrw s p e r r  .
Emir PonTitrillo.;o1F1Prowterflow

-
1
1
/
4 
P 
4 
-
4

00031p 717

UP TO FOUR ITEPAS ca n be  ca rrie d at once  Ad d in g  ite ms to the  inve ntory is a s e a sy a s crouching ove r them
and ca lling up  the  inve ntory window,  shown here, the n se le cting a n e mpty box. Dropping ite ms is rust a ssimple ,  a lthough some  a utoma tica lly disa ppe a r a fte r they ha ve  been used,
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Laurence Scotford has a  heavenly
experience with the Bitmap Brothers'
latest Olympic effort a  platform
puzzler from the Pantheon.

OR CONNOISSEURS OF PLATFORM GAMES
only three essential buys have emerged over_
recent months. Rainbow Arts' Turrican and its

sequel are both worth having for their sheer size and
playability. Psygnosis' Killing Game Show is not only
eminently playable, but original and well-designed a  rare
combination these days -  and is also worthy 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 Renegade, and, as such, will be closely watched
by other publishers, large and small. It is also another
opportunity for The Bitmap Brothers to demonstrate their
versati l
i ty.  
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this is their first attempt at a platform game, and, again like
Cadaver, they make it seem as i f 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 been
done l ike this before).  Ther e ar e four  levels, each
sub•divided into three worlds. In each world your hero has a
quest, but your objectives only become clear to you as you
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OF C OU R SE TH ER E'S the  obliga tory shop. You're  guided there  b y fl
Shopkeeper a t the  end of  e ve ry le ve l. so  tha t he  a nd h is bird ca n ta k
your hard-earned ca sh in re turn for a nything from e xtra  live s to shie l
giving te mpora ry invulne ra bility. I f you don't have  enough ca sh to
purchase a  pa rticula r item, the re 's a lwa ys the  possibility that you 'll
wander a cross it  during the  coming le ve l.

NOW HERE'S A
PROBLEM . You've
got to ge t pa st
those spike s a nd
you know that, in
the corre ct
combination,  the
three switche s
nearby will de stroy
thorn. But  wha t's
the righ t
combination?
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000PSi YOU'VE
TRIPPED the
wrong one  a nd it 's
triggered off a
fresh wa ve  of
walkers,  N ow you
are going to  ha ve
to de a l with  them
before you ca n
carry on.
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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;

So far so good, you might think, but what puts Gods on a
higher plane? At the heart of the program is a unique player
monitoring system that keeps a constant track of just how
well you're doing. If you're extra smart and extra quick, not
only do you get bonuses, but lifegets atadtougher. lf,on the
other hand, you're tripping over your own feet and having
to book holidays to finish levelsthen you'll be recognisedas
remedial and given the occasional helping hand, like the
odd energy top-up or extra life.

In addit ion, however you're doing,  there are lots of
hidden bonuses and roomsto discover. There are a number
of ways of getting to them -  it may be a secret switch or it
may just be a matter of t iming. There are enough hidden
extras to ensure that Gods will surprise you, even on the
second or third t ime through.
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admiring those  stone  ga rgoyle s when,  without warning,  the y be come  a  litt le  more  life like_ The re 's on ly one
thing for it ... down the  ha tch!
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AS IF YOU  H AD N 'T
already been
through enough,
when you re a ch
the end of  a  le ve l
there 's a  guardian
to de a l with i n
this ca se  of the
large, clawed,  fire
breathing va rie ty.
This is one  comba t
you ca n't a void
it's just you aga inst
him until your
energy o r  h is
reaches ze ro.

it's
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ALIENS OU T OF
THE WAY,  you  ca n
try aga in. Gre a t.
you've finally got
the corre ct
combination and
the spike s ha ve
been destroyed,
clearing your pa th.
Problem solve d.
Bul wa it ...
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WHAT HAPPENS IF
you go  ba ck to the
first switch a nd t ry
it a ga in? Voila ._
you ge t showe re d
in gold. Which just
goes to prove the
Gods he lp those
who he lp
themselves!
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H ER ES AN OTH ER
PROBLEM . To
progress much
further you need
that ke y up  there,
but the  ga p is to
small for you to
enter; so  how do
you ge t it?

ANSWER: ha ng
around until a  thie f
come s a long. Bu t
how doe s that he lp
you?

AN SWER : the  thie f
Steals the  ke y a nd
then heads on
down to a tta ck
you. Just  wa it t ill
he ge ls close  then
let fl y a  couple  of
shots to kill the
little  blighte r a nd
colle ct the  droppe d
key. Problem
*Dived!

24 -
7'

7
-
1

•G:

1/12rw.1011.111

r" ;AAA
•  •

,e
-ez. 21

,
4 
• • ,
1

— 2 ,  ;  . a
f

' ;
1
1
1 
4
4
1
7
4
'  
,

_1(444_..J _1114; iLl
code,
,
A 
r A i
a z
<  
r
-
A  
a
z
-
A  
r

•

o4 1
.
1 1
c
1 ,
1 „  
L

r •  1  4
4farl iflAg ;ow z a r  4 1 r 1  i t A z i l a t E L E E d
i

td
. , a w a y  • •  . 0  •  e - l b l e d n e  F . ,

r
- 
-
2
r
.
?

;:;67
-.
0-7

AMP •  M .EIP

O
r

r  -  T . •
-  -  • - •  F  -

I -  r -  -  -

p e a

ele--vrwLi

- - J

111 .1_1,•
or

MARCH1991

LOOKS FAMILIAR THAT PARROT. 'fop! Get the right icon and
you ca n ha ve  yourse ll your own bird-bra ined compa nion,  quite
happy to sp it  fire ba lls a t e ne mie s while  you ge t on with
something more  use ful... like  running a wa y. The  fa milia r ha s h is
own hit-points,  so  he  won't la st fore ve r: one  collision too ma ny
and he  be come s a  dead pa rrot... a  deceased pa rrot... a  pa ne l
that is no more ... a  pa rrot gone  to meet h is ma ke r... a  pa rr...
Ioerghk I!)

1.
I F THEREI S O NE CRITICISMtha tc a nb e

levelled at Gods, it's that the graphics are a j
little too detailed. Occasionally objects can
get los t  against  t he intricate s tonework

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
minor grumble,  because the detail does give all the
graphics a very  solid quality, which is reinforced by
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 lit t le Nation 12 number, and somehow they've
managed to make it sound good on an ST too. Spot
effects, rather than jus t  being exercises in  strange
sounds thrown in to fill up the silence, have be-en used
thoughtfully and often supply clues to events off-screen,
The control method has been well thought out; it's easy
to do things like shoot f rom ladders, and picking up,',
dropping, and using objects couldn't  be simpler.  To
begin wi t h  y ou might  need fi ve minutes  or  so t o r
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-
'bent for all platform addicts, even the experts.

1 1 1 1  AMIGA OWNERS ARE going t o see the

benefit o f  s ome cosmetic changes. The
sourd will,  naturally enough, be even more

_ w h o l e s o m e ,  a n d  t he  graphics  wi l l  b e
tweaked to make, for instance, the colour-graduated sky,
even prettier. Otherwise, what you see here is what you

,•get.

PC
and see.

EXACT DETAILS ON PC Gods area little up in
the air at the moment. It'sthe Bitmaps' policy

to support all major sound cards, but as to,.video card support, you'll just have to wait
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TEAM SUZUKI
Gremlin

AMIGA
PRICE E 2 4  99
OUT N o w
GRAPHICS 8 8 %
SOUND 8 P / o
PLAYABILITY 85%
VALUE 8 5 %

OVERALL
9 0 %
ATARI ST
PRICE E 2 4  99
OUT N o w
GRAPHICS 9 0 %
SOUND 7 8 %
PLAYABILITY 85%
VALUE 8 5 %

OVERALL
9 ok
IBM PC AND
COMPATIBLES
PRICE N / A
OUT N A

THE S TATUS  panel In the  lop left corner shows
your current lap time, your best lap lome and how
many laps are left to go Whenever  a  lap Is
completed or  you ovenake someone (easier said
than done)  the  posdion indicator fl ashes up
briefly, as does the  damage indicator whenever
you bum p Into something D a m a ge  is measured
in percentages w h i t e  it all the way up to 100
per cent and I ts  curtains for  you i n  a  strange
concession to fantasy ( considering the  program's
general real•smi the bike actually repairs itself if
you drive for  long stretches without ineywhvg
111010 damage.

THE ONE

THE M AIN menu offers
a choice of three
mounts. 116cc. 250cc
and SOOcc. The  main
difterence between
these is that the fi rst
has automatic gears
(and Is therefore
easier to ride)  while
the other two are
manual.

RACE DAY, and the  crowd are out in force. Rick a  track born the 16
offered. r ide three laps to qualify  and you'll fi nd yourself on the grid
surrounded by seven other  bikers. all intent on leaving you behind The
accompanying test describes some of the  features of the  cour te  ahead
and whether  you Can aspect a las! race Or a  more deitercpus one.

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

OTORCYCLE RACING has been a popular subject
for 16-bit conversion right from the very start, with
the results ranging f rom all-action arcade affairs

sucr asSuperHang-On to more realistic simulators' such as
MicroStyle's Honda FIVF.

Gremlin's collaborat ion wit h Team Suzuki. however,
leaves even the most complex of these in the shade in terms
of technical accuracy, making a strong attempt to capture
the kind of atmosphere and realism that is 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 -  f rom
providing technical information right down to strapping a
camera to a bike and driving it around the games courses,
allowing for all the tunnels, hills and curves to be included
accurately.

The result is a game that now otters you the chance to
experience al l  o f  t he thrills  and spills  o f  Grand Prix
motorcycle racing, a game that offers you thechance to take
command of one of the most successful racing bikes ever
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 w e l l ,  almost.

friEVIN SCHWANTZ
Born: June 19, 1964 -  Paige, Texas.
Grand Prix Victories: 13 -  500 Suzuki.
1
9
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984 First road-race.
985 U S  Superbike Championship

debut.
1986 Top points scorer, Transatlantic
Challenge.
First GP: Dutch IT,  Assen.
First G P  points :  Belgian GP,  Spa
Francorchamps.
World Championship: 22nd.
1987 Top points scorer, Transatlantic

Challenge.
US Superbike Championship:  2 n d
overall.
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.
1990 Five GP wins, six lap records &
seven pole positions.
World Championship: 2nd.

PRESS the  space bar to
look over your
shoulder a t the ba c *
behind and to  see if
there are any Other
racers approaching
As a  rule, i f the leader
is about to lap you.
you should le t him
peas b l o c k i n g  him
off and causing him to
crash Is far  more fun
though!
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PRACTICE makes
pezlect, s o head for

the practice track to
hone your r iding skills

to perfection A n
empty track gives you
tens to work out how
bard to take corners,

when i ts  sate to
acceierate and when

you should slow down
to avoid tha t

Oncoming tree.

AEI

IT LOOKS fast, it soundsfast and by golly, itis
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Suzuki has t o  be t he fastest and mos t
exhilarating yet. I ts  a tad over-responsive

though, and although practice does help out  in this
department: it 's  still a lit t le off-putt ing when you're
trying to negotiate a tricky bend with five other bikes
screaming at your heels -  lose control and it's hard to
get back on the right track (forgivethe pun ). Thegraphics
are generally silky-smooth, although the speed does
tend to suffer when the screen is full (details such as the
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M m e d  off to 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
on the different tracks instead of being limited to a single
circuit. The damage factor simplifies things enough to
allow the flow of the gameto go uninterrupted, although
some sort of pit stop feature would have added to the big
race atmosphere. Not  so much a racing game, as an
earthbound flight simulator, Team Suzuki is by far the
closest thing yet to genuine motorcycling.

LISTEN UP Atari fans, f or  once the ST's
graphics a r e  ac tually  bet t er t han  t h e
Amiga's... pity that the same can't be said for
the s ound t hough.  Here,  t h e  Amiga' s

growling, powerful engine noise is replaced with what
sounds 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.

ST

PC

THE ONE

A S E LE CTION of camera viewpoints offer  virtually any v iew to watch the
race by, Including upside down'  Y ou have a choice a t fixed ( behind the
biker free- fl oating from any angle you choose or fl oating around the  bike
white always pointing North

CRASH, and y infre  treated lu .r1 i e p l a y  of the n I  I
,  ' , . 1camera viewpoints to be l l  illustrate your embarrassment. Thrill as your bike swerves around a tr icky
chicane. swoon as you overtake the  leader with masa_ than whimper as you Pint a  fence and skid into
the nearest grandstand

DIDIER DE RADIGLIES
Born: Marc h 27,  1958 -  Louvain,
Belgium.
Grand Prix Victories: 2  x  250cc, 2 x
350cc.
1977 First race.
1978/79 Belgian 750cc champion.
1979 First grand prix.
1980 Belgian 250cc champion.
World Championship Positions:
1980 -  18th (250 Yamaha)
1981 9 t h  (250 Yamaha), 17th (350

Yamaha)
1982 6 t h  1250 Chevallier -  Yamaha),
2nd (350 Chevallier -  Yamaha)
1983 3 r d  (250 Chevallier - Yamaha)
1984 -  9th (500 Chevallier - Honda)
1985 -  8th (500 Honda)
1986 -  7th (500 Honda)
1987 -  12th (500 Cagival
1988 -  7th (500 Yamaha)
1989 1 2 1 h  (250 Aprilial
1990 -  12th (250 Aprilia)

153
SUZUKI'S
500cc
GRAND
PRIX
HISTORY
1974 Debut ol RG500
-  Jack Findlay 5th
and Barry S hoone 6411
overall S uz uki 3rd in
manufacturers

championship.
1975 First 500cc OP

win ( S heen. in the
Dutch TT) , Thom°
Lansivuorl a lh, S heene
6th overall.

197617
-
7 
B a r
r y  
S h
e e
n e

World Champion
197B Barry S heene
2n0 Overall,

1979 V irginio Ferrari
2nd overall. S uz uki
riders take nine lop
len places.
1980 Rendy M amola
2nd overall
1981 N or c o
lucchine lli Wor ld
Champion
1962 Franco
World Champion.
198.3 Randy  M a m a s
3rd overall
1967 V4 RG500
Gamma introduced.
Kenny irons 14th
Overall.
1966 Kevin S chwantz

Fume OP  team. scores
RCVS thell OP  wino

/Japan A Germany) ,
8th overall.
1909 Kevin S chwantz
scores six OP  wine,
eight lap records A
nine pole  positions,
4th overall,
1990 Suzuki joins
Lucky S trike,
Schwantz  wins live
races. sets six lap
records A seven pole.
positions. S chwentz
2nd overall, M a ll
lAnckenrie
4th overall,
1991 S chwantz  and

Didier de  Radigues to
campaign the  latest
Lucky S trike Suzuki.
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A millennium l ater  an d  nothing's
changed. Paul Presley offers to help
re-populate the universe.

UST WHEN MANKIND'S future was  look ing
bright, along came a rogue asteroid and wiped
out the entire human race savefor a small colony,

living on the moon. And as if that wasn't enough, a Martian
invasion force also chose that particular moment to attack.

Anyone remember that  part icular plot? That 's right ,
Millennium 2.2, a gamethat set you the considerable task of
rebuilding the Earth and make it a healthy, happy place to
live once again -- all the while fending off those unwelcome
alien attentions.

Now, 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 get t ing back t o  your roots, t he
Martians have been spreading across the rest of the known
universe, building t heir forces, set t ing u p  alternat ive
lifestyles and generally mellowing out. As a result your
current plans for planetary expansion might even have to
involve t rade negotiat ions with your erstwhile counter-
parts. Go forth and mult iply,  but  remember,  you're not
alone out there...

m az o n  2 4 1 . 2 1 . 0 0

THE ONE

Deuteros — The
Next Millennium

THE FIRS T STEP in re- colonising the universe is to train your  populace in one  of three areas. The
Research learn are the  brains behind your workforce. P roduction creates the  tools, while  the M arines
are the ones who use then
,
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E A R T H  C t  T Y

BEFORE ANY THING IS  BUILT, It has to be  thoroughly researched to fi nd Out exactly what type of minerals it
requires. M I/hilly, you only have access to items such as S huttle Drives and M ethane Fuel. but as time goes on. the
boys and girls really earn thee  money inventing new and improved Items SUCh as larger S huttles and Automatic
Cargo Computers.

m ia .0 0  0 .
D D

C R A M P '  C I T Y
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DEUTEROS -
THE NEXT
MILLENNIUM
Activision

AMIGA
PRICE £ 2 4 . 9 9
OUT L a t e
February
GRAPHICS 9 0 %
SOUND 8 5 %
PLAYABILITY 88%
VALUE 8 9 %

OVERALL
8V°
ATARI ST
PRICE T B A
OUT M a r c h

IBM PC AND
COMPATIBLES
PRICE T B A
OUT T B A

IN ORDE R TO colonise the  rest of the universe.. factories must be  built
and populated to set up lending points  for the  larger shuttles. From there,
mining operations can be set up between the Orbital Factory and the
planet a llowing the  build- up of a  stockpile ot minerals.

WHEN THE

RESEARCH I .  tinel ly
complete, the  crew
can ge t to work
building the  objects  cA
your desire S im ple
things such as
Storage Derricks take
no time a t all, but
more complex items.
like the Cryogenic
Pods, can take ages
to build and so use of
the Advance Time
icon often becomes
essential.
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HERE SHE IS , the  pride of your  fl eet S huttles  are generally used as multi- purpose cargo carriers trenspor ling imiCnonit of
Orbital Factor ies or carrying minerals and people from one planet to another. Then, once an Orbital Factory has been set up.
your research boys should come up worth a nice little  inter- planetary version of the shuttle  and allow you to bOldly go whereriot many neve gone  before.

INTE RP LANITART
snurrLes come
complete with a
handy-size 'SA'
iS huttlemobile

ASeociCtiorit map of
the gallisy E a c h
planet is  shown

separately. a long with
whatever moons are

in rts orbit. The  type of
minerals contained on

the planet are also
rimpiCted, a llowing you

to work out which
planet has the  best

supplies for  your
needs,

THE ONE
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enables each shutIM  to set up automatic Supply runs between a  planet
and an Orbital Factory w h i l e  you re oil doing other  things T h e  green
dots indloste which Items are to be taken from M e  planet, while  the
orange ones tell it who(  to drop off in orbit

A

ST
PC

AS WE SPEAK, there's no specific news as to
what's happening on the this front, although
a version 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 less
information available for PC owners, Don't
hold your breath.

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 althoug

you're never really in any danger, there's a definite
feeling of tension prevailing. Although things start faint
slowly, Deuteros definitely falls into the 'put a lot in and
you'll get  a lot  out  category. Don' t  expect t o rush
straight in and be immersed in action and excitement, a
even a relatively simple task such as setting up your firs
Orbital Factory takes a fair amount of time. This is when
the only real problem crops up. each Orbital Facton
needs eight segments to become operational and to bi
honest, this istar too many. Four or five would havebeer
perhaps a better figure and would have made things jus'
that litt le bit more accessible. Once things are up an
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 — it may sound strange, but it's actually quite
a laugh... at first. At the risk of over-complicating thingsa
bit of interaction or strategic play might have been nice,
but nothing is really lost as it stands. Deuteros is deep,
there's no denying it. and as the sequel to Millennium
22,  you'd expect nothing less.



OCEAN SOFTWARE LTD, 6 CENTRAL
STREET, MANCHESTER M2 5NS.

TEL: 061-832 6633. FAX 061-834 0650

SPECTRUM AMSTRAD CARTRIDGE
COMMODORE CARTRIDGE

ATARI ST AMIGA
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nna make a monkey out
me! But that's just

hat that witch has done -
e minute I'm the mighty

Toki and the next I'm having
breakfast delousing my armpits, I can't
walk a step without tripping over my
knuckles and, oh, there's an overhanging
vine - time to swing out sister! But my 4 , 4
broken heart is going ape. My beloved - - )
Miho (I can't wait to share a banana with her)
has been kidnapped and somehow I've
got to regain my manhood - until then
I'm just swingin' in the rain!
The arcall ,0
1A 
s e n s a
t i o n  
b y  
F a b
t e k  
I n
c .
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scrolli o o t  'eM Up IS undoubte r e s s i o n  from
Tec r i g i n a l  c O t w o - p l  s p r u c e d  up
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SWI VStorm C i a r a n  Brennan prepares to cook more
AMIGA g o o s e  in Storm's advanced adaptation
PRICE E 2 4 . 9 9  . . , , -  o f  T e c m o 's tw o -p l a y e r b l a s t i fl g  classic.
OUT M a r c h  P E D A L  WEAPONS IntercgrIon Vehicles? Pos-
GRAPHICS 9 2 %  s i b l y .  Secret Werip ns I l l a t i o n  Vehicles?
SOUND 9 1 %  S u r e l y  Nye& Silkworm IV? Certainly seems the
PLAYABILITY 92% l i k e l i  .

VALUE 9 0  E %

WhOlste i SW/ V shield s fo -, t o r  o p  to bottom

OVRALL

9  3  o h  n ' t  just
•

 the gh a f el i ft though. as

ATARI  ST those who remember the or i t  gam
ly have

PRICE £ 2 4 . 9 9  f o n d  mernories of dr i vi
n
g i n t o  t  w h i
l .

flying

OUT M a r c h  p a r t n e r  had an enviously easy rideride).
fast .)aced all-action blaster wh• est the player's

COMPATI BLES -  s t a m i n a  as we' as  his or her refi - o r  although there's
PRICE N / A  • '  o n t v  one continuous level tort l a t e ,  i t
'
s  d i v i d e d  i n t o  1 5
OUT N / A  -  d i f fi - - r e n t  zones with names land looks) as diverse as GhostTown, Arctic Sea Grassland and the Sci-Fi Zone - almost 40 4

w '90's

sclaim t ha t t l i
,
- i r m a

uel is to mak

Whatever the reason. the result is

min putting togetherevent a little more
g t h e  poor sod wh n d s ol of the

ngly endless

If this appears to be all too much,there's a little comfort to
be found i n the program's 'automatic difficulty level'
setting. Basically this means that the game figures out how
good the player is and adjusts the number and skill of the
enemy's hardware to compensate.

— 1 1 " 1 4 1 0 , : t o  ' A I D  I

THE ONE

ALTHOUGH THE SCROLLING has shifted
perspective and the  graphics have acquired a
'SC a  lest, some things remain very much the
same, The  Gooseneck helicopter, for  ems:epic
still arrives on the  scene in mimeo' pieces. only
to regroup before your  very eyes into a very
/owl '  beast indeed !above) . Direct hits  to the
head and body are as good as useless, but It you
can mansge to M I that neck enough times

then the goose is cooked and leaves behind
•  veritable boost ol power- building tokens ' le tt.
Those provide a range of four  power- ups,
bonus. for  mitre points  and a  limited shield.
Increased parallel broom...or; spreading fi repower
and rapid fi repower ( there's oho a  secret token
In the torn, of a star, but i l
i
s  u p  t o  
y o u  
t o  
fi n d

that for  youisofvest•  S hooting the  tok e n, cycles
through the  four ° O o h s  as wall es sending them
bock up the screen, thus  keeping Maim in v iew
for a few offal emirs s000ndo.

ri owe r r
t
r
t  
r a  
r i
r

.41 Alik
NOT ALL OF THE  LE V E L is land- based b u t  fear not peep driver, your  lour
wheeler is temporarily traded in for  a nippy gunboat. I ts  ono of ihis game s few
cksappointments thet there isn't more effective changeover sequence between
the two vehicles, but a l oa s t skipping from cow to the other doesn't interrupt
the gemepley even slightly.

MARCH 1991
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THEM'S NO DOUBTING the arnOunt Dice r*  and
attention thst's been lavished on this entire
program b u t  if ony extra proof were needed.
pill checti out what happens when the action
rseches the cornfield. I ts impressive enough to
watch the Meg leave flattened crops in it . en* * .
but M e  pales into insignificance when the
grounded spaceship takes off leaving -  ye s —
crop circled!

THE OCCASIONAL TRAINS (above) don I Clare,
the helicopter 100 much trouble, but they're
something of an inCOnsernence for the jeep. an
I I . best to get rid of them 11-15 800n a . possible.
Shod' the engine arid the .emeining carriages
gredually slow to a compFeto stop, while
destroying ono of the carriages allows the engine
to speed off the opposite aide of the screen
*Mkt the resnelning stock once again grinds to s
halt.

THE ONE

• ed
1 •1

2 1
1WHO COULD FORGET the first time that the

smart bomb was activated in the original
Silkworm and that fabulous 'boom' burst
from t he  monit or's  speakers? Wel l  i t ' s

exactly that rush of excitement that's generated when
the going gets tough in SW/1/ - and that's more or less
right f rom the off. This is one hell of a shoot 'em up;
all-action gameplay  c ombined wi t h  ex t raordinary
graphics and a two-player opt ion that requires both
participants to really work together for a change. True, it
provides precious litt le that you haven't seen before in
terms of  gameplay, but  rarely have so many classic
gaming features been combined together so well into
such a neat package- Fans of  Silkworm will welcome
back a lot of old friends, albeit in slightlydifferentguises,
while complete newcomers will be faced with too much
of a challenge to have time to worry why they're being
attacked b y  a  mons t rous  fl y ing goose.  Glorious
graphics, sound that goes beyond the functional and
that elusive'one moretry' factor make SWIV an essential
purchase for blasting fans.

The gameplay  wi l l  c ome  o u t  v irtually
identical, but only for users of double-sided
disk dr iv es  ( t here i s  n o  v ers ion f o r
single-sided drives ).  Th i s  v ers ion w i l l

however be STE compatible, providing an improved
lefte among other improvements for users of the ST's
ger brother.

Just as there was no PC Slkworm,  there are
no plans for an MS-DOS-compatible SWIV.
This i s  more  o f  a  pi t y  t han usual,  as
adrenaline-pumping s h o o t  ' e m  u p s

(especially for two players) are as rare as hen's teeth on
IBM's machine.

l I E  r At r a l e t )  -  P R I 2 I 3 P  : 0 1 4 T 1 1 1 4  I i

INIOGRASINIERS Ned Longman end Ronald Pietist
Wieserik have included a smell 'tribute to  one Cl
Poe own favourite games in the form ol Sash:los
Land, a short moction featuring some of the
sprites horn Atari Games venerable shoot 'em
up-

ANOTHER OLD FAVOURITE from the original was
the 'Mama helicopter, which didn't do any
damage in its own right, but spewed forth
atom of buzzing helicopters to do Its dirty work.
There's a double threat presented here, as when
the mama eventually leaves the screen, its
babies room off in its wake, destroying
e ve ryth i n g  i n  th e i r p ath .
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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 or igina l m i x  o f  space
exploration, trading, and combat has
endured imitators, pretenders and
millions of hours of play. Now the best
is to get better.

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

Amazing 3-D graphics, in EGA,
VGA and MCGA modes bring even
more life  t o  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.

Unit I, Hampton Road Industrial Estate, 11.tbury, Glos. Tel: 0666 5
0
4 3 2 6

elite, n. The choice part, the best,
(Of). [F,,= choice]

plus, adj. Additional, extra;
positive. [1,,. more]
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WON IE E LE I E nolts

E M m i m d
t  L i n d  S tntom O n n o
• • E I N 0

, I N E M I E f
e l l i d o  
_

Elite Plus will be available for IBM PC compatibles at 1114.99.
The original versions of Elite are available for Atari ST and Commodore Amiga, at 1!24,99.
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Flying one plane is hard
enough, flying a squadron
is even trickier. Paul Pres-
ley takes control o f  an
entire airport and finds it's

not as easy
AO* a s  A l p h a

Bravo Char-
lie.

DIRECT ORDE RS  to
the pilots  of each
plane are issued using
the Flight Control
Panel. The  altitude,
speed and direction
can all be  altered
allowing each plane to
fly at sale distances to
each other. Once  a
plane reaches its
destination the
appropriate ba r  ov e r
control has to be
pushed to alert the
other controllers.

T'S ALL VERY WELL flying around in the latest
fighter plane known to man, risking life and limb
over enemy t e r m *  while on secret bombing

missions, but what about when you return home?
Who's responsible for making sure your plane doesn't

accidentally collide wi th one  just taking off? Who's
responsible f or  maki ng sur e  t he  7 4 7  fi l l ed wi th
holidaymakers has a clear passage of air to fly through?
Who? Air Traffic Control Man, that's who.

Now 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 non-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  LE FT OF THE
RADAR is the M e ta l l

control str ip, a list ot
all the  planes you can
expect to see, a long
with their  call- stgns
(Serra Oscar 219, and
so on)  their
destination. pLone type
and all other
information needed to
determine where the

plane has to be and
when.

THE ONE

TO THE  RIGHT OF
THE RADAR Is the
mini-computer from
wh i ch  e l l o rm ati O n
such as weather
e O n alliO n X o r fl i g h t
paths can be
acrArssed, coded
transmissions can be
sent to M e  aircraft)
data such as
waypoints can be
overlaid onto the  main
radar and the  alarm
c a n
e .  
a c
t i
v a
t e
d  
t
o

alert the tire crews.

WHAT BE TTE R WAY
Is M ere  to keep track
of the  doz ens of

plenel that want to fly
over your airport than
with the  radar display
There are four  types
(main radar, tower
control, Errivel and

departure)
corresponding to the
four types of
gameplay. The
runways era displayed
es solid lines within a

large rectangle and
eircrall are either
email squares or
triangles. marked with
men call-signs.
altitude and speed.

EVERY AIR TRAFFIC CONTROL simulator
(and believe it or not, there have been quite a
few) will be compared to Wesson Interna•
tional's definitive Rapcon — and Tower FAA

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 screen for everything would have
done the job. On the plus side though, it's extremely
easy to get the hang otand you soon find yourself totally
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 notthe kind of game
you use to show off to your friends. The other main
aspect, the speech (using the internal SID speech chit)),
does give the impression that it accidentally ended up
sounding l i ke a n  accurate portrayal o f  a  radio
microphone and leaves something to be desired. The
lack of aesthetic pleasure however is morethan made up
for by the challenge and intensity that's generated.
Tower FAA proves that landing planes cdn 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.
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II n a t i o n  boys  won' t  divulge w he n thi s
version will be available. Stay tuned to these
pages for an Estimated Time of Arrival.

REVIEWS

TOWER FRA
Tha lion
AMIGA
PRICE E 2 4 . 9 9
OUT N o w
GRAPHICS 7 0 %
SOUND 7 8 %
PLAYABILITY 88%
VALUE 8 7 %

OVERALL
85%
ATARI ST
PRICE E 2 4 . 9 9
OUT M a y

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

The
beginner's
guide to Air
Traffic
Control,
P a r t  One:
the inter-
national
Phonetic
Alphabet
A ALPHA
B BRAVO
C CHARLIE
D DELTA
E ECHO
F FOXTROT
G GOLF
H HOTEL
I INDIA
J JULIET
K KILO
L LIMA
M MIKE
N NOVEMBER
O OSCAR
P PAPA
•  QUEBEC
R ROMEO
S SIERRA
T TANGO
U UNIFORM
V VICTOR
Vg WHISKY
X X-RAY
Y YELLOW
1 ZULU
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"For my country, my honour and my
life - I am a Knight of the Sky."
* Fly 20 planes, including eveg major fighter in
WW. I
* Navigate with actual mapping of
roads, cities, aerodromes, anti-aircraft guns
and more.
• Accomplish hundreds of missions in 7
categories, including ground support, bombing
and dog-lighting.
• 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 IS Ace of Aces.

From the creators of F- I 9 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-lorgets, No E.C.M. lust your
skill and ambition to live to fight another
day, The MicroProse way.

A A
\  
t
a
4
t r
w
4
*

'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 a au IF&
sky around me, but my mind sees A I M  IN 11.81111
only the challenge ahead.-
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In th e  dangerous world o f  Fractal
Geometry, Paul Presley finds himself
alone against the enemy. Let the hunt
begin...

HERE'S NO PLOT. There's no point. Activision's
latest is  as  straight forward 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't really need much of a plot to work, in the
same way that Realt ime's Carrier Command didn't_

There are three types of mission to choose from : a series
of linked demolit ion jobs, a simple action-packed battle and
a long intensecampaign. The nice thing is that, providing he
doesn't die or fail, the beginning of a new game sees the
character continue from where he left off, at the same point
in t ime and with whatever equipment he had left.

THE CONTROL PANEL
shows  ev er y thing y ou

use to  s tay  al iv e, as
well as  y our  c ur r ent

co-ordinates , th e
c lock  ( essential fo r

keeping tr ac k  o f y our
tim e l im it) , a  r adar ,

your  ener gy . th e
am ount o f fuel

c ontained in  y our
cur rent v ehic le and

any  necessary
F rataal aag a,

THE MAP, WHICH
CAN BE OV E RLA ID
onto  the m ain sc reen.
s hows  the lay out o t
the is lands  l r andom
lor  eac h gam s )  end
the pos i tion o f  the
loc ution c ur r ently
chosen fr ont y our  log
book . m ar k ed as  a
smell y el low dot. A n
Aer ial Obs etv ation
Unn, when  fi red
highl ights  the
. rn m o d i al e  a r e a  an d

s h o w a  t h e  p Cp ti t i n n

bui ldings . v ehic les  and
enemy tr oops .

YOUR OB J E CTIV E  IS
USUALLY m ar k ed on
the m ap in  y our  log
book . A s  y ou
progress , c ontac ts
such „is  s pies  or
locals  wi l l  o ffe r
Infor m ation in  the
form o f  m ap
cc...ordinates Th e e *
ere enter ed as  y ou ga l
them  and m ak e up  a
c om plete r ipcord o f
your  lour ney

HUNTER
ActIvosion

PRICE E N  99
OUT M a r c h
GRAPHICS 9 1 %
SOUND 9 0 %
PLAYABILI TY 93%
VALUE 9 0 %

OVERALL

92')/0
ATAR
PRICE E 2 4 , 9 9
OUT M a r c h
GRAPHICS 9 0 %
SOUND 8 9 %
PLAYABILITY 93%
VALUE 9 0 c / D

OVERALL

9 2 %
IBM PC AND
COMPATIBLEU
PRICE I B A
OUT I B A

•



BEGIN EACH M IS S ION
with a brief visit to the
stores, where you can

lop up on weapons
and ammunition. Not

everything is available
here. medical supplies

can only be obtained
from hos pe e ls  arid the

larger weapons sire
Iour .l deep in enemy
territory N o  one said

this wee going to be
easy,
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OF ALL THE
VEHICLES available
the hel ic opter  is  by  tar
the best a l t h o u g h  il
is slightly tricky to
control. With it you
can cross large
distances with ease.

although it does have
two main drawbacks.
It e at s  a w a y  at  tu e l
arid tends to attract
the moat unwelcome
of missiles and flak,

THE ENEMY Dr es s ed
In red and with a
temper to match.
Occasionally you
find one who isn't
happy with his lot and
allows you to go on
your merry wily b u t
don't count on it. The
wa r e  uniforms found
In some of the houses
serve as s useful
disguise, but show
any hostility  and the
enemy will see right
through It.

THE ONE

THE AM OUNT OF
VEHICLES to choose

ranges from pedal
bikes to tanks, there
.
*
even wi nctsurling
equipment it you look
for i t  Fuel is required
for the engined
transport and tends to
come in a limited

supply, but the larger
the wheels, the larger
the gun. P ocket boats
carry ElOmm shells and
tanks can destroy a
building in a couple of
l h at a .

BUILDINGS C ON I AIN
various items to N ita

you in your
destructive ways.

Fuel, fi rst aid, 111.14,
money and m os t

importantly
.inhabitants are some

of the ingredients thrill
make up life  on the
islands and provide

most ol Hunter
interaction

MARCH 1991

NOT S I NCE MI DWI NTER h a s  a n y o n e
managed to successfully create an off ecti
three-dimensional env ironment  and
bine it with an absorbing game. Now, at I

Activision has put  that right. The smoothness of
scrolling and the thoughtful and imaginat ive scr
zooming feature are lust two of the elements that g
and hold Onto your attention like a hungry Rottweil
attacking a  burglar.  Your  enemy 's  intelligence
remarkable if a little persistent: one soldier insisted
swimming across three islands in pursuit of my wi
surfer, The ever-present t ime factor makes for so
interesting strategies. If you take a long route towa
your objective in order to avoid missile launchers a
so forth, make sure that you've worked out  a g
escape route. It 's not  all flash graphics though,
sound too has been put  to good use, alert ing you to
dangers such as missiles, a split second before you see
them (and scaring the wits out of you). If there is a sour
apple in the barrel, the it's the fool 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. Ult imately 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 fi nd that
Hunter offers both compelling and exciting entertain-
ment that 's going t o last at  least unt il Midwint er 2
arrives, that's when the real battle will really begin.3NOTHING GAINED and nothing taken away,

Hunter offers just as much enjoyment as its
Amiga counterpart. The graphics are a lit t le
lighter and maybe not quite as detailed, but

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

ACTIVISION'S AMERICAN CONNECTIONS
mean t hat  a n  IBM-compat ible Hunt er i s
more-or-less inev itable.  T h e  b a d  n e ws
however, is that there's no plans to make the

inevitable happen in the near future -- we' ll keep you
posted.
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INERT IS WRONG,
HO PUTS IT RIGHT?

%Pit do. The Advertising Standards Authority ensures
advertisements meet  with  the strict  .Code o r Advertising
Practice.

So if you question an advertiser, they have to
answer to us.

riti find out more about the ASA. please write to
Vivertising Standards Authority Dept. X, Brook House.

lbrrington Place, London WOE ASA
This space is donated in the int rresis ot high standards In adter tisement
,
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P H A N T A S T I C  G A M E S
16 BIT SPECIALISTS

Al l  s oftwa re  /  Ha r d w a r e  is subject to availablity.
Ti tle s  not available wil l  be  sent on da  o f  release

111,
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Ouicksrior 3 lo t . °
Quickshot 3 IBM
Competition PRO 5000
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Speelking Sid
Cruiser Black
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7 3 8 -

0 6 1 7

Amiga 500 - Screen (erns
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1Jones 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
most o f  us  are bat t ling these elements  i n
everyday life,  y ou'd hardly  expect  t hem t o

combine to make an enjoyable computer game, Sierra On-
Line, however, thinks otherwise.

Until now, the American giant has best been known for its
wide range of graphic adventures, but now it hopes to 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.

PC

A
ST

WITHOUT DOUBT, the fi rst  thing that  wi l l
strike Sierra-philes is how differentthis isfrom
the company's usual output. And, regardless
of how good those graphic adventures are, it

still comes as d welcome change to not have to puzzle
your wa y  o u t  o f  ev ery  s ituat ion.  Th e  idea o f
implementing a board game on computer isn't exactly a
new one, but up until now (apart from conversions such
as Triv ial Pursuit) the results have never managed to
retain the feel of the originals. This, however, is a good
example of how itcan bedone. It 'sobviouslymeant to be
played by more than one person, but even competing
alone against Jones (the computer player) provides
enough of a challenge to last sometime, The first-class
presentation (which we've come to expect f rom 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 digit ised person i s  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 wi t h  ot hers  inc ites  plent y  o f  excitement,
especially as you see your score creep past the others -
only to lose your lob and have it sink right down againl
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 than the PC -
and three channel sound won't sound quite as
nice as a Roland or AdLib sound board -  but

otherwise it should remain the same old rat race.
AGAIN, machine specifications l imit  what
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.

THE ONE

AND HERE'S the star
Of the  shove_

Watching Jones a t
work. rest and play la

I  usetui

way of gaining bps.

BEGIN EACH ge ne  by selling a  level for  each of
four goals M o n e y ,  Happiness E duca tion and
Carew t h e  fi rst player to meet his or her
• xpectations wons M one y  is  a measure of your
wealth and current investments. Happiness is
gained by  buying luxury goods or  taking time off
work, E ducation depends on the  amount of
diplomas you earn and Career rrinasure•  your
employment record.

EDUCATION plays a major dart in your game- life -
the k l i
-
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everything from E ngineering to Business
Administration. P aying the  enrollment lee allows
access to either the  Trade S chool or  the  Junior
College. horn where you can branch out, ga ining
diploma Stier diploma.

ACCOMMODATION is selected from a choice al two
sites. a  iC)W-COSI apartment or the  swanky Le
Security building. II may make you happier, but
the once  of high- living is rellected in the amount
of rent that has to be paid every tout weeks.
Miss a  payment and you could hod your wages
beong deducted.

-140 t  N s
,
/  0 0  
n t

H ono lit t t  t u t '
a l  0 0  te.,14

1 0 0 4  t p l e m c d
11- Te ch U rn
,  
• i fi r g r A i i
i

BO.L:
P AM

110, c1 • 1
Kent efivz-z

AS IN REAL LIFE , there's a variety of careers to choose from N ine  of the  buildings on the board offer
lobs through the E mployment Offi ce, each *nth eta own promotional structure Y ou' ll need plenty of
experience and a good education to become a bank manager, for  example, whereas M onolith
Burgers will take m i l  about anyone Wa ge s  tend to fl uctuate al a ll times. so tt's  often worth checking
whether y ou re due tor a rise or whether  I s  time to move on.

LoiciS

KEEPING your life in order is hungry work. You
need to he fed every turn, so a quick visit to
Monolith Burgers Is fanlike  sight to Snare. (lunar
lanai should do the trick. Alternatively
cashflow allowing y o u  can buy food for several
weeks i MITI the market Make sure you have
somewhere to store it though la  fridge or tresteel
otherwise you'll fi nd an upset stomach and o tr ip
to the  doc tor s  is in order. Fail to eat and lime IS

deducted horn your next turn.

REVIEW
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JONES IN
THE FAST
LANE
Sierra On-Lone

IBM PC AND
COMPATIBLES
PRICE E 2 9 . 9 9
OUT N o w
GRAPHICS 8 8 %
SOUND 8 7
1 1
/ 0
PLAYABILITY 91
3
/0
VALUE 8 3 %

OVERALL
88%
AM IG A
PRICE
OUT

IBA
IRA

ATARI ST
PRICE I B A
OUT I B A

"This is tile
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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68
CYBERCON
The Assembly
Line and US
Gold

PRICE E 2 4 . 9 9
OUT A p r i l
GRAPHICS 9 1 %
SOUND 1 5 %
PLAVABILITY 88%
VALUE 9 5 %

OVERALL

9
3
(
)
/
0

PRICE f2 1 1 • 9 9
OUT A p r i l

IBM PC AND
' 'A P A  •
PRICE E 2 9 • 9 9
OUT I B A

WHEN THEY BU I LT CYBERCON the y
created a  prote ction comple x so
sophistica ted it  made  Fort Knox look like
a We ndy house ,  I nside  there  a re  rooms of
all sha pe s a nd size s I so m ° se ve ra l t ime s
the he ight of a  ma n) connected b y a
series of lif ts. ledges,  pits,  traps,  locke d
doors and invisib le  floors. An d  round
every come r you've  got a n e xce lle nt
chance a l mee ting one  of the  hundre ds a t
powerful a nd a ggre ssive  se curity robots,

ORIGINALLY. THE C OM PLEX wa s
designed for ordina ry maintenance

technicians in  boile r suds. The se  da ys,  the
only sa fe  wa y to vie w it  is through the

protective  visor of your powe r suit . Th is
ma rve llous pie ce  of  modern ta iloring le ts

you jump inhuma n dista nce s,  genera tes
protective  shie lds or ca nnon a t the  touch

of a  button,  is se lf-repa irable  a nd ca n
locate enemy posit  ions by se nsor should
you so  de sire . The  on ly cost  is energy -
you be gin with  one  e ne rgy ba nk (bottom

left) to powe r the  lot,  colle cting the
maximum four (for extra  speed,  stre ngth

and e fficie ncy) a long the  wa y.

THE ONE

YOUR C AN N ON  I s the  most e ffective  wa y of dise mbowe lling robots -  i t s  strength (ra nging from me re  bulle t
to supe r-ba zooka ) grows in proportion to  your powe r sta tus. Post-de struction,  most  robots le a ve  one  or two
handy pa rts for you to ca nniba lise . The se  Include  such goodie s a s cameras,  e xtra  e ne rgy ce lls,  force -fie ld
generators and i t  you're  lucky p i e c e s  o l ke y. Ene rgy powe r-ups double  a s grenades, a lthough you 'll needto fi nd a  la unche r be fore  you ca n lob them a round.

Cyber°
Kati Hamza grapples with a mutant killer brain.

MARCH 1991
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FTER DECADES OF FIGHTING, destruction and
death, 23rd century man finally built Cybercon Ill
and everyone breathed a sigh of relief. With this

gigantic computer brain in charge of defence systems, no
singlenation or 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 lust one hope. A
loophole in the design allows a single technician into the
sprawling defence complex that  houses the Cybercon
brain. Get 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 else.

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.

A

AT TIMES when your
power's low and the  hea l
is on,  fie ld genera tors
can buy you va lua ble
time. Placed strategically,
they crea te  an
impenetrable prote ctive
shield between you a nd
the e ne my's fire . The y're
also re -usable  until the
power runs Out.

RARE,
EXTREM ELY
WELL-HIDDEN and
heavily prized,  the
lour compone nts
of the  M a ste r Ke y
are wha t a ll th is
unhealthy e xposure
to dea th a nd
destruction is
rea lly about. Ea ch
one gives access
to a  whole  ne w
area of the
network a nd a ll
four add up to a
one-way ticke t to
the Cybe rcon
brain-stem itse lf .

69

ANNIHILATOR ASI D E. the  automated robot de fence  syste ms come  In two va rie tie s.
Some, like  these  cybe rwhe e ls. re spond to move me nt a nd a nima tion (sta y st ill e nd you

won't ge t hit). Other,  more  inte llige nt e ntitie s ca n a ctua lly se e  t h e  most e fficie nt wa y
of bla sting them is to a im for the ir e ye s. I nitia lly,  e a ch quarte r of  the  comple x ha s its

own pe culia r va rie ty of robot: a s your move me nts open the se  a reas up,  the y move  out
of the ir designa ted sphe re s a nd clog  up the  e ntire  ava ilable  spa ce .

WE HAVE THE TECHNOLOGY
A COMPUTER THAT could run the world's defences like Cybercon Ill doesn't

sexist -  yet. In the meantime the nearest equivalent to automated protection on
the same scale is the American Strategic Defence Initiative or SDI.

The idea is s imple:  space-based weapons systems detect and intercept
intercontinental ballistic missiles lICBMs1 before they hit their target. If they're
caught early enough, any fall-out or debris hits the country of origin.

So far there are three potential SDI systems on the drawing board: lasers in
space, an electromagnetic launcher or an electromagnetic gun, The problem is
that it's pretty hard to test any of these in the vacuum of space t heref ore there
are no real guarantees that they'd work  well enough to act as a genuine
deterrent.

The Russians meanwhile are concentrating their efforts on a laser-based
equivalent, including the potential to use Free Electron lasers based on the
ground to intercept missiles in the upper atmosphere.

Since President Reagan's departure, SDI hasn't  featured t oo heavily in
international policy,  but  there is  some speculat ion that  t he success of
ground-based Patriot defence missiles in the Gulf War may put it right back on
the agenda again.

THE ACCURATE
3D ensures that a
bridge like  th is is

visible  from e ve ry
possible  angle
Underneath you

can gaze  up a nd
admire it  a bove

you: if  you happen
to be  sta nding on a

level highe r up
you'll be  a ble  to
crane ove r the
edge and see it

below.



CAM ERAS AR E A  g o o d  w a y o f  keep ing  a  wa tch
on yo u r  b a ck. Ca re fu lly p la ce d  a n d  posit ioned ,

they a llo w  yo u  t o  ke e p  wa t ch  o f  vit a l ro b o t
movements wh ile  yo u 're  in vo lve d  in  cru cia l
tactics somewhere else. The Annihilator is

Cleve re r- I f  h e  se e s a  ca m e ra  h e  im m e d ia t e ly
moves. Alien-like, out of shot.

ST ITS THE SHEER SCALE of Cybercon t h a t
hits you first. The network of labyrinthine
passageways, womb-like chambers, mind-
bogg lingly 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 over the edge of a ledge and it
fallsithe way that you negotiate the place isn't limited by
any in-built constraint. You could have hours of fun just
exploring, bu t  there's  more  a  whole  series o f
convoluted puzz les  p l us  a  c r o wd  o f  robot s  t o
dismember. What really makes the game however, is
the tense one-on-one rivalry  between you and t he
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 upend just let rip, Either way
weeks of intense interactive excitem ent areguaranteed:
as yet, this is as close as you'll get to experiencing a

mplete virtual reality inside your computer.
EVERYTHING THE S T vers ion has ,  t he
Amiga offers too, with the added advantage
of four-channel sound. The full benefitof this
aural enhancement, however, can only be

enjoyed by owners of 1Mb machines.
DUBBED 'THE SHOWCASE version' by The
Assembly Line, PC Cybercon III is all set to
exploit a whole host of graphical and sonic

, improv ement s  wh i c h  j us t  c ouldn' t  b e
crammed into an Amiga or ST. Special features include
some extra gameplay enhancements. Roland and AdLib
sound support plus 256 colours and a graphics system
the likes of which no-one has ever seen."

THE ONE MARCH 1991

ON THE UNE
CYBERCON I S  THE BABY of  Andy
everidge and Ricardo Pinto,  bot h
rstwhile employ ees  o f  Realt ime,
hose work  o n  a  whole  series o f

products (including Carrier Command)
has endowed t hem wi t h  extensive
experience of 3D.

In this  case, t he 3D was  given a
complete overhaul six months into the
project when Ricardo first saw Andy's
designs, r idic uled t h e m a n d  p r o -
nounced he could do better. He ripped
out mo s t  o f  Andy ' s  convent ional
box-like rooms,  got  r id  o f  t he con-
ference centre look and replaced both
with the weird spatial gymnastics that
are characterist ic o f  Cybercon i l l ' s
outlandish feel. The revamped comp-
lex works as a complete 30entity: every
single room is  unique and has been
individually designed fi r s t  on paper,
then on  screen -  right  down t o  the
decorations on the wall.

E CYBERCON BOY

ALL L IFTS AN D
COOED D OOR S
are o p e n e d  u sin g
your m u lt i-p u rp o se
sonic key. This
handy lit t le  gadget
a llo ws yo u  t o
interrogate o b ie ct s
to d isco ve r  t h e ir
so n ic co m b in a t io n
and then play the
appropria te
sym b o ls t h ro u g h .
Most  t if f s h a ve
dif ferent  co d e s f o r
down a n d  u p  and
certa in  a reas o n ly
become a cce ssib le
when yo u 've
co llected  n e w
sym b o ls t o  b e
added t o  the  ke y.

THEY MAY LOOK
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. II your
systems are badly
damaged. a briet
respite should give
the p o we r a rm o u r 's
se ll-repa ir u n it
t ime t o  w o rk.
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PLAY TO WIN, 159 STRATHMORE AVENUE, LUTON, LU1 3QR T E L :  0 5 8 2  4 1 3 9 4 3
WE SELL EVERYTHING. EG Famicom + 2 games 1295 ,Megadrive + M Mouse 1145.99

WIN! W I N !  W I N !  W I N !  W I N !  W I N !  W I N !

M o l t

= o
1
D

M I P S

52051 DISCO VERY PACK
17 20

- ST/AMIGA, FREE
ACCESSORIES PACK 191419

PAYING 111
, C .
1 7 C A
S H

• iN GAME PACK ACO E2S

5 9 9 1 E1 0 6 /1 w,
Paemow<AXP 1811
11.0,C61152c11 11

CompoN.9190150111EON
t 9 .1 9 9
1 5 .9 5 1 N.9 stor
0496ol6004lAm97,1

„.
I .
I .3.,„„
125
175
/10
I S
175

511
I t
115

15
/93
599
/50
519
519
111
125
1.1
ON
111

3 S
111
111
111

AWN ONork
Kar.  /
59/915.91.
Owooto N i ko
Ekt
1599wiwo
Ick / wo w
hkon
19511 ..1  CO*
Jumni Jotloon

V
I
=  
t
r
o
n
n
o

5 . 1 .  Bou
11 Cam Demo
looks 07 Co ml . "
M . o .  0 / 4  11..1
11196.11
Dmiont9 1 9 o. AWEown
No w. /
M o w n . .  310

Suelk
Aw000mo lo o m.)

Mo n .
liakiouo 101
So Co
Toed 3
1 .1 1
,
9  
W
k s
161191
HolMood C O .  935
Rotwop 2
So.11.1
Stelkt
STUN N o m
Immo . M o w 7,artlos
1 1  Mice

MAIL OfIDER TO:-  DEPT ONE,  55  H AR R OW DRIVE. LONDON N 9  9 EG
TEL: 081-803 0893

AMIGA AMIGA ATARI SEGA
All CADRIWS Nom 1139

INC •  • 2  roke GUARANIt
tnt & APAM

LAMES
• ENGUS1
1  
T E K T  
o o
s

scHEIN
OFFICIAL VERSION E I S

715 00
145.00
248.03

DUALITY 3 1
, 
O D O S  
D I S
K S

to 1 1 5  3 0  1 2 1 1  9 0  2 2 1 1
All O aks b o o .  ,r5 lo is yobil I.O .0  &  p o n e .

0 9 0 1 4 .

. , -.gfTotr
c
im D R
" "

1111
ION
/11
110
11119
616
311
311
111
/11
111

1•1111111/51 NEL M S
Du n a  O M 25

625
I t
5 13
111
121
1214
521
513

13,50
•O 90

1219
 11.0

N
le

I N
I N

•
' I N
I N

ION
IS 11

11

•  1514
011 4
2 1
4

,
9
1
1

IA 11
.411

25
11 25
•  n
' I N

safriwo ri P19E13 AM S tL 011311
011/

Horpow -  2 1  11
11.011111 1 1 9  6 4 1 5
bee 500 -  N S
141 Sk/o
, 
O N I
O N .  
5
1
1  
N
S

Nko ie  9 1 1  N W  I s ' r  •
6/1 Cw 2 2 1 5  7 2 1 5  U N  1 9 . 9 .
GA boos I I I  1
1 1 1  W o wOA. i W o w . .
U .  3  •  n t  6 9 . 9  ol I .r2:,1'.1

4
.7

t r b b i n  I n  L i

_ _ I g o  l y pi  _ _
.
_
. .
_
. . . . . . . . . . . .
j
.
VS 
T
h  
l  
' M  
F
.

,  t
"

t n •  0  . •

Mow, owee.179.11, Mho koolod, nook., onowleawo, n o tro mu lm •  onl row IstOoNo ow oI 9 wog In woos No o rkilman  Enol
on cloy AINNAAA S ID*  owoo we  now W i l d  dnab blbel by ?blurb 50C0Cr oned1 o tio lo w too.% p l . .  ailow Dowoom Al
P o . . . e . 9 .
,  P  •  
P  
h w  
5 2
0  
R I
K  
l
w  
e t
w i
t  
w
d
o l
l  
o
w
,  
V
I
°  
o
w  
k
w
p  
'
b
o
n
g  
1
7
.  
a
d
s
o
k
/  
l
a  
o
b
i
,  
*
b
o
o
.  
o
n
.
.
.
M
o
o
n  
o
w
l  
7
5
1
.  
o
n

108. on 9,-499k9 l i  F n  151i ( I s  Oh
22A WESTERMAN AVENUE. EDMONTON, LONDON NS

GAMES H.Q.
Box 17
Coulby  Ne w h a m
Middlesbrough
Cleveland
TS8 BYVV

• STRATEGY GAMES •
Front Line  1 7 . 9 5
Overlord 1 4 . 9 5
Ancient Battles 1 7 . 9 5
Vulcan 1 4 . 9 5
Borodino 1 8 . 9 5
East vs West 1 9 9 5 .
U.M.S.II 2 3 . 9 5
Tank Attack,.  8 . 9 9

* ART
1 8 . 9 5Degas E lite

Art Director
Film Director 4 4 . 9 5
Cyber PaintV2 3 9 .
9 5 SIMULATORS •
Fl9STFighter   2 3 . 9 5
F29Retaliator 1 9 . 9 5
Lancaster 1 4 . 9 5
Gunship  1 9 . 9 5

A c c o s s a l l i
T e l :  0 6 . 1 2  5 9 5 1 8 2
C h e q u e s  p a y m b l o

t o .  G a m e s  I L O _
• PLEASE PHONE IF YOUR

REQUIREMENTS ARE NOT LISTED
• FREE 1ST CLASS DELIVERY ON ALL PURCHASES

O WORD PROCESSING

• LEISURE •
Stellar Crusade 2 7 . 9 5
Hick Dangerous II  1 8 . 9 5
Lemmings 1 8 . 9 5
RoboCopll 1 9 . 9 5
Midwinter 2 1 . 9 5
The Kristal  1 4 . 9 5
GoldenAxe  1 9 , 9 5
Starblade  1 9 . 9 5
Tur m an 1 6 . 9 5
Thunderbirds 7 . 9 5
Windwalker 1 9 . 9 5
Ghouls& Ghosts 1 6 . 9 5
TwinWorld 1 9 . 9 5
Captive 1 9 . 9 5
Deathtrap 1 9 . 9 5
Lotus Turho Chal 1 7 . 9 5

• UTILITIES •
Mai Ishot Plus 3 3 . 9 5
System 3 3 4 . 9 5
HomeAccounts  1 9 . 9 5

Protext V4.2 6 9 . 9 5  1 s t  Word Plus 6 4 . 9 9
• ATARI & AMIGA COMPUTER PACKS

Atari 520 STE Turbo Pack 3 5 9 . 9 9
Atari 1040 STE Extra Pack 4 4 9 , 9 9
Amiga 500 Stand Alone Pack.  3 1 9 , 9 5
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VISAi  PROTON SOFTWARE_
TEL: ORDER LINE 0462 686977

AMIGA TOP 30 I B M  PC TOP 30
CORPORATION 1 2 . 9 9  M A N C H E S T E R  LITD 1 2 . 9 9
GOLDEN AXE 1 6 _ 9 9  K I C K O F F I I  1 6 . 9 9
LEMMINGS 1 6 . 9 9  F L I G H T S I M  4 3 5 . 0 0
CHASE H011 1 6 _ 9 9  S U P E R  OFF ROAD RACER 1 6 . 9 9
SUPREMECY 1 8 . 9 9  T E S T  DRIVE III 1 9 . 9 9
LOTUS ESPRIT 1 6 . 9 9  W O N D E R L A N D  2 2 . 9 9
MANCHESTER UTD 1 2 . 9 9  W A L I S T R E E T  WIZARD 1 9 . 9 9
SPELLBALL II 1 9 . 9 9  I S H I D O  1 9 . 9 9
KICK OFF II 1 3 . 9 9  P R I N C E  OF PERSIA 1 7 . 9 9
POWERMONGER 1 9 . 9 9  B O X I N G  MANAGER 1 6 . 9 9
SIM CITY 1 6 . 9 9  A N C I E N T  ART OF WAR 1 6 . 9 9
TEAM YANKEE 1 9 . 9 9  P . G A . TO URG O L F 1 6 . 9 9
ROGUE TROOPER 1 2 . 9 9  B A T T L E  CHESSII 1 9 . 9 9
CARVUP 1 5 . 9 9  M O N T Y  PYTHON 1 6 . 9 9
ELVIRA 1 9 . 9 9  M 1  TANK PLATOON 2 2 . 9 9
M1 TANK PLATOON 1 9 . 9 9  S I M  CITY 1 9 9 9
PRINCE OF PERSIA 1 4 . 9 9  B A T T L E  OF BRITAIN 1 9 9 9
JAMES POND 1 2 . 9 9  G U N S H I P  2 4 . 9 9
TOYOTACELICA 1 6 1 9  P I P E M A N I A  1 6 . 9 9
BOTICS 1 2 . 9 9  K L A X  1 6 . 9 9
BOXING MANAGER 1 5  99 M I G  29 1 9 , 9 9
MAGICIAN 1 9 , 9 9  M E M O R Y  MATE 2 2 . 9 9
BUCK ROGERS 2 2 . 9 9  6 8 8 A T T A C K  2 2 . 9 9
CHESSCHAMP 1 7 . 9 9  CHE S S S I MUL A TO R 1 9 . 9 9
SUPEROFF ROAD 1 6 . 9 9  A M U  1 9 . 9 9
ZOUT 1 6 . 9 9  T E A M  YANKEE 2 2 . 9 9
AMOS 3 5 . 0 0  G R E M L I N S I I  1 9 . 9 9
WALLST WIZARD 1 6 . 9 9  M U R D E R  1 9 . 9 9
CRICKETI1 MEG) 1 4 . 9 9  A NCI E NTB A TTL E S  1 9 , 9 9
FLIPIT 12.99 F L I P I T 12.99
NAksHA uPGRADL M u u M Please state disc size when N A V , .  SERIAL wo u sE
Foy NA GA  AND A IAA SI II
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AT 6 2 t i o ordering AT a .

COMPILATIONS
SEGA MASTER M I X SPORTING GOLD MIND GAM ES CHALLENGERS

AMIGA I I  ST 19.09 AMIGA & IBM PC AMIGA ST 111 PC 14.38 AMIGA ST & PC
•ATKRVEOHCERBO‘c 1999. WATERLOO. CONF. LT, 1 9

9 9DYFLAAIIII IEL M cAt .0 EHENIAN GAMES, THE EUROPE, MEAL  FRONTIER ETOMBI R. sT u Nv CAA RALER

cRAci co o wfc T URA° L IAmts HOE USE ( o i l  ON• • re  k A r . r .  FINAL FRONTIER M O  TENNIS M A W SUPER

O WNER. ' RO WED RACER THE GAMES SUMMER rro b o r•  CONELICI Eu t• O K SKI• IOCEOFF

I i l l  ION • KICKOFF HT•1 P . a .
,
•  n n  
p c

v o t t a l .

FULL BLAST POVIERPACK WHEELS OF FIRE HOLLYWOOD
AMIGA ST A IBM AMIGA & ST 14,99 AMIGA & ST COtLECT1ON

19.99 IBM K  ie .ss 16,99 AMIGA A ST
Et REIAA1 FORMULA ONE, 1•41.

IL I  SPO RESKt m i N
V

HARD De m . ,  U A W 1339
FOOW4u. ei00111.Wat,

CARRTIN TAIRIMANO, IDEA RAC_  RALLY OUTRUN, CHASE H a BATMAN THE w o w i .

DANGEROUS POwlerMin EICIIIOCOF II, * DEANA JOWLS
PC HwEwn  DEFENDE OF

CROWN wi l i e r . LAST CRUSADE,

BLOCOWYCH CwOSTIIISTERS I

T.N.T. HERO'S PLATINUM MAGNUM 4
AMIGA &  ST AMIGA E. ST AMIGA A ST AMIGA & ST

11199 1090 19.90 1E33
HARD DRi vi k Ko m i ' s,  A n . LicEE•cE TO KILL. RUPEN..., STRIDER. BLACK M I R OPERATION HOLE

I ENJOIN, DRAGE). spoRIT MATE ELAReicmE II Fo RGOTIEN WORLDS. ArnEW101.001, DOUBLE

s TAM...ARS GHOULS I  GHO STs 045500H & M A E .  GAPED

cRu cADER

PRODUCT F O R M A I  C O S T Sand to:
PROTON SOFTWARE.
ENTERPRISE HOUSE.,
BLACOTOBSE ROAD.
LETCHWORTH
HERTS 566 1 K
TO; 104621 686977
E I I  
M 4
E 0
6 7
3 2
2 7

TOTAL NAME

PIO Cheques payable to: PROTON SOFTWARF
New releases sent onday of release,  _  _ . , . -  -  - - . •
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GUNFIGHTER
USE YOUR VOICE

TO OUTDRAW
THE GUNFIGHTER
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ALIENS
Can You Kill
The ALIENS

For
CASH PRIZES

1

08613 3 1 3  5 7 3
Intcdal PO Box 36 LS1 4IN Ccil C • • t. 33P Per rtin C •  • Rate 44P Qi other tines

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.

SONY
THE BEST DISKS -

DISKS
103.5•DS00 E 5 . 9 0
203.5•DSDO 1 1 1 . 5 0
303.51)S'DD E 1 6 . 5 0
40 3.5'DS
,
DO 
E 2 1
. 5 0

503.5'OSOD 1 2 6 . 5 0
1003.51SOD £ 4 9 . 0 0
2003YOSOD E 8 9 . 0 0
500150WD E210. 00

3.5"DISKS
THE BEST SERVICE -

USE OUR CREDIT GARD
HOTLINE'
,ACCESS - 0742 72641115 -

VISA
WE ONLY USE :000 DISKS

THE BEST AVAILABLE
LIFETIME GUARANTEE

SAME DAY D4SPATCH NEXT
DAY DESPATCH WHEN

ORDERED BEFORE IRA
FIXES INC VAT &

POSTAGE PLEASE RING CC
WRITE FOR IAORE DETAILS

CHEQUES OR P O. S TO:

S ( ) N Y
THE BEST PRICES
AMIGA MEM
NO CtOCK E 3 4  00
WITHCLOCK C 3 9  DO

DRIVES
ANCACUMANA E 7 5  00
CuNANA ST
, E  
C 1 3
5  
0
0

DISK BOXS
ONLY WITH DISKS
40CAPBOX
SOCAPBOX

HARDWARE DISTRIBUTION
t wv r  iT0),  211 FLAW/ AL  GATE, SHEFFIELD, SI MP

TELEPHONE ORDERS WELCOME ON 0742 7264145

0.90
E5.90
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BEGIN THE GAM E w it h  f o u r po ten t ia l e sca p e e s o n e  each t ro m  Br it a in . Fra n ce .
Am erica  and  Po la n d . Ea ch  is  co n t ro lle d  in  tu rn ,  b u t  t h e  u n u se d  th ree  rem a in
id io t ica lly id le  w h ile  one  is  be ing  m an ipu la ted . Th is isn ' t  p a rt icu la rly re a list ic,  b u t  it  is
a n e ce ssa ry co n ce ssio n  t o  p la ya b ilit y.

UNFORTUNATELY
your escape

attempt is  dogged
by the  t im e tab le

imposed b y yo u r
captors,  w it h

in format ion
popping u p  f ro m

t ime t o  t im e  t o
keep yo u  In fo rmed
These in t e rru p t io n s

can o cca sio n a lly
be u se f u l d u r i n g

e xe rcise  h o u rs
you 're  a llo we d  o u t
into the  co u rt ya rd ,

wh ich  m a ke s i t
easier t o  e xp lo re  in

safety.

C O MM TO OLJt4hTERS
YOU BRIX ROE MITES TO RETURN MI

OF YOUR PIER TO THEIR MINTERS

THE ONE REVIEW

Laurence Scotford's imagination i s
captured by a computer interpretation
of Gibsons' classic P.O.W. board game.

HE VERY NAME Colditz has become synonymous
with some of the bravest actions of World War
The German command believed the castle to be

totally secure, but of roughly 400 escape attempts, at least
30 were successful.

This is not perhaps so surprising, considering the calibre
of the men who were held there. Almost  all had made
escape attempts f rom other P.O.W. camps before being
moved to the forbidding castle. These men saw it as a duty
to escape, even if  this meant putt ing 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
inmates tothe attention ofthegeneral public. He has written
three books on Colditz (the first two of which are included in
this package as a single volume), acted as advisor on the
fi lm The Coldit i Story and the long-running BBC television
series, and devised the best-selling board game Escape
From Colditz. It is on the latter that DMS has based its game.

Each of the games 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).

Obviously there are many places in the castle that are
forbidden, and i f  you get  caught somewhere that you
shouldn't be you'll be confined to a solitary cell and have
any equipment you arecarrying confiscated. Becausethis is
always a real danger, its  best not to carry too many useful
items at once n i p p i n g  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
daily routine imposed by your captors t h i s  meansturning
up for roll calls and being back in your quarters when
necessary. Exercise hourscan be handy for exploring areas
of the castle without so much risk of getting caught or being
shot.

Gather the necessary equipment and you can attempt the
escape. In some instances it's possible for one or two of
your prisoners to make an early dash for freedom, but the
best policy is to gather as much equipment as possible and
then work out suitable escape routes for them all.

9:40

AL L OW YOURSEL F t o  b e  sp o t te d  w h ile
st raying  in t o  a  f o rb id d e n  a rea  a n d  yo u ' l l

be su b je ct  t o  a rre st  (a s in d ica te d  b y
fl ash ing  b a rs in  f ro n t  o f  t h e  p r iso n e r 's

icon). Sh o u ld  yo u  su b se q u e n t ly ru n  in t o  a
guard yo u ' l l b e  p la ce d  in  so lit a ry co n fi n e -

ment f o r  a  sh o r t  p e rio d  o f  t im e  w h i t e
more se r io u s e sca p e  a t tem p ts a re  ans.
,wered w it h  a  b u lle t  in  t h e  b a ck. Th e  g a m e
ends wh e n  a ll o f  yo u r  m e n  a re  e it h e r in

solitary confinement... or shot

••••••-•, F
e l i
T a i g
a B C
. ,

ESCAPE
FROM
COLDITZ
Digital Magic
Software

PRICE E 2 9  99
OUT N o w
GRAPHICS 8 8 %
SOUND 7 9 %
PLAYABILITY 85%
VALUE 9 0 %

OVERALL

PRICE E 2 9  99
OUT A p r i l  1990

IBM PC AN.,
CnJ or
,
r
1 -
• '"

PRICE E 2 9 . 9 9
OUT T B A

84%

"To all
Prisoners
Of War!

Escaping
from

prison
camps

has
ceased to

be a
sport!"

Taken from a
German

P.O.W. camp
poster of the

period.
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ONE WAY OU T is
simply to stro ll

stra ight through
the ga tes. Hidde n

somewhere is a
guard's uniform
(nice fit isn 't  it),

which isn 't  much
use on it s own,

but if  you ca n find
the pa pe rs and
passes a s we ll

you're  home and
dry.
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ONE OF THE NI CEST
features of the  3 D
system is the  wa y
buildings a re  Only
depicted until you

walk be hind the m a s
is demonstra ted nice ty

by the  disa ppe a ring
hut, I I  you wa nt to

know how use ful th is
is t ry pla ying Oce a n's

The Great Escape on
which you ha ve  to

tumble a bout behind
buildings without a

clue  a s to  wha t's
going on.
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T L J L  VISION
"SO MA NY  'TUNNELS, and ex its  generally,  begin a t
ground-level, that at Colditz, at least, it was almost a waste
of timetostart work in theconventional manner. If someone
thought of a tunnel we examined the attics; if  someone
thought of escaping by glider (do not laugh! for one was
made in Colditz and is to this day, as fares I know, concealed
there), we started, if  possible, underground!  The short
Laufen tunnel and the Colditz canteen tunnel began at
ground-level, although the entrances to both were under
German lock and key. Clandestine entrances rose to the
second-floor level in the theatre escape; hovered on the first
floor with the snow tunnel; then rose to the third floor in the
Dutch vertical-shaft tunnel, and now, the French capped all
by starting their tunnel at the top of the clock-tower!

• E x t r a c t  from The  Cotditz Story by RAJ:la id,  publishe d b y

L
a
,
.
.
.
.

C o r o n e t  B o o k s .,

AT FIRST SI GHT th is might look like  a  run-of-the -mill Ofla g
chapel,  but wa il_  wha t's that light  pa tch on the  floor in  the
corner? I t couldn't be  a  tunne l entrance  could i t '  We ll,  gra b
yourse lf a  pick-a xe  and find o u t

BECAUSE IT USES the tried and trusted 3D
isometric v iew 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 irritat ing 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 wou ld  have hardly  been part icularly  plush.
Sound, with the exception of  a rousing t it le track, is
limited to footsteps and crher occasional spot effects_
However, it's in the gameplay that Escape From Colditz
will reward patience, Initially you'll find yourself getting
caught or shot frequently, but once you've managed to
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.

WHAT DIFFERENCES there will be between
the Amiga and ST versions are st ill not
certain. The major disparity will be in the
scrolling: DMS says that a full scroll would

slow the 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

nt• OL.
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REVELATION!
"So "So what's in the box then?"
• 88 levels of pure safecracking pleasure
• A new combination of compelling puzzle/arcade
gameplay

• 1 or 2-player action
• Password entry system
• Secret bonus levels
• A wealth of Powerups and Special Game Features

Krisalis Software Ltd, reque House, Masons Yard, Downs Row, Moorgate Rotherham, S60 2HD

• Joystick or keyboard control
• Includes a Matt  Furniss soundtrack
• Features unique atmospheric graphics
Pit your wits against the clock in this revolutionary
new approach to computer entertainment. Easy to
learn, impossible to leave and guaranteed to hook
you, REVELATION! has what it takes to keep you
coming back for more -  REVELATION! -  all comput
egames are not the same.
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TURFMAN 2
Rainbow Arts

AMIGA
PRICE E 2 4 . 9 9
OUT N o w
GRAPHICS 9 2 %

, SOUND 9 0 %
PLAYABI UPI 93%
VALUE 9 2 %

OVERALL

. 9 1 % )
ATARI ST
PRICE E 2 4 . 9 9
OUT N o w

IBM PC AND
COMPATIBLES
N/A

MARCH 1991

JUST WH EN  YOU  THOUGHT tha t Turrica n ha d had enough, he 's ba ck to sa ve  the
peace-loving turry a nima ls of  La ndorin. At  the  sta rt e ve rything looks fa milia r: a  gentle
landscape. enemy lo rce s looming on the  horizon,  a nd a  ba sic we a pons kit . I t s an
illusion that doe sn't la st ..

IN TH E ORIGINAL game, fa lling down wa te rfa lls meant an e a rly gra ve  for M r T : in  the  se que l the y ca n often
hide va st unde rground ca ve rns such a s this,  pa cke d with  e xtra  live s,  se cre t bonuse s a nd. ine vita bly. ga ngs a t
marauding a lie ns. Be  warned though. Only tria l a nd (fa ta l) e rror will he lp you distinguish the  tra ps from the
treasure store s.

Turr

TURRICAN AND HIS
AMAZING
HAND-HELDS

URRI CAN I S  E X C E P -
TI ONALLY h a r d  w h e n
armed wi th his hand-held
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apons heusedto defeat Morgul have
' n retained here: spray shot, beam

pon, laser fire, shields, and the
roscope (now with the ability to lay
rnblets). The fun doesn't end there

ever: most weapons come with

multiple power-ups wi th 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 t o transform himself into a
spinning di sk of  death that deals
destruction t o al l  but  the meanest
enemies. Capable of laying unlimited
bomb-ettes in its wake, i t is (unfor-
tunately) in short supply.
ENERGY BEAM
This is actually two energy beams
which emerge from some unknown

place in Turrican's nether regions and
clear the screen of anything that isn't
landscape.
SHIELDS
Limited, but they provide invincible
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.
A weapon much appreciated by all who

love the smell of roast Xenomorpti in
the morning.

SPREAD SHOT
Threegrades of simple shot - one-way,
three-way and five-way — help refresh
the alien parts the laser cannot reach.
SURROUND BEAM
In its former life this was a Lightning
Weapon. This is a much more powerful
(five upgrades instead of  two) and
much m or e  control lable version.
Extremely handy when the bad guys
are closing in, its only disadvantage is
the brief time it takes to charge up the
batteries.
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AFTER HIS
HIGH•SPEED dice
with death.
Turrican cra sh
lands on World
Four. Wh o  knows
whM se cre ts a wa it
him? Well, there is
only one way to
find out • •

BOUNCE BOMBS
Turrican's n e w weapons  cupboard
contains weird energy pulses, which
split and bounce of f  the landscape.
Ideal for tight places such as caves, but a
bit useless in wide open spaces since
they are virtually uncontrollable.

MEG/WEAPON
The ult imate tool of  destruction, the
Megaweapon i s  a  combinat ion o f
bombs, Gyroscope,  s pray  fi re and
beam. I t  lasts f or longer than you'd
expect bu t  the results aren't  always
s a t i
s t

can THE ONE

THERE ARE I I  end-of-level aliens lurking
in Landorin's landscapes and, with a
couple  o l ha ll-ba ke d e xce ptions,  the y a re
a grue some  bag of  bug-eyed be a sts. M ore
intelligent than their predecessors in
Morguts domain. they relate their
behaviour to your actions: keep still and
you're  like ly to be  trampled or fried with in
se conds. You'll need more  than de ft
footwork a nd nif ty ta ctics to defeat the m:
only ple nty of extra  live s and ste e ly ne rve s
will beat those Game Over blues,

TURRICAN'S KI T is now comple te  with
aqualung for those  pe rsona l underwater
moments. Unfortunately, even though he
can move  a round with ease,  ne ithe r h is
Surround Be a m nor h is Gyroscope  wo rk
in th is e nvironme nt. T h is is unfortunate,
since the subaqualic stimebeits here are a
particularly irate bunch: gyrating jellyfish,
deadly lish•like  de nize ns and me ta llic
wa lkers with flippe rs on the ir feet.

HAVING QUASHED all alien resistance and a giant metal
monster. Turrica n is transported into three  sta ge s of  pa ra lla x
scrolling shoot 'e m up. The  first is fa irly simple . a
Scra mbie -slyle  la ndsca pe  te rmina ting in  an e ye ba ll-spilling
bend. The  se cond fea tures a  vicious maze,  one  of the  toughest
mother a lie ns in  a ny bla ste r a nd some  impre ssive
multidirectiona l scro lling . The  be st is sa ve d until la st  howe ve r:
a high•spe e d lurch through a  ma ze  of tunne ls the  qua lity a nd
speed of which  you're  unlike ly to se e  outside  an a rca de

Anything Gordon Houghton can do -
Turrica n 2.

OT CONTENT WITH wearing the title of Hardest
Person in the Universe after he wiped the fl oor
with Morgul and his minions, Turrican has taken

time out f rom 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 invit ing a
gang of  manic machines round for dinner:  the machines
took a fancy to the planet, forced the ent ire Landorin
population underground and started t hrowing v iolent
parties.

Luckily, one Landorin citizen managed to sneak to a
transmitter and send out  an SOS -  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 excitement, big guns and alien blood lie
ahead. In terms of intelligence, the machines are grommet
and spark plugs above Morgul and his horde, and the planet
is packed with more traps and surprises than anyone with
an ounce of sense would ordinarily tackle.

But when it comes to annihilating xeno.tyranny,Turrican
is just too hard to say no.

A

ST

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 t he  t ougher aliens  a n d  ignor ing t he  game' s
intricacies, or  you could t ry  t o 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 t ime limit  -  and much more. As well as
some of the harder opponents from thefirst game, there
is a vast array of tougher and smarter aliens on every
level. There  a re  t ricks a n d  t raps  everywhere -
disappearing fl oors ,  h idden plat forms ,  concealed
bonuses -and you could spenddaystrying tofind all the
secrets. These neat touches are typical of the attention to
detail throughout: gusts of wind force you backwards or
help you jump, you can almost feel the weight of water
forcing y ou 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: fantastic animation, a brilliant
use of  colour and shading and, in the shoot 'em up
sections, incredible speed. The music and sound effects
more than match this  quality :  complement ing t he
individual soundtracks f o r  every  s tage t here a re
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 conies anywhere near is the original
Turrican. Don't  miss it.

ALTHOUGH IT WILL FEATURE slightly fewer
colours and special effects than the Amiga
version, i n  a l l  ot her respects t he ac t ion -
should stay the same.

PCRAINBOW ARTS'  B O X  o f  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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Flight sim fans know who
does it best - and F15 II 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
Eagle II. A fighter pilots dream, as it is
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 are there
- combining to give hundreds of
different missions - but 'in-flight'
you're left to concentrate on your
'stick' and your 'fire' button.. .and
staying alive.
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The fact that there's plenty to do
makes F15 II one of the most exciting
simulations around.. .on screen
presentation is brilliant.. .the graphics
are utterly superb.. it's certainly the
most realistic 3D effect yet seen on a
fl ight simulation.
U N G  93'/0

TM

F-15 Strike Eagle II is
already available for

IBM PC's and
compatibles, and is

coming soon for
Commodore Amiga

and Atari ST

IBM SCREENSHOTS SHOWN
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In the war to end all wars,
one Ai r  Ace stood o u t
from the crowd. But even
this r ep u ta t i o n  i s n ' t
enough t o  d e ter  P aul
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 0.11

arcing out of the sky. Thisa wesome scene surely meantthat
Manfred von Rich(hofen, the fearsome Red Baron, was on
his tail, aiming for another kill.

There has  been a wealth of  WWI  fl ight  s imulat ions
released i n  recent  months ,  bu t  American developer
Dynamix reckons t hat  it s  innovat ive 3Space graphic
technology (previously seen in A-10 Tank Killer and briefly
in Dav id Wolf: Secret Agent i wil l  best bring to life this
turbulent era.

Alongside the standard fl ight  s imulat ion and combat
aspects, ftedBaron also features a cast of 29 different planes
and attempts t o recreate the combat  intelligence and
personalities of all the major flying Aces of the t ime.

•

Red
Baron

RERODROMV Es
ELYZIEET
i
tl  I  ' s  
S I O N

INE 0

DIEUI PILOT RECORD

BBC KEIP COREER

I L RE  111114I ' v i e r (

THE AE RODROM E  Is where you start your career as a pilot in the  Air
C om e  and where you will m ol l  likely end it as well A l  Orel you're simply
a wingmen with your  squadron, but prove your worth and you may soon
start leading a group of your own. A  nice revierd for  superior pilots is the
chance to own ( and personalise)  your own plane.

THE ONE
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REIMEIN

EACH COCKP IT CONTAINS  everything tha t would have been found in your chosen aircraft a t the
lim e  Early versions of modern instruments include the artifi cial horiz on (simply a  ball bearing In a
curved grOOVO and the original Heads Up Display le  Fixed circle with a cross mounted I l k , ,  c a r s
h o o d  O fn e M e n ti_

FLY SIN

FLY II  ' ) R I (

I 005FilfifiTI t a m i r m
,

0 0 6 F I G R I  H r
i i g u R B R
O NPH1RO1 I R E  FRONI

ESt illi H  LAMBING M D

Et S I O N '
,  I

OP a twoomoNig II 0
HON T ? W O R N

V I .  OR I  RECONNOISSOLNIEll

II F R I  OON D FLN SEi I

RAI LtIUM ePISTING! I

RETURN T O M ON

SINGLE MISSIONS after  everything from balloon- busting to attacking a
whole squadron. This is  also the  easiest way to get into the  game,
allowing you to customise the options and callicullies, making your
progress into the  air a smooth and lowly untroubled one

RED BARON
Dynamix

IBM PC AND
COMPATIBLES
PRICE £ 3 9 . 9 9
OUT N o w
GRAPHICS 9 3 %
SOUND K M
PLAYABILITY 99%
VALUE 9 2 %

OVERALL

AMIGA
PRICE
OUT

TBA
TBA

ARI ST
PRICE T B A
OUT T B A

9 1  c
1
/ 0

"Well i t/s
quite

simple. I
fly close

to m y
man, aim
well and
then he

falls
down."

Oswald
Boelcke,

German Air
Service

Instructor

r:

W W I  A C E 5  are  Cle talie d  th ro u g h  a  d ig i ti se d
photograph, a brief summary of the ir  career and
a loot; a t the  types of pianos they tim e  Taking to
the skies against them is no easy mailer, ea each
flies in h i t own style (historiCeily eccurate,
apparently)  and knows exactly what he's doing.
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ONE OF RED BARON's most intriguing
features i s  i t s  Mission Recorder:
essentiallya way of recording a mission
in-flight, then modifying it once back at
base. Having flown and recorded the
mission, you then take the tape back to
the 'editing room', play it back, cutting
together different viewpoints lboth in
and around any and all of the aircraft
involvedlto create your own WWI aerial
movie, Ful l  edi t i ng facil ities a r e
3vallable, including fast forward and
rewind controls, while directing the
action is made even easier by the facility to enter the playback and change the action. Should one of
the planes die prematurely, you can stop the action, rewind the tape, enter the plane and fly Out of the
way cull ing the new tape together again Budding Stanley Kubricks have never had it so good.
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- tation o t  Mo.3 Squadron.

NO CONTE M P ORARY
simulator can be

conipkile without a
number of external

viewpoint& -  and even
here Red Baron is  no

ordinary fl ight
simulator, A s  well as
hilly rotating camera
viewpoints, you can

edit views together  to
make an exciting

bailie record (awe The
Mistuon Recorder) .

AS WE LL AS
CHECKING through
the formations and
details a l each
mission_ it s best to
check out the current
map of the area so as
to avoid fl ying directly
over an enemy gun
emplacement and
being r ipped to shreds
by flak.

The CCIPAPS exceptional maneuverabilit9 make i t  t h e
best dogfi ghter o f  the war. However)  i t ' s  a  t r i c k 9
plane t o  f r  a n d  novices should avo id  i t .

THE TE CHNICAL BUFFS  amongst you get a chime*  to lake a dabbled
look a t each of the  planes while  they're reeling in the  hangars Ful l  3 0
rotating is offered as well as a short summary of the  aircraft's history

WHILE OTHER flight simulations provide a
3D landscape that feels like a 30 landscape,
Dynamix has created an environment that
actually feels like a real world. But as well as

somewhere convincing to fly around in, Rea Baron also
offers somewhen convincing to fly around in.  The
amount of background and in-game detail is impressive,
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
everything from the controls of your planet° whether or
not the sun shines in your eyes really offers something
for everyone. However, all of this icing wouldn't be

r much use without a good cake underneath -- and it's
here that Red Baron ismosttastyof all. The30 issmooth,
the action is fast and the controls are perfectly balanced

t..between realisticand user-friendly. Atriplanefeels like a
triplane, a  biplane feels like a biplane and a boxy
framework kite with a propeller feels like w e l l ,  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.

PC

distant future.

ST

A CONVERSION is currently being worked
on from the IBM-compatible original, but it's
still early days and no details are forth-
coming. Expect an update in the not too

UNFORTUNATELY thi s one  i s  lagging
behind even the Amiga version. Once again
we'll bring you more news as we get it.
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dub. Just as soon as
you've completed

three tiny
trials.
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WHILE YOU 'R E BU SY fiddling with
tumblers,  a  va rie ty o l use ful powe r-ups
flash up on the  scre e n. The se  provide
everything from e xtra  time  to  a  pa use
facility,  provide d you gra b them qu ickly
enough. Anothe r use ful a id is the
provision of  locks. Whe n colle cte d from
safety-deposit boxe s these  ca n be  use d to
fix the  position o l whe e ls,  pre ve nting
nasty cha in re a ctions.
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REVELATION!
Krisalis

AMIGA
PRICE £ 1 9 . 9 9
OUT N o w
GRAPHICS 8 0 %
SOUND 8 1 %
PLAYABILITY 81%
VALUE 8 3 %

OVERALL

8 6 oh
ATARI ST
PRICE E 1 9 1 9
OUT N o w

IBM PC AND
COMPATIBLES
PRICE E 2 4 , 9 9
OUT N o wUT

ITH SIMULATIONS available for just about evony
conceivable activity, it was only a matter of hme before
someone came up with a version of safecrocking, erm._

may e
Anyhow, that's exactly what  Krisalis has done with this

fast-moving puzzle game. Revelat ion!  bears  a  passing
resemblance to that Hungarian brain-boggling toy, Rubik's
Clock. The object here is to manipulate a series of connected
tumblers in an attempt to line up the coloured edges on the
wheels and unlock a safe mechanism.

The wheels work a little like magnets w i t h  like-colours
repelling each other. Therefore, rotating a wheel is simply a
matter of  lining up two identical colours. The problem is
that, because the wheels are interconnected, moving one
causes a chain reaction upsetting all the positions you've
carefully set up before.

This, in turn, 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 t ime
limit  -  take too long and you'll end up assisting the police
with their inquiries.

The pers is tent
villain does even-
tually  g e t  h i s
reward though: a
limited amount of
t ime t o open as
ma n y  s a f e t y
deposit boxes as
possible -  c rime
doesn't  nec es -
sarily pay even at
this s tage h o w-
ever.  a s  o n l y
some of the boxes
c ont a in  v a l u -
ables.

THE ONE

R evelation!
There's

nothing wrong
with playing safe.

Ask Laurence Scotford, he's just got
cracking with the latest from Krisalis.

THIS IS YOUR reward, where you get to use your leftover time
to ope n a s ma ny boxe s a s you ca n s o  the  quicke r you finish
the leve l,  the  more  you score . Not a ll of  the  boxe s conta in
valuables though, so it's still possible io finish a level and come
away empty handed.

MAGNETIC MISERY! 1 1 P  V I M
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 magnetic fields of all of
the magnets caused them to become aligned in the same plane - not very handy for a puzzle garnet
The only solution was to abandon magnetism and turn to the safecracking mechanism instead,

is not such a bad thing considering how well the final game plays.

MARCH 1991

THE PRINCIPLES behind sa le cra c r ici a re  simple : turn the  turn le rs to ma tc u p
colours,  thus turning the  whe e ls and a ctiva ting the  locks. The  proble m is tha t adjacent
wheels a ctiva te  e a ch other too l i t  e s a  bitch!

A THIS IS ONLY the latest in a veritable army of
arcade-style p i l u l e  games  wh ic h  hav e
emerged since Tet ris  started t he blocks
falling. And  whi le i t  might  prove t o  be

init ially frustrating as you twiddle endlessly 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 technique. An interesting aspect is that
since one move 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
able to do it again. 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 animat ion
sequence (inspired bythework of professional animator
Tony White). There's also an energetic Mat t  Furniss
soundtrack t o complement  the lot .  I f  you've been
impressed by the likes of Atotnix, Plotting and Puzznic,
or spend all day playing with RubikCubes or Clocks, then
you'll probably  fi nd Revelat ion! an  enjoyable and
worthwhile experience.

IDENTICAL IN every respect t o its Amiga
cousin, except that the samples give way to
chip-generated sound. There are no extra
STE feaures incorporated (but then again,

who needs 'em!).

PCNOW HERE'S A  pleasant surprise. This
version has been developed concurrently
with the other two, and supports CGA, EGA,
and VGA cards (s o it 's  only  y ou poor

unfortunate Hercules owners who lose out). Also, rather
more palatable sound i s  prov ided f o r  owners  o f
AdLib-compatible boards. q
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Di la  Ca l le d  Ou t
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rR A I L R O A Dyco0

You control every aspect of your Railroad's operation. Every
choice you make affects the world around you. Change your

Railroad - Shape a Nation.
. k 4  Se t  in the golden age of Railroads, 'Tycoon'
gives you complete control of the economic resources
of the Industrial Age, and the commercial struggles
which thrust the world into the 20th Century.

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 k ind of
cargo they' ll carry.

UL.k 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 you begin to
swiftly climb a horribly steep exponential curve of
addiction. Put simply, Railroad Tycoon is an
absolute classic" 943 ACE Rated.

Railroad Tycoon will soon be available for your
Commodore Amiga and Atari ST. Already published

for IBM PC Compatibles.
a a  noramikank r m

- s u m  •
M W I I  m E E W  a

• • •  M m i M P I M  I M I l i ma n r

• O v e r c o m e  natural hazards such as storms or
floods, or man-made catastrophes such as labour
strikes and rate-wars. O ther  tycoons are determined
to crush you or brush you from their path, and you'll
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.

1WI..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.



DOUBLE DRAGON
•  16-Blitz Plus
•  Amiga/STIK
•  E7.99

THERE CAN'T BE many of you Out
there who don't  possess a Mart ial
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 girlf riend Marian, and
that makes the boys real mean... So
what do the dynamic duo do? They

* * *

PR THE ONECE
GHT

IppmuumpplimpillOPIENIMIllammommi

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
fair buy at full price becomes a reasonably good one now.

MARCH 1991

Laurence Scotford delves into the
pile of recent budget releases and
finds some classic shoot 1
e m  u paction 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 (or morel we've introduced a five-star
rating system.

* * * * *  Excellent
(Deserves to be part of  anyone's collection)

* * * *  G o o d
(Probably worth buying if  you don't  already own it)

* * *  Average
(Worth acquiring if  it looks like your cup of teal

* *  Poor
(Oh dear, this isn't really up to scratch)

*  Dire
(Nobody's that desperate)

This month we kick off with games from Digital
Integration's budget label, Action 16, and Mastertronic's
16-Blitz.

1
MO'S CLASSIC horizontal shoot 'em up had a long

St in the arcades -  and there are still machines to be
nd if you look hard enough. This popularity was
inly due to an unusual two-player mode -  one player

ntrols a helicopter, the other a jeep -  which gives the
me some variety on the tactical front.

Another innovation was the introduction of the Goose
conglomerat ion of mechanical pieces which is only
Inerable in the neck, and which leaves a power-up
en destroyed), and the combination shields and smartbs.
urprisingly, for a complex coin-op, the conversion
Random Access) are superb and actually do justice
original machine.

Unusually,
Silkworm is a
lithe faster on
the ST, but the
latter is probably
more balanced.

Now that
Silkworm has
been resurrected
(after a fashionl
with the release
of SW/V(see the
review on page
Sit), this is an
ideal opportunity
to get back to
this classic
blaster's roots.
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1COLORADO
•  Action 16
•  Amiga/ST/PC
•  E7,99

* *

GEMINI WING
•  16-Blitz Plus
•  Amiga/ST
•  E7 99

* * *

THE ONE

DIGITAL INTEGRATION'S Action-16
Budget range has been billed as
maintaining a philosophy of quality
rather than quantity, in which case I
fail to understand why, unlike the
16-Blitz products, games like
Colorado are presented in a tacky

• whi t e ,  empty-looking box with a
single, poorly reproduced leaflet in
place of a proper instruction
pamphlet. That quibble aside, on to the game.

Colorado is a relatively recent Silmarils strategy/action game set in the Wild West. You're a
down-on-your-luck trapper, taking part in a run-of-the-mill beaver hunt when you come across
a dying Indian_ He promises you that if  you that if you give him a warrior's burial and then
follow a map he gives you, you will discover untold riches.

This is basically an excuse for chaining a few action sequences together, such as side-on
combat and a 3D canoe sequence (which is undoubtedly the best section). It has all been put
together competently enough, but somehow the whole feels a bit insubstantial, and totally
lacks atmosphere, which is essential for a game of this type (a problem not helped by the
tedious disk accessing).

Colorado is worth a look only if you are very keen on this sort of conglomeration of simple
sub-games.

THE CONVERSIONS of this Tecmo coin-op are a bit  hit and miss. The most
interesting aspect of  this vertically scrolling shoot 'em up is the method in
which power-ups are used. They come in the form of gunballs -  t iny
spheres which trail f rom 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 'em 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.

GRIDRUNNER
•  Action 16
•  Amiga
•  E7.99

* * *

XENON
•  16-Blitz Plus
•  Amiga/ST/PC
•  E7,99

THE GAME THAT put the Bitmap Brothers on the map,
this is described, quite rightly, as a 'strategic shoot 'em
up'. Essentially, the action is of the tradit ional vertically
scrolling 'shoot everything that moves' variety, but
interest is added by the player's craft -  a sort of digital
equivalent of a Transformers toy -  and the division of
the playlield into high and low areas.

To begin with the craft is land-based and can only
destroy other land vehicles, but a quick wiggle of the
joystick causes it to transform to a more tradit ional
flying craft, allowing you to take out other flying objects
and the gun emplacements set on the higher level. The
action is enhanced with a n o wa d a y s  more familiar -
sprinkling of power-ups and add-ons.

When it  first appeared, Xenon set new standards in
shoot 'em ups and introduced features which have been
'paid tribute to' ever since. This is an absolutely
essential item for the definitive software collection. If
you don't  have it  already -  get  it now.

* * * * *

JEFF MINTER MADE a name for himself during the 'BOs 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 litt le rough around the edges,
but it  is very playable and more than
a lit t le addictive. If you like lots of
sound, lots of colour, and lots of
action you'll love it.
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THE ONE BINDER 11
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

E G E T  SHIRTY
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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
enthusiast will want to be seen in this
year! The t-shirt has been exclusively
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 E5.99, it's surely a fashion
accessory that no The One reader
can possibly be without!

T i
h e
r e
' s  
n
o  
b
e
t
t
e
r  
w
a
y  
o
f  
k
e
e
p
i
n
g  
y
o
u
r  
c
o
p
i
e
s  
o
f

The One in pristine condition, than in your brand
spanking new binder. Available for a mere E5.99.
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PC WISE, UNIT 3, MERTHYR INDUSTRIAL PARK, PENTREBACH, MERTHYR TYDFIL, MID GLAMORGAN, WALES CF48

Name:

Address:

Post Code:

The One t-shirt £5.99 S MA L L  a  MEDIUM - I  EXTRA LARGE

The One Binder £5.99

I enclose a cheque/postal order for £  m a d e  payable to EMAP IMAGES

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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• "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 no
account

be
neglected."

Sun Tzu
The Art o f War

THE ART OF
In this, the fi rst of a short series on the
development and use of military tactics, 'Nam
developer Matthew Stibbe gives a brief insight into
the art and practice of strategy.

----•-- •-•-•---  ....
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 fl u  described the five, somewhat eccentric elements
of war that he considered vital:

A

•  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 Penetrat ion

FRONTAL ATTAMpenetrat ion against a prepared defensive
position. An example of this is Montgomery's attack on Caen in
1944.

THE ONE

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 II, 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 'schwemunkt'
(the point of maximum impact) by
manoeuvre. Logistics and training
help to ensure that missions can be
carried out effectively.

"War is all
hell."

Gen. Sherman
June 19th 1879

TACTICAL INTERPRETATION
How are these general pinciples translated into military
reality? New technology and weapons have not altered
the classic manoeuvres_ Some of these are penetration,
envelopment, 'defensive-offensive', and flanking/turning
movements.

Envelopment is the most basic, short of piling in and
killing everyone in sight. It involves holding your centre,
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

MARCH 1991

starting
and

waging
war it is
not right

that
matters,

but
victoty."

Adolf Hitler
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ENVELOPM ENT/OUTFLANKING
manoeuvre (b e lo w) a s  u se d  in  t h e  WWI
battle o f  Ku rsk.

Fig u re  2 . F la n k in g  ./ En ve lo p m e n t

P . M y

THE ONERATEGY
manoeuvres, the object of this operation is to attack the
enemy where he is weakest, Nowadays, the use of
airborne o r '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 Mithem (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 Crecy (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 II 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
lather'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

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

OFFENSIVE/DEFENSIVE m a n o e u vre  Th is w a s u se d  a t  t h e  ba t t le
o l Ag in co u rt .

wars from 1804 to 1814, introduced a new element -
mass conscript armies. The French 'Levee en massee
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 bayonet attacks.

FROM THE TRENCHES TO THE
NUCLEAR AGE
Although World War I started as a war of manoeuvre, it
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. lAddell Hart (1895-1970). Charles de
Gaulle (1890-1970), and I.F.C, Fuller (1878-1966). This
tactical advantage quickly disappeared as the allies
became more proficient in this forrn 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 future articles I 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. I 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.

4
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What other features would you like to see in The One?

Which peripherals do you own or intend to buy?

11. Which is your favourite type of game?

Which machine do you own/use?
8  Do you buy PD or Shareware?
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Eye of the Beholder is an unbelievable
task for beginner or retermt But believe
this .wbalever your role -May*
experience, Eye of the Beholder will
SURPRISE STIMULATE and

'CHALLENGE you (Tery step of the Way.

•  100% point In' click game control.
•  Fully animated

encounters with
realistic you are there'
perspective.

•  A web of deceit and
intrVue draws
you into the totally
addictive plot.

•  Control up to 6
characters via their
portraits and icons.

SSi's AMID • computer
role-playing games hare
gained a reputation for great ganseplay.
Noir they bale added incredible graphic
presentation and a user interface that
makes this game the state-of-the-art for
computer role-playing adventure games.

I f  you desire a challenge
beyond human everience..

Move up
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"'MUD, f090,01717,1111AUIS end theTS/ tospo a s
irodemarks ownsol by !SR. Inc, Lake M A

'  a n d  mod Jodic limmop from Sto
,
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i
f
f

Sun ,  CA, USA.'1991 ISA • •  ' 991 SOIllogit
Inc. a right!, re .

* A N D  • Steered Edition run •  ...i
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u
,„„Available on IBM (EGA, CGA,

VGA, MCGA, Ad-Lib) & Amiga.
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D E M O S
Buy' any Ten PD Disks

at ELM each and
pick another FREE!!

VIRUS FREE PD
Amiga Public Domain Software

Esse nI I I  10111114e I S O
n ' , H U C K  2 Lusk se t 01 we st dip dun
ONLY M B

OutIes
Aloo t Gran ! bee boot Lpelly virus Jule .
' M e sme r.  Pie , Te ns von*  te uring
0 -Co p y E ste / art cd o w Odin O Mob
Speopt A P O  ye rboo et a cassia
inlibre te . E d t MCI le id in so ftware
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Vi ru s a Dm ,  o t 11
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Beek D u sl re y .  Ore m M e ri d a  I a . '
Ni l o  CRACII  E ast  to use  o w
-
c h e r
Menu M O AT  Cie lle  Heind 8 e tle  SOIrs
BoolElert 2. 0 4 0 4 0  your mue on boot

OVER 1100 PO 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 ONLY

3.5 D S D O  °L A N K  DI S KS
ICNE4 .0 0
2 0 vE7 ,0 0
5 0 • El

Vol HI  AL L  O RDE RS  O VER £ 1 0 .0 0

ANIMATION PACK 1
ONLY C5.00 INC
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A Great 5 Disk Compilation of some of
the funniest animations available.

Slily Animations 1 1 2
Stanng Ban Slinp•uni anti a Pregnani

Llephant.
5 Ways to kill a mole
Nit op
, 
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Swinging Frog 11
The extremely runny ...I se  I to ihe swing.

Ifl I ru g .
Lifa's a bitch

A  l o t al l y  h i  n
-
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a n i m a t
i o n .

15 PO DISKS- C20 CO in s S AAA
° M Y  E
, 0 0  
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V
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D
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S
K

EG
te PD DISKS £ 2 1  00
17 PD DISKS £ 2 2 0 0
20 PD DISKS £ 2 5 0 0

Cal  lot Me als 0
1  0 . 3 0 1 . . 4
1
0  
O n  
W E  
o r d
e r s

30a School Road. Tilehurst. Reading, Berkshire RG3 5AN
Tel: (0734) 452416 F a x  (0734) 451239

AMIGA PUBLIC DOMAIN PACKS ONLY £5.50
DEMO PACK 1 NEVERWHERE, UP - FRONT & CINE FX

DEMO PACK 2: DEPECHE MODE, SLEEPING BAG & BUDBRAIN II
LANGUAGES PCO PASCAL, 66000 ASSEMBLER & LATTICE C

ART PACK: C LIGHT,  FRACTALS & M C A D
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 IDS): SYNTAX TERROR, OVERDRIVE & DECADE
DEMO PACK 2: LIFE'S A BITCH, POWER DEMO & TRANSBEUCE
ST -  E PACK: DELIRIOUS III, SPECTRUM ANALYSER & ACIID
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 III

ST PAINT MASTER
Ever wanted to create 512 color pictures with ease?

Well here is the art package to do it, load it as an accessory in STOS
Basic or use it as a stand alone art package. STOS Basic source code
included for displaying your 512 colour pictures in your own programs.

All this for only L14.99.
ALL PRICES INCLUDE FIRST CLASS POSTAGE & PACKING

FREE CATALOGUE ON DISK WITH ALL ORDERS

FREE PD CATALOGUE ON DISK
(please state Atari ST or Amiga)

when you send a blank disk and SAE to RIVERDENE ROL
ACCESS & VISA welcome

WHY NOT VISIT OUR SHOP?Ask
._

RIVERDENE PDL

AMIGA BLASTvolume 1. only £2.99
OVER 1100 PD DISKS CATALOGUED.
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▪ M N TURTLES
CRUSADERS
LAKES OpillSre
TRUE ENERGY

1 MEG PO STARTER PACK
Our GREAT NEW

starlet pack
includes ail 12 cheks from11,8

too 10 lists, and our catalog,
ALL 13 DISKS, ONLY' M VO
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MASTER VIRUS KILLER V2
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PROTRACKER
COLLECTION.

Includes Prolrecher 41 l a
an d  0  we al  i n stru me n t tASITS

10 disks, Only E7.95 inc
PITY em n o c r i a s e

FOR JUST Ell ie  YOU CAN
RECEIVE OUR HIGHLY

PRAISED CATALOGUE DISK
GIVING DETAILS OF OV E R

1000 PUBLIC DOMAIN DISKS.
OR ORDE R 3 OR MORE OF

THE ABOVE AND RECEIVE IT
FREE OF CHARGE

N O W  A V A I L A B L E :  C L I P  A R T  V O L.  1  3  D I S K S  O N L Y  E 5 . 9 9
Catalogue D isk Ava ila b le  at E1.00 sen t  FR EE w it h  a ll o rd e rs

Send cheque, or postal order to:
VIRUSFREEPD(Doot TH00391 ) 23 Elborough Rd, Moredon, Swindon, Wilis,SN22LS, ENGLAND,
HINIt2 LINICRDER 0 5 1 1  •  _ J A R  SEAS O RDERS WELCCNE. BUT PLEASE SENCe ELMO cu kau e  DR BANKERS CRAFT WITH
' WI E R  PLEASE Ap00I  W A R O S  POSTAGE AND PACKING ALL PRICES INCLUDE PEP IN tAt

DIAL-A CHEAT-LINE
for cheats, tips, pokes and secrets
on all computer and console games,

ring now on

0898-10-1234
LIVE ADVENTURE HELPLINE 08911 33$ 933
7 DAYS A Wilk, VI NOON TO MIDNIGHT
PRIZES FOR BEST CHEATS, TIPS, ETC.

Send to P .O.  Box 54, Southwest Manchester M15 4LY
Proprietor: Jacqueline Wright

Please StSk permission of the person who pays the bill calls charged at
33p per min 'Cheap Rate 44p per min at all other times
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on offer contain the usual fare of scrolling messages, digitised
Dragonlance pictures and colourful blurs — is there no originality left

in the demo scene anymore?
Whatever happened to the old days when we could wait expectantly for

another 1Mb Walker demo or a Tobias Richter Star Trek animation? Okay, so
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 Arnigas, STs and IBM-compatibles (yes, we want to see more PC demos,
we know you're out there), but also the limits of your imagination

So, in order to encourage a little creativity, from this issue onwards we'll
select one entry as our Pick Of The Month. No prizes, no voting, just the
demo that we think is the most stunning or entertaining.

Scrolling messages beware, your days are numbered.

PICK OF THE MONTH
LADIES AND GENTLEMEN._ welcome to...
wheel Of Fortune Gemini Software has
taken this popular (ahem!) game show,
lock, stock and Vanna White from the
American TV show of the same name.
Playing against two computer opponents,
you too can spin the wteel, pick a letter
and guess the phrase, place, or person, all
adding up to a grand points prize
Hilarious use of the Amiga's 511) speech
chip and animation to rive erm, PaC-Man,
Wheel Of Fortune is immense fun and well
worth snapping up.,,.

1THE ONENAT1ON
Welcome back to the pleasure dome
/ a  v e r i t a b l e  
C o r n u c o p i a  
o f  
c h e a p  
a n d  
c h e e r f
u l  
d i s k
s .

Your reviewer this month? Take a bow Paul Presley...BREAKDOWN

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 Western world, the one that
has kept everybody guessing as to the outcome, is briefly
mentioned in tkidtstain St 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, Madonna!) in between various animations,
music and graphic effects. That other big news story, the
Gull Crisis, is covved in a strange piece of animation from
A Bit On The Side (disk 819). Leaving aside the news
however, the best offering this month 1
, L ,  , h a r t  E t a  
r m a n
cartoon from
Virus Free PO
(disk 1095)
complete with
-
n
a
-
n
a
h 
n
a
-
n
a
h

na-nah na-nah,
latmaaaaaan.
-

EgF
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DEMOS

GRAPHICS
THE NETWORK & THEATRE Amiga Demo
Conference, held lest December in
Norway, was definitely the place to be
If you were a Norwegian Amiga Demo
programmer. For those of you that ma
,
!
.
,

have missed it, A Bit On The Side is
offering a compilation of the four best
demos there (disk 838). Included are
rotating triangles, colourful blurs and
3D effects that need 3D glasses to be
appreciated i t ' s  worth it simply for
the variety. Also on offer this month
are a host of high quality but
uninspired digitised stills (lots of Sci-Fi
and fantasy) and a demo titled 23th
(sic) Century Fox from Virus Free PD
that starts interestingly enough but
soon takes a tour from the highway of
excitement and ends its days in
Ordinarysville- Oh by the way, Maria
Whittaker makes another 'glom'
appearance courtesy of Seventeen Bit
Software (disk 810).
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GAMES
CHEAP AND CHEERFUL, that's the order of
the day Most of the games available cc
the Efemoi'PD market wouldn't last two
minutes in the real world, but hunting
dround sometimes unearths a right little
•,,lem. The best of a bad bunch this month
apart from Wheel Of Fortune) come in the

Jiape of a polished, t  limited Amiga
hoot 'em up (disk 816 from Seventeen

ait), Dragon's Tower (an unusual ST
platform game from Goodmans PD), Soo
fa S o l o
-
B a n  
c l o
n e  
f r
o m  
T r
u s
t  
P
D
)  
a
n
d

vancus compilations of classic games
(Battleships, Asteroids etc.) from mrtualy
iLvery comoany mentioned so ter

WHERE TO
GET 'DA

Bit On The Side
Thorold Place.

<irk Sandal!,
; l a
-
c a
s t
e r  
D
N
3  
1
N
U

ARC PD
Northlands,

Potte
,
s 
B a
r ,

Herts. EN6 SOF

Gemini Shareware
10 Warwick Avenue.
Siougn 912 1Dx

Goodman Enterprises
a cccred (lose,

meir Hoy Estate,
tcogtoti.
Stcoot-on-Inzra
ST3 1SW

,eventeen Eid Software
,
0 
B
o
x 
9
7
.

Wakefield V.fl  1XX

trust PO
18 The PON,
Soztocmaam,
Halifax HX3 9QV

VirirS Free Pr)
3 Eitiorough Road,

morecion.

Wilts SN2

Wizard PO
178 Weveney Road,
keading,
Berks RG3 2PZ

SOUND I P
ST MUSIC IS GOOD i t ' s  officiall Wizard PD is offering a
disk crammed full of ST demos (DIM 110) and although
most are the usual graphic fare, one demo called
Mix-E-Load is sure to bring tears of nostalgia into the eyes
of all erstwhile 8-bit owners_ Back on the Amiga, The
Crusaders have a selection of nice instrumentals thanks to
Seventeen Bit (disk 823), Genesis fans get not only five
pieces of marginally impressive but also bee pieces of
marginally impressive digitised animations of the band on
stage (A Bit On The Side, disk 828). Monty Python is still
alive and being sampled, this time by A.R.C. PD. Are You
Embarrassed Easily? Is the infamous sketch with lots of
rude noises and naughty words. A.R.C.'s sampler has been
extremely busy this month, working on an old Noddy
storytime record, h seems that the whole point of this
rendition is to remind us that the Noddy storybooks have
been banned from children's schools because they contain
words such as 'queer' and 'gay'. How very odd.



D E M O S
DOMINION PD
JOIN THE FASTISIIIIRIONG PO 11BRARY liN IHI AMIGA.

AN disks +  5Dp postage and packing
Free catalogue (phone now to get yours)

Discount on bulk orders (5+ disks) .
Disks swapped as we' as sold

Orders ouleide of UK please odd SI P 1  P
Here Is a  241S41111 selection of our 300+ Ask library:

- Crionics Total Destruction -  Amaitrog Tunes 2  -  Pratracker 1.1 -
• Venom Compilations - SJD 14  - Kefrent The won - MED 2.12 -
• Milennium Falcon Anim - SAE COmpilations - Docion Xrnas Campo -
• Rebels ttioie &cub)* - Now Matters Virus Killer - pi t  Concerts 1-6 -- Sox  Systems 4 - 5;•te
,
r i ts F u l t  
P o w e r  
-  
S o u n d  
a l  
S o  
-  
0 -
C o p
y  
-

DOMINION PD
5 4  PALMERSTON ROAD,  BUCKHURS T HILL, ESSEX
Tel: 071 - 2 5 3  9 3 2 0  E ,  8 a m -3 p m

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
New releases added WEEKLY
Monthly Newsletter  plus lots of

Membership Interaction
Please eeclose LARGE S.A.E. • 30p stamp to.

Cum-Com Software lInternatona ;.
Dept THO, Gardener's 62 Kings North Road. Ashforcr, Kent IN23 2HZ

Please state formal

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 wri te  to:- Carl  Brancher,
Surface Technology Systems Ltd, Prince of Wales
Industrial Estate, Abercarn, Gwent NPI 5AR.
Alternatively, telephone him on (0495) 244459.

STS
1111111111111111111•111111•111111111111

GEMINI  SHAREWARE
THE BIGGEST SHAREWARE Co IN USA

This is just a small list f rom
Phone us for a free copy.
Prices: E2.00 per disk 1-9

E1,75 per disk 10-19
E1,50 per disk 20-29

1%1 CO lAt
AMG-101. WHEEL OF FORTUNE -  Clone of the classic t v  show
AMG.115. OULLRUN -  Civil war stretegy game.AMG-2911; BLIZZARD -  A 'Uridium' clone A classic!
AMO-120 BOULDER -  Boulderdash clone.
AMG-130: AMOEBA INVADERS -  Clone a l the classic with digitised sounds,
AMG-247: GAMES -  Blue Moon solitaire & Diplomacy I1Mbl
AMG.315: o•BER
-
ry -  A  
c l a s s i c  
' 0 - 0 e
r t s  
c l o
n e .

AMO.135: SINKING ISLAND 2 -  Textrig reptiles adventure 12 distal-
MAO 148: BUSINESS? -  VC Spreedsheet clone. Excellent!!
AMG•142: W AD  -  A lull featured CAD program. 11Mb),AMG•120: BUSINESS PROGRAMS 1 -  Includes address boot. mail manager, label
oriole
, &AMG-141: WORDWRIGHT -  Word processor with welting checker
AMG-2111: ULTRA PAINT -  An excellent painting program with many capabiiities
AMO-1611; AIRWAR W a r  version of 'Flight Simulator' with 3D graphics.
AMG•181; BATTLEFORCE -  Ideal for bagletech players. Upto 4 players can play each
other or against the computer.
AlkiGi2115; CASINO GAMES -  Many fun card & casino games with documentation.
MAGAS!" STAR TREK THE GAME -  Featuring digitised sounds I I  Mb +  2  droves
rag oi red I
AMO-178: HORROR DEMO -  Exploding head dismembered arms. 'X rated.
AMG-182: TOILET PAPER AD Am a zin g ly funny demo with digitised speech. 'X' rated
AMO-183: SAFE SEX DEMO -  Another Pantaatic digitised demo. Collectors demi!
AMO-171; DELIRIOUS 1 -  Eddie Murphy Cl his best. 12 disks).
AMO-173: DELIRIOUS 2 -  More from Eddie. (2 dist il
AMG-190; MONTY PYTHON -  'The Secret Policeman' Ball' digitised,
AMG-201: THE WALL -  °Wise d  'Pink Floyd' song.
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AMG•520: LAUREL I . HARDY -  digitised animations of the duo, 'MO 2 disk* .
AMG.515• SCANNERS DEMO -  Not tor the squeamish 'X'  rated llM b recommended).
MAO 581; BUDBRAIN DEMO -  Must be one of the hottest demos of the year. 'X' rated.
AMG.2e4; FANTASY SEIDESHCIW -  17 great fantasy pictures in digitised HAM format.
AMO.206; FANTASY SLIDESHOW 2 -  14 great images in HAM 4096 colour mode.
AMO-212: VALLEJO ART 1 -  7  of the best digitised pictures in interlaced HAM mode by
Boris Vallejo.
AhIG-283 VALLEJO ART 2 -  Another great collection of Valleip's artwork.
AMG-295 HATMANIA -  I re  a Batman Workbench (Balbenchl, Perfect for Bat fans
,

our catalogue.

All prices subject to VAT
PC & Macintosh
catalogues also available

ST-1111; BOLO -  An incredible 'Breakout' game. Excellent graphics & gameptayl.
51-11118 STOCKS 11 BONDS V3: Simulation of the stock market featuring dignised
sounds-
ST-148: AIR WARRIOR An  'Online' game similar tor 'Flight Simulator'.
ST- I ll: STAR TREK -  Written in STOS with digitised sounds
51-112: COLOSSAL CAVE ADVENTURE -  The original game that started in a ll IDS drivel
ST illl: GAMES 15 -  Cribbage. Blackjack & Stud Poker
ST-1011; GAMES 12 -  Tennis, American Football, Darts & more.
81.107: GAMES 11 M o n o p o ly. Othello. Yahtzee & Backgammon
81-112: GAMES 16 -  Ta lon (rule the sees in the IBOO's). Trucker 118 wheeler
simulation) •  more.
51-102: GAMES 6 -  Wheel of Fortune!' The game
S1-30e PLANETS -  A guide through the solar system IDS drive).
ST-SOS: PLANETARIUM -  An  excellent program. In the top ten PO of IWO.
ST-596: OPUS -  The BEST spreadsheet on ST I IM bl.
ST-197 ST  WRITER ELITE V3.8 -  The best PD word processor on the ST today
ST 004• VISICAEC CLONE -  A VC spreadsheet with mahulti•
ST-5110 WH AT THE BUTLER SAW • X '  rated animations.
51-575 MADONNA •  Slideshow of Madonna nude, 'X' rated.
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ST-440 PREDATOR -  Featuring excellent animation &
ST-4318 SCANNERS •  Exploding head. Not for the squeamish 'X• rated IDS IM bi.
St-437• TOILET PAPER AD -  A classic demo featuring digitised speech. 'X' rated.
51-425: STAR TREK -  The ultimate Star Trek demo (DS 'M B).
51-417: WHEN HARRY MET SALLY -  Animation from that classic scene in the film.
ST-498: EMPIRE BUILDER -  A great simulation which you most build your own company
from scratch. H AR K: classic patience game.
81-160: RAW -  Eddie Murphy again!!! 'X' rated.
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D
sr  ZAP CALIFORNIA RAISINS -  Excellent animated demo featuring those raisins singing
'I heard it through the grapevine' ( M D  2 Disks).

G E M I N I  S H A R E W A R E
1 0  W A R W I C K  A V E N U E

S L O U G H  S L 2  1 D X
T E L E P H O N E :  0 7 5 3  2 8 1 8 3
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Rick Dangerous II
/WING SLIPPED and s lid his
way through the Atomic Mud
Mines, Rick fi nds himself  at

the beginning of the end...
Shoot the two guards and walk right.

Slidea bomb ontothe 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 t ime your jumps over the
clockwork mouse to get to theswitch on
the lef t  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 t wo
diagonal laser beams_ After the lasers
hit, quickly climb up and crawl lefttothe
ladder - perfect t iming is required.

Climbthe ladder tothe top, and shoot
the guard when he comes down. Step
forward and back to set off the vertical
laser beam, then run quickly past it and
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.

Climb up the ladder and jump into the
alcove, ducking t o 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 t o avoid the block
when it rushes towards you. Climb back
up and crawl right, avoiding the laser
beam as you drop down onto the ledge
below. Collect  t he 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 thechair. 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 collect the 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 unt il 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
'aser to fire, then quickly fly left through
the pillars and get out of the way before
ifires again. Fly right into the little cave
and shoot the block to the left, moving
Jown to avoid it when it comes at you —
perfect t iming is needed here to avoid
be criss-cross laser beams,

THE ONE

CONTROL STATION
TWO
Shoot the two guards, slide-bomb the
control guard,  ret ire 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 c limb 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 t he last
mouse and exit,
CONTROL STATION
THREE
Shoot the first guard when he comes
down, then jump up and shoot  the
second. Slide-bomb the control guard.

and ret ire down the ladder to safety.
Exit right.

Slide a bomb down onto the hover
platform b e l o w t o  k i l l  t h e  guard
standing on it, then drop down onto it.
Jump off Onto the right-hand ledge and
shoot t he  second guard.  Ride t he
turbolift  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, c l imb t he short  ladder direct ly
above, then crawl right past the twosets
of spikes. Ride up in the lif t  collect the
ammunit ion 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 get there. Walk left, collecting
the ammunit ion bonus as you go, and
exit left past the spikes.

CONTROL STATION
FOUR
Shoot t he  three guards  that  c ome
down, then c limb up the ladder and
slide-bomb the control guard. J ump
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 c limb up the long ladder.
Shoot the guard at the top, collect the
ammunit ion bonus, then ex it  t o the
right.

THE FAT MAN
Here he is! The man himself, and armed
to t he teeth ins ide a  fl oat ing 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
near the ground — these inflict the most
damage. When in the air, hit him with a
laser 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 for months 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 a  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, ST

Pause the game and type THUNDER-
BLADE. Unpause and use the following
keys •G' -  extra missiles, ',• -  jump
forward a level, -  jump back a level
and N e x t r a  lives

AFTER THE WAR
Amiga

During the first level press 'ALT', 13*
and '1 t o  give yourself infinite energy
and time. Press 'ALT', 'M' and • 1
. t oreach the second level.

AMC
Amiga
Access codes for:
Level 2 - Nostrorno
Level 4 • Discovery
Level 6 - Enterprise
Level 8 - Dagobah

APB
AtTliga, ST
Type ALF into the high-score table for
infinite demerits.

ARCHIPELAGOS
S I

When asked to select an Archipelago.
choose 8421 then press 'ENTER' twice
Now 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 'F)'  and 'F2').

ARKANOID II
Amiga,  ST

Press 'Caps Lock then type DALEY88
for infinite lives On the title screen type
PETEJOHNSONWANTSCHEAT and
'S' will open the exits at any point

BACK TO THE FUTURE
II
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. 'FIO' advances from stage
to stage

BATTLE SQUADRON
Amiga

At any time, type CASTOR. Now
pressing -
F 6 ' - ' F  
1 0 *  
w i l
l  
l e
t  
y
o
u  
c h
o o
s e

any weapon, while •F1'•'F5 will alter its
power.

BATTLE VALLEY
Amiga, ST

Type ROGER MELLIE THE MAN ON
THE TELE tor infinite tanks.

BEACH VOLLEY
Amiga,  SI

Type DADDYBRACEY while playing,
now 'FI wil l  advance you to the next
level.

BETTER DEAD THAN
ALIEN
Amiga, ST

During play, press ESC' to 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
MARCH 19911THE A-Z

CARRIER COMMAND
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 instead. The
result') Infinite lives.

CHASE HQ
Amiga

At 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 hest red light, push the joystick
forward, when the second red light
comes on release it then as soon as
the green light comes on push it
forward for faster acceleration

CLOWN '0'  MANIA
Amigd

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 titie screen for
infinite lives.

CYBERNOID II
Amiga

Type NECRONOMICON on the title
screen for infinite lives.

DARKSIDE
Amiga, ST

Hold down '2', •8 and 'Fire' for
digitised pictures of the prograrnmers(!),

DEFENDER OF THE
CROWN
Amiga, ST

Holding down 'K' while booting the
second disk gives you infinite knights.

DENARIS
nisd, 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 F5'
will provide you with infinite men.

DOMINATOR
Amiga. ST

On the high-score table type in SHAFT
for infinite lives

DOUBLE DRAGON
Amiga

On the title screen type R U CALLING
MY PINT A POFF? then Return While
playing. 'Delete' key will slay your
opponent

DRAGON NINJA
Amiga, ST

During the game type TERRIFIC. Now
'F3' gives you infinite lives and 'L'
advances you to the next level.

D R A G O N S C A P E

Amiga

While playing. 'ALT' and the down
cursor key will advance you a level.

DRAGON'S LAIR
Amiga

After the credits sequence, hold down
'ESC', R .  '/', 'L' and 'N' simul-
taneously to allow the computer to
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 translormed
into a jet.
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OF CHEATS"'

Type SPAM on the credits section tor
infinite lives and no need for keys.

FALCON
Amiga, ST

G E
rle

Lr
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DRIVIN
1 
F O
R C
E

Amiga

pri the menu, click on the two l's of
Drivel, start the game and your vehicle
won't be able to leave the track.

EMPIRE STRIKES BACK
Amiga, ST

On the title screen, hold down Help'
and type XIFARGROTCEV. Various
keys do various things during the game,
especially V,  •C' and 'D', which con-
jure up pictures of Luke, C3P0 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

In flight, hold down 'X', 'Shift
- a n d  -
C i d '
to be fully re-armed.

FERNANDEZ MUST DIE
Amiga, ST

During the game, pause and type
SPINYNORMAN for infinite assassina-
tion attempts.

FIGHTER BOMBER
Amiga, ST

Enter your pilots name as BUCKA-
ROO. You can now select any mission
you like.

FLYING SHARK
Amiga, ST

Gain a high score and type RLH for
acid men. JGL Ice full fire power, KD for
infinite lives and RA8 for immunity.
Note, you MUST hold down •5' on the
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FORGOTTEN WORLDS
Amiga, ST

Type ARD on the title screen then
Press Help'. Now 'S takes you to the
seop and -
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GAUNTLET II
Amiga, ST

Find a treasure chest and make sure
you have a key. Hold down -
I n s e r twhen you open it, Release 'Insert' and
hold the joystick down. Now, 'Heir) will
give you 5,000 health points.

GHOULS 'N
1 
G H O
S T S

Amiga

While playing type in KAREN BROAD-
HURST which gives an invulnerable
Arthur (holes and time will still kill you
though).

GRAVITY FORCE
Amiga, ST

When asked for the password type
WARPxx instead (xx being the number
of Itie 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
- t h e n  
u n p a u
s e  
a n
d  
y o
u

should have infinite lives

HAMMERFIST
Amiga

Get a high score and type TAEHC OT
TNAW I 'F7'  will then teleport you to
the next level during play
.

HARD DRIVINP
Amiga, S

Make sure you're in manual gear mode,
then accelerate to full speed. When at
top speed change into neutral gear.
You should now be invincible to col-
lisions.

HELTER SKELTER
Amiga

Level codes:
11 - SPIN
21 - FLIP
41 - GOAL
51 - LEFT
61 - TWIN
71 • PLAY

HILLSFAR
Amiga

When pocking locks, press 'F' and all
will be revealed

Type COMMANDER on the high-score
table and f  10' will toggle immunity,
'Fe' 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
JEHOVA 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
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INSANITY FIGHT
Amiga

Hold down the Iwo mouse buttons.
'Fire and 'L t o advance a stage

INTERPHASE
Amiga, ST

During the game type -
F e n n y '  ( w i t
h
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
A r n i s d

Get into the high-score table and type
these codes instead of your name:
HIENZ - for three full power bars,
OUCHOUCH - to walk on water etc.,
COMMANDO - for no time limitation on
weapons,
JUGGLERS - see for yourself,
ANNFRANK - to restore energy.
LUMBERJACK - to give you a double-
size energy bar.

KARATE KID II
Af T liSd ,  S T

Press 'P' to skip levels,

KID GLOVES
At T l i sd

Pause the game and type in RHIAN-
NON. 'F6' will then lake you back to
the shop, -
F 8 '  
w i l l  
g i v
e  
y o
u  
l o
a d
s  
o
f

money and •F9' will toggle
invulnerability.

MAX

While playing, press 'Space' and
warp to the LA Stage

LAST DUEL
Amiga, ST

Start the game, pause with 'Fe', then
bold down •Help'. 'Left Shift' and 1',
Unpause and the Function keys will
take you through the levels. 'F8' gives
you bye lives,

LEATHERNECK
Amiga, ST

During the game type CUTHBERT-
NECK. then press 'F3' for immunity.

LED STORM
Amiga, ST

Type DAVID BROADHURST WANTS
TO CHEAT for infinite lives. On the
Amiga put one extra space between the
second and third word.

MENACE
Amiga, ST

Type XR3iTURBONUTTERBASTARD
at some point during the game

MICKEY MOUSE
Amiga, ST

Dunng the game type 8135688. •F2' will
then open the sub-game, -
F 3 '  w i l l  
fi g h t
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 HELLOIAMJMP on the title
screen ' Fl  w i l l  now leap-frog
you through the levels

NEW ZEALAND STORY
Amiga, ST

On the title screen, press pe r  then 'M'
then 'Del' then M.  Then type FLUFFY
KIWIS.

NINJA WARRIORS
Amiga

'During the game press -
C a p s  L o c k 'and Ivoe in one of the following codes.
Then press 'Caps Lock' again.
MONTY PYTHON
SKIPPY
A SMALL STEP FOR A MAN
THE TERMINATOR
STEVEN AUSTIN

OLYMPIC CHALLENGE
Amiga, ST

'4' to Ty p e  HINGSEN J then a Function key
to select any event.
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everywhere,

the boys
present

their own
personal

guides to
their two

most recent
hits

IN THE GYM
Building a powerful 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 i n  l i ne  are Defence, Stamina,  Aggress ion 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 arid
Throwing, while the Centre Forward is at his most effective
with extra Intelligence, Speed and Stamina (asthey get into
lots of tackles and need to recuperate quickly).

PLAYING THE MATCH
It's a good idea to go for the Score Mult iplier as quickly as
possible, as this will mult iply the points awarded not only
for scoring goals, but also for injuring players, bonuses and

The fi nal t wo  part s  o f  level t hree
involve finding an Enchant Liquid spell
and a  Chalice.  The  spell t urns  a l l
previously assembled ingredients into
a potion, while the chalice allows you
to take the pot ion to the ghost of the
King.

The King should havegiven 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.
1I From the King go East then 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 on the wall
fires a ram's skull then collect it. Climb
the stairs to the room above.
4) Get the wand hidden between the
chest and the stone block. Open the
chest, get the spell, the casket and the
bottle.
51Dispelthetrapon the casket and 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 t he  chest  West ,  on t o  t he

THE ONE

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

Speedball
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 mult iplier for themselves.

If you feel confident enough, go for the Lethal Bounce
effect -  once again though, be careful, as the opposit ion
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
really worth going for otherwise.

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 lead ing t o  t he  r o o m above.  Onc e
wait unt il the platform returns before fi nished,  go up.
pulling it  again and jumping onto the
platform as it rises.
8) Get the wand f rom 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 symbol.
10) Drop down through the hole and
place the wand marked Laguna on the
far right stone block, Place the wand
marked Courrigan 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 casket to
get the large iron key. Insert the key into
the keyhole and go South.
121 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 nex t  plat f orm a n d  repeat  t he
process, cons t ruc t ing a  s taircase

13) Read the book, get the lever, drop
the holy symbol onto the stone block,
get the wand and the casket, open the
chest t o  g e t  t w o  s pel ls  a n d  g o
downstairs.
14) Cast Read Language on the black
book then get and read it. Go North.
15) Cast the Massacre spell to kill the
gargoyle, collec t  t he small key and
(optional) k ill 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
on it and getthe large key inside. Get the
three wands from the stone blocks and
go West, South and East.
19) Drop the bag of  stones ON other
large item) then drink the Giant Jump
potion. Jump on the bag then onto the
wooden plat form, pull the lever then
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Only collect the bonus stars only when you're on the way
up the pitch, heading towards the opposit ion's goal.

Money, on the other hand, is  really important  in all
matches, so concentrate on collecting i t  unt il i t  stops
appearing (there's only so much dough allocated to each
match).

When in a close draw situation, aim to hit  the Bounce
Domes es pec ial ly  when there is very little time left in the
match a s  this is relatively easy to do, compared with
scoring a  goal,  and could easily  win  you t he match_
Alternatively, picking up a star could do the trick.

Your 'keeper will always block the ball, so don't move him
'unt il he's on•screen and nearest to the ball. Always use
swerve shots against your opponents goalie, as this tends
to confuse him.

THE CUP
This option is very difficult, and should only be tackled by
seasoned players. Money is crucial here, as you may come
up against a Division One team by the third round and will
have to get your slats up to somewhere near theirs.

THE LEAGUE
Theold sporting adage "It's notwhether you win or lose, it's
how much you win by that counts" comes into effect here,
as your League position is defined, not only by winning, but
by how many  points  you score during t he matches.
Therefore, make sure that you pick up all available bonuses
wherever possible, as one extra point  could make the
difference between Firs t  Div is ion glamour o r  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

THE ONE

drop down.
20) Use your judgment  to c limb the
staircase to the corridor above. Insert
the key into the keyhole and go West.
21) Drop the black book down the hole
by the black stone, dropthe 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 L iqu id  s pe l l  wh i c h  d u l y
appears.
221 Go East, down,  West, North and
West. Unlock the door using the wand
and go West. North and West.
231 Cast Enchant Liquid on the font.

You wil l now be given the key to the
guard's barracks.  Th i s  s ec t ion i s
heavily populated by  monsters  and
though the puzzles are not too difficult,
it is very dangerous. In order to serve
the fi nished pot ion t o t he King it 's
necessary t o  rec ov er t h e  anc ient
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.
25) Kill lower goblin with a weapon.
Avoid the rocks of the upper goblin and
go North.
261 Kill both gargoyles and get the key
from behind thewooden board. Pull the

level of the opponents. These attributes increase by about
one overall level f rom team to team.

MANAGER
This is a very different game to the normal match. Although
the actual gameplay is ve ry m uch the same, the attributes to
which you allocate money for the team are very different.
Intelligence is the most important  attribute, followed by
Attack and Power. Star players are not necessary in Division
Two, but they're crucial in getting you to the top of the First.

Incidentally, it's better to be drawn against the top teams
in the first couple of  weeks of  Division Two. Save your
money in these matches, as the opposit ion will probably
injure most of your players. Instead, keep your money until
you can use it against the weaker teams.

IN GENERAL

lever and go South then East.
27) Insert the key into the keyhole and
go East twice. North twice, West then
South.
28) Climb the stairs and kill the goblin,
avoiding the rocks from the others. Get
key and insert it  into the keyhole. Go
West.
291 Get  b o t h  k ey s  a n d  k i l l  bo t h
gargoyles. Go West.
30) Insert the gold keys into the correct
keyholes. Av oid death and  k i l l  t he
volcanoes. Go North.
31) Search the pillow, get the key and go
South.
32) Dispel the t rap on the chest and
open it  to get the orb and the wand.
33) Cast Poltergeist spell three t imes
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,
North. East ,  East,  East, East, East,
North, West, West and North.
351You should now be in the Northwest
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) Drop it onto the font and give the full
chalice to the King. Get the key and go
North.
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.

103
TIPS

TOKENS
The best  tokens t o  go f or  are:  Freeze Team,  Shield,
Transport Ball and Boost Stats, in that order. Don't ever pick
up the Manic token unless you're very sure of your own
abilities, as this boosts both teams statistics to max imum
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, buythe best Star Forward that
you can - making sure that he has a high Speed rating a n d
concentrate on getting the ball to him. Next, buy the best
Midfi elder and Defender (or Goalie) that you can t h i s
results in a good balanced team f rom early on

39) C l i m b  t h e
stairs t o  l e v e l
four,

YOU'RE MO RE
THAN h a l f wa y
t h rough  n o w ,
adventure f ans .
So t une in  nex t
month for the Bit.
ma p s '  s t r o l l
t h rough L e v e l
Four.



TIPS THE ONELoom
Paul Presley weaves his
way through Lucastilm's
animated story. But first,
the story so far...

o p l e i m e
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Bobbin Threadbare, abandoned on Loom Island.
had witnessed the kidnaping of his entire village,
the Guild ot 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 Elders magical distaff, set out to find the
messing 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 had
seen earlier (figure 1). Cautiously, for his
sheltered upbringing hod 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
pedestal... but there was no visible way of
reaching it (figure 2). Nearby, a small
chamber with a bell attracted Bobbin's
curiosity and without a thought about the
consequences 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 make out someone talking inside. Still
wary of strangers, Bobbin cast the
shepherd's invisibility spell on the workers.

Unsure whether the Invisibility spell
worked, Bobbin ducked underneath a ledge
while trying to listen to the conversation
between Master Goodmold and a man called
Bishop Mandible (figure 3). The sphere
sounded interesting, so, once they had gone,
he made his way towards yet another of the
crystal 'teleportation' chambers and rang the
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 seen
outside. They were polishing and sharpening
a large scythe and didn't seem to notice
Bobbin's arrival. Of course h e  was invisible!
Stopping to listen to the Sharpening draft
from the scythe, he mode 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 seemed 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 scene, 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 mode his way back to the
forest, his mind set on scaring 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 mode his
way further into the forest and came across
some sheep and their sleeping protector.
Bobbin mode note of the Sleersina draft1111111111111KE- before continuing.

from a f r a i d  of no
t6 prove it he' S sunpr a  cheat to provide

nite energy_ To achieve this, simply hold down
Chi, S and U when the Activision logo appeors
n press Fire. This also stops the cable breaking
level one.

*member, don't get e x p o s e  them
to sunlight and don't sing New York, New York to
them after midnight_ Tom Stavey from Margate did,
but found that typing SINATRA on the high score
table gave him infinite lives.

If Oc l o w  .  y o u  grief,
then, at the appearance of the cl ing  screen, type
SERIAL INTERFACE (including the space) and press
F9 to replenish energy and Fl 0 to skip a level.
Thank Nik Jooven of Holland for his cooperation.

MUTANT HERO
David Higgins from Aberdeen provides help for all
prospective heroes in half shells. When prompted
for the four-figure access code type 8859, then
1506 and finally the correct code from the manual.
Now, pressing help will replenish energy for all ST
and Amiga Turtles.

nfogmmes' 3D bat and ba game ts driving you
nd the bend, then make ..ise of the codes

provided by Luton's Simon Vine for the first 10
levels;
1 -  0000
2 5400
3 - 0101
4 - 3901
5 - 2602

6 - 9902
7 - 4303
8 - 9003
9 - 6904
10 • 3305

Things hove got to change around these ports -
he One gets hundreds of tips sent by willing

ders each week, but we wont this to stop. We
nt thousands' If you've discovered a cheat, hint
tip for any game (old or new) then send it to
ots, The One, 30-32 Farringdon Lane,

' ndon EC1R 3AU or fax them on (071) 490
4/5, Remember, anything we use will be
orded with a free piece of software for your

, chine, so state what type you own along with
your name and address.
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The One, already the best 16-Bit games magazine,
is about to get even better!

Next month we'll tell you about the stunning
transformation that's changing the face of your
favourite mag.

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 wor ld 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
yourself a sneak preview with our incredible
playable demo.

PLUS!!!
SOMETHING WONDERFUL IS
ABOUT TO HAPPEN...

You'll never want to read any other games
magazine again.

Want to know more? Of course you do... Find
Out what's happening in the April Issue...

You won't regret it.
•e one i s s u e  i i ,  p r i

i1991. On sale 28th March.
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superb 3-masted stdp bel ongi ng to Greek shipping
m agnate "l idos Raraboudlan.  But no sooner  has the cruise

begun when Raoul  is sum m oned to investigate a
scandalous crime—the murder of his host Miklo& I ts  now
op to Raoul to throw some l ight on this sinister myst —
ther e's a murderer  on the loose and be could be prowling

am ongst the unsuspecti ng guests even now

FROM THE CREATORS OF

190i a n n u m  s o r m a m .  u i  COMB r e te r n t.
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•  Featur es easy-to-use Cinematique poi nt -a nd-c i k k
operating system, now hardier refined to offer considerably
more depth of gameplay.

•  A  wider range of actions is now possible. Including the option
to question other  characters in true Agatha Christie style.

•  F t  version features 2S6 colours, Ad Lib and Roland
Soak suppor t

•  Character  size has bees doubled for allserskms oldie game.
•  Amiga verskm features 32 colours.
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144 levels of mind-boggling
dexterity and wrist-wrenching
agility stand between him

, and Membership of the BIT
BUSTER CLUB.
Once he gets into the club
he'll get into Melinda's heart
and together they can integrate

, technology.
• •  1 4 4  exasperating levels.
•  Hordes  of traps and nasties.
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agility.
• A n  exhausting exercise of

dexterity.
•  1 0 0 % ADDICTIVE!
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a registered trade mark Number 1195270.
US.  Gold Ltd.. Units 213. Nolfewd Way.
Halliard, Birmingham B6 7AX, Ehgtand.

ME CHEMISTRY WAS INSTANTANEOUS!

pis in love, but if he wants
to capture the heart of
Melinda the Mental Marvel
there is a tough challenge
ahead.

AVAILABLE ON:
CBM 64/128, Amstrad, Cassette & Disk,
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