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opinionated waffle elsewhere, but he
we pre fe r  t o  l e t  the  ga me s  s pe a k  fo r
themselves. Relevant scenes are shown, with
informative captions used to convey the 'feel'
of th e  ga me  i n  que s tion.  E a c h rev iew
concludes with opinions highlighting any good
and bad points, prices, release dates and
ratings where possible. Basically, there's
something for everyone - a t best a  highly
detailed review, and at worst a highly-detailed
pr evi ew.  I  ner e s n o t n i n g  c l e v e r ,  p i s
Straightforward facts and ratings. Updates wi
follow where appropriate.

THE RATINGS

GRAPHICS Not necessarily how colourful c
well drawn they are, but how well they fit int
the overall effect.
SOUND Again, not necessarily quantity c
indeed quality of sound, but how well i t'
used.
PLAYABILITY How does the game feel? Is
addictive or plain uninteresting.
VALUE Essentially a  reflection of lastir
interest - how much game you get for yot
money.
OVERALL A useful poi nt o f  reference
essentially a  summary of the  preceedin
6 0

8
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3 0
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LETTERS
All the  mail that's fi t to print
(and a little bit more besides)
in ne a t,  bi te -s ize  pieces  -
courtesy  o f  T h e  O n e ' s
sausage machine.

NEWS
And h e r e  a r e  t h e  N e w s
he a dl ine s . . .  O c e a n  Bu y s
Ca rr ie r  S e q u e l !  T o p
Convers ion I n  R e l e a s e
Drama! Hawk Up in The Aid

SHOWCASE
Pre tty  p o l y g o n s ,  t i d y
textures, interesting Interior
Design, a nd a  fa t caveman
with a  yo-yo a l l  have  Nick
Pell ing i n  c om m on.  P l u s
piles o f  ple a s a nt pic ture s
from a  pote nti a l l y  po te n t
pixel packer.

And w h a t  a  l o t  the r e  i s —
which is  why this  is  now a
section i n  i t s  o w n  r i g h t .

p  ( I M M O
Diamond December details.

Hammer117 A xel ' s  Magic
(Gremlin)

57 F - 2 9  Retaliator
(Ocean)

67 G h o u l s  G h o s t s
- (US Gold/CapCom)

62 H a r d  Drivin'
(Domarkfrengen)

106 I t  Came From The
Desert
(Cinemaware/Mirrorsoft)

74 T h e  Ninja Warriors
(Virgin/Sales Curve)

89 R o c k  'n' Roll
(Rainbow Arts)

113 Sw itchblade (Gremlin)
121 T h e  Untouchables

(Ocean)

71 TIPS
Help Is a t hand for any paddle-
less people up the creek
with...

95 3 D  Pool (Firebird)
78 A l t e r e d  Beast

(Activision)
77 C o n fl i c t :  Europe

(PSS)
96 H y b r i s

(Discovery/Softek)
71 I n d i a n a  Jones And

The Last Crusade:
The Graphic
Ativenture
(Lucastilm/US Gold)

95 i n t e r p h a s e
(Image Works)

96 T h e  New Zealand
Story (Ocean)

96 O u t R u n  (US Gold)
71 P o p u l o u s :  The

Promised Lands
(Electronic Arts)

85 W e i r d  Dreams
(Rainbird)
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Finding Bombe r a  b i t  o f  a
bumme r? V e k tor  G ra fi x 's
•Bamber Ga s goigne ' J ohn
Lewis t e a m s  u p  w i t h
resident bimbo Brian Nesbitt
to, e rm.. . 'bember a hand.

FEATURE
Virtually everything you ever
wanted or  needed to  know
about Ghostbusters II. PLUS!
WIN! A  v ideo camera  from
Activision.

DEMOS
A c ompute r  ca rtoon a nd a
mounta in o f  music .  PLUS!
Gallons o f  imminent games
in cut-down form.

1 4 1   1 O P A P H I C eWha t P h i l  S o u t h  d o e s n ' t
know about graphics he... he
doe s n't k n o w  a b o u t
graphics. This month: Founts
PLUS! A chat with one of the
country's top programmers -
the  f o u n t - a s t i c  A n d r e w
Braybrook.

146

152

ARCADES
A c hoi c e  c onti nua ti on  o f
Taito's captain catch 'em up,
Chase HQ. PLUS! A sizzling
pseudo s e que l  t o  l r e m 's
raunchy R-Type.

COMPETITION
WIN! A watchemendous Sony
Video W a l k m a n .  P L U S !
Copies o f  US  Gold's  la te s t
corking CapCom conversion,
Ghouls In' Ghosts, also up for
grabs. PLUS! 2 5  Terrific T-
shirts. And ell from US Gold.

160

FEATURE
Just how  c los e  a re  w e  to
c re a ting a  t r u l y  h u m a n
c ompute r  o p p o n e n t ?
Actually, i t a lready exists -
but it's only got a mental age
of a round four  years. Ka ti
Hamza  l o o k s  a t  t h e
devel opment,  t he  futur e  a nd
the  pote nti a l  o f  s o-c a l le d
Artificial Intelligence.•

BACKSPACE
The r e s t  o f  t h a t  l i t t l e
s ome thing th a t 's  a  l i t t l e
different..
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AVAILABLE FOR AMIGA, ATARI ST, PC AND COMPATIBLES, AMSTRAD, CM,  SPECTRUM.
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P r  I am writ ing t o  ask y our advice on  the
purchasing o f  a  certain computer game, namely
Xenon 2: Megablas t .  You see. I have a PC. with
VGA. arid am very interested in the aforementioned
game and would like to become the owner a  copy,
What I want to know is. is it worth it! You were very
vague on details in the review and l am hoping you can
tell if it runs on EGA or VGA, if the gameplay is as good,
and will it run on PC-DOS 3.0 or 32  Also, please tell
me what MS-DOS is d o  1 need it?
Paul Rawlins, Ae on* ,  York.
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IBM compatibles compatible. Funnily enough, Microcoft
wrote the original Personal Computer DOS for IBM_
which is why the two are very very similar and why you don't
really need it Xenon 2: Megablast  on the PC is worth it

but only if you want a good blast It should be out and
about by the time you read this.
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P r  I am writ ing to ask why you did not print the
address to send for Populous  and The Promised
Lands. I have been aspiring for quite a while to own
these disks and this special offer seemed like the ideal
opportunity, so would you please send me the correct
address to send my £19.99 to MAP.

By the way, why  is software 25? How are these
prices justified?
Stephen N McAleney,  Govanhil l ,  Glasgow.

4 4  A  The reason there was no address is simple! it.1111
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it's just it was so small you couldn't see it without a very
powerful magnifying glass. Erm.._ it was the same colour
as the page okay? Let's just come clean: we forgot just
like we forgot to mention that the offer is open while stocks
fast Sorry. There ore many reasons why the price o f
software is what it is, Whether or not software is expensive
is down to the individual and thesoftwore in question. Ifyou
get 20 hours of entertainment out of a game costing 20
then that's a pound an hour to hove fun. Rental of n video
costs anything between £1.50 and 1'2,00 for on average
two hours of fun, and a visit to the cinema can cost up to
four tomes as much! On the other hand you could pay
around 30 for a game and only get on hour or so of fun out
of it  hut then, when something costs that much, most
people tend to make themselves enjoy it anyway. From the
software houses' point of view there's development time,
packaging, promotion, overheads, Nracyand plenty more
besides all contributing to prices. I t  does seem a litt le
unjust that Amiga software often costs S more than its
Atari counterpart especially when Amiga software sales
are at least as healthy as those of the Atari and when more
often than not the development time is shared between the
two versions. For some reason, publishers have always
linked the price of software to the original hardware price
(the same was true of  the inexplicable price difference
between Spectrum and C64 software in the old days). One
ray of  hope is that there's a new trend for lower price
software: The Edge, Rainbow Arts. US Gold andElectronic
Arts are all putting re - releases out for a tenner, while
Mastertronk and Cade Masters are going one step further
and doing the deed for less than a fiver!
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section because I have only just started reading your
magazine (which is brilliant) and in Issue 13 there is no
Update section.

Most of the games that you review are for the Amiga
or the ST, and as the PC version usually comes out later
it doesn't get reviewed. Please bring in an Update
section so the PC owners know what games are good
for their machine and know what the game is all about,

Also, could you please tell me what  t ime of  the
month your magazine comes out?
Robert Buckingham, Ipswich, Suffolk.

4 4  A  The One should appear in newsagents111
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with the cover date shown relating to the month following.
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(December) on Tuesday the 28th of November: As for the
Updates section — it's really only there when we need it if
for example, the PC version of a particular game is so
wildly different wits counterparts that the public needs to
know. I f  no great difference exists, then the original
review's okay — fair enough?

RAINBOW RANKLE
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reviewed Rainbow Islands you stated that it would
be out in September. Now that it  is October. I am
wondering about the delay. llyou have any information
on this please would you be kind enough to inform me.

Also, are there t wo  different Ba t man  games?
Finally, when will The Kris tal be coming out on the
ST?
Adam O'Donnel l ,  Southgate,  London,

4 4  I N  _A Yes, there are two different 6-b i t  Batmangames b o t h  f rom Ocean. Bat man The
Coped Crusader appeared towards the end of last year,
while the latest incarnation is based on the recent smash
hit movie. The former is an arcade adventure written by
Special Fit and reviewed in Issue Three, while the other is a
collection ofthree different types ofarcade action and was
reviewed in the last issue. On the subject of The Kristal,
programming delays have set in and a pre-Christmas
release now looks unlikely. I f  you want to know about
Rainbow Islands_ just turn the page!
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Larry  and Police Ques t  for the Amiga.
In the games it only gives contact points for the Hint

Books in America. Could you please tell me if I can get
them anywhere in the UK.
Matthew Taylor ,  Rothley,  Leicester.

4 4  A  Never fear Matthew, help is at hand,.
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telephone 'help line' where stranded adventurers can
search for a resolution to their plight Try colling (0734)
310003 — but only between the hours of  2.00pm and
5 00prn Further help is available from a series of  hint
books which can be obtained from Software Circus (01
436 2811) or most good software stores.

LETTERS, T h e  One, Priory Court, 30-32
Farringdon Lane, London E C IR  3AU.
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purchase your magazine with each passing month. Not
because of any displeasure in the overall quality of the
publication, but because most it the newsagents around
my home either have never heard of your magazine or
look at you as if you are some sort of mentally deranged
creature if you ask for it! Even then, the ones that do
stock your magazine only seem to stock a few copies.

In short... HELP!
Is there anyway on which I am count on getting your

magazine every month without  fail? Can't  you offer
your readers a service of  some kind where by you
forward the month's copy, for a certain yearly or
monthly fee?
Neil Hudson,  Batley,  West Yorkshire.

4 4  A  Well Neil, check out the Contents pages,"Nand somewhere under the names and phone
numbers you will find details of how to obtain a regular
subscription. By the way, thanks a lot for letting us know
about your difficulties in getting your issue -- of any other
readers are having similar difficulties, don't hesitate to let
us know so we can do our best to put things right

Congratulations! You Have Found A Secret Room!
Answer The Question For Bonus Points!
One of these chests contains the right answer to our
astonishing question a n d  whoever finds the right one
and gets it to us first will walk (or fly) away with a copy
of Ocean's F-29 Retal iator!

The question is... only four people have their names
inscribed on a plaque on the moon: three are the
original astronauts, but who is the fourth?

A
John F Kennedy

Michael Jackson

Richard Nixon

Last month's  question was, you may remember,
'Captain Scarlet's ritit as indestructible as he'd have us
believe. One thing can kill him w h a t  is it?'

The Answer? High voltage electricity, as anyone
who's seen an episode entitled Noose Of  Ice will tell
you. Just for the record: an arctic research station's
heaters had broken down and as a result it  was in
danger of being crushed by the rapidly contracting ice
(all thanks to Captain Black, of  course).

Fortunately, Captain Scarlet is at the scene, and he
decides to go down below and repair the generators.
Which prompts Captain Blue to say: "There's 100.000
volts o f  electricity down there. Remember:  high
voltage electricity is the only thing that can kill you..."
So there you have

Last Month's Winner was, in fact, Major Eric Shawn
of Biggin Hill in Kent who gets a copy of Domark's
Hard Dr iv in '  for his troubles.
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Cybertank engineers control the destiny of the Organization for Strategic Intelligence. They're the
heart of the OMEGA Project, a classified military contract that's shaping combat'sfuture. Employing
tomorrow's technology, OSI cytertank engineers design the chassis and artificial intelligence (Al)
for the next generation of neural armored warriors— and they gauge their success on a simulated
held of battle. Join these elite ranks, and pit your designs against the wodd's best.

11311KOMPATIBLE VERSION I B M: CO WP O K E  VERSION A P P L E  VERSION

Available for: IBM/Tandy/compatibles, Commodore C-64/128, Apple II series, Atari ST and Amiga. Coming soon for Macintosh and Apple Ilgs.

For further information on Mindscape products and your local Dealer, contact:
Mindscape International limited, PO Box 1019, Lewes, Lost Sussex BNB 4DW. Tel. (044 486) 545/541.
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IT WAS reviewed w ay
back in August, receiv-
ing a massive 94/0 and
boasting a release date
of September. I n  t h e
same p i e c e ,  A n d rew
Braybrook's fi rst  con -
version w as described
as being: "of such a high
quality that it's easy to
forget that it 's not the
original," but since then
nothing's been heard—
whatever happened t o
Ra inbow Is lands?

At least three companies
now claim to have some stake
in the finished product, and
although the game is almost
certain to appear eventually, it
may not turn out to be the
superlative v e rs io n  p u t
together b y  Andrew Bray-
brook and his team.

Problems first arose when
Telecoms°ft acqu ired t h e
licence from Taito to release
the game on its Firebird label
Apparently, the strict produc-
tion deadline was not met, and
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ownership o f  t h e  iicence
reverted t o  t h e  Japanese
arcade giant.

At this stage. Tato claimed
that it not only owned the title,
but all of the work carried out
on the project up to that date.
Programming team Graftgold
objected t o  t h is ,  ma in ly
because the game was writ-
ten using i t s  revolutionary
OOPS! development system
(see p a g e  3 7  f o r  mo re
details), and refused to part
with any of the code.

Matters were complicated
further in  April o f  this year
when Microprose stepped in
to buy Telecomsofts three
labels: Rainbird, Firebird and
Silverbird. Although Micro -
prose bought a l l  fin ished
ve rs io n s o f  R a i n b o w
Islands, i t  didn'i actually
acquire permission to publish
them.

Although the company has
been paid in full for all ol the
work that it 's done so  tar,
Graftgold's S t e ve  Tu rn e r
claims that not having the
game published is: "a terrible

A Somewnert over the rainbow? Let's hope the sun
does shine for  Graftgold's incredible conversion.

I aking oft in Easter of next year
Electronic Arts' Hawk.

1



blow t o  morale", and that
financial return is not the only
reward fo r coding a  good
game • reputation is also at
slake.

Because of its success with
other Taito titles (Pastan , The
New Zealand Story. Opera-
tion Wolf and Chase HO
among others), it now seems
certain that the Manchester
mogul w i l l  p i c k  u p  t h e
available licence. However,
whether Ocean will he able to
persuade Microp rose  ( o r
whoever actually owns the
code) to part with Grattgold's
original is still unclear.

UP IN THE AIR
Although a review copy has
not yet been seen, Electronic
Arts' flight simulator, Hawk,
first appeared in these pages
even earlier i n  July's Work
In Progress. At that stage it
was described as imminent,
but it has since been subject to
several delays.

Release was first put back
until December, and now it's
not scheduled t o  h i t  t h e
streets until the early part of
1990!

The reason for the delays?
Arg onaut's Jez San is clear on
that point: "We keep adding
extra features_ just when we
think we're nearly finished we
come up with another idea to
improve it. At the moment just
about everything is finished.
Gameplay is  finalised. and
now it's just a matter of bolting
on the front end and doing
some general tidying up."

However, another reason
for the delay might be that
Electronic Arts is not keen on
the idea of Hawk clashing with
Activision's B o mb e r a n d
Oceans's F
-
2 9  
R e t a
l i a t o
r

over the competitive Christ-
mas period, I n  a n y case,
Hawk now seems to have a
reliable release date, a n d
providing o u r Je z  d o e sn l
have any more brainwaves,
we should see something in
either April or March ol next
year.
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Realtimels Carrier Command: looking forward to ils new
arrival In early 1990.

AF T ER m o n t h s  o f
speculation and rumour,
Realtime h a s  fi n a l l y
found a  home f o r  t he
sequel to its astonishing
maritime s trategy  epic ,
Carrier Command -  i n
the Manchester offi ces
of Ocean software.

Battle Command utilises a

similar control method and
environment to its illustrious
predecessor, but adds faster
and more detailed graphics
and replaces Carrier's overall
concept with a more mission-
based format.

Taking control of a single
tank, the player works through
a series of mind and muscle
orientated 'training sessions

ALIENATIO
B A L L Y  M i d w a y ' s
innovative split-sc reen
three-play er  c o i n - o p
Xenophobe  i s  n o w
available, complete with
music cassette, on  the
MicroStyle label. Unfor-
tuna te ly  t h e  t h r e e -
player option has  been
lost i n  t he  trans lation,
but otherwis e t h e  ' k i l l
and c ollec t '  ac t ion has
remained in tac t .  A l ie n
haters everywhere c an
get their  hands  on this
r ight now for  124.95.

with t h e  u lt imate a im o f
gaining enough experience
and armour to  attempt the
final challenge.

The developers are quick to
point out that this isn o t  a
simulation however — it 's a
game, where you can up -
grade yo u r tank, fi gh t.  off
enemy armour and aircraft
(without having any air sup-
port of your own) and play with
what Reallimels Ian Oliver
describes as: "a range of nice
toys, s imila r t o  those  i n
Carrier."

Although the missions were
originally linked by a scenario
(a foreign power had stolen
vital de fence  equipment,
leaving you no option but to
invade and get it back), this
has now been dropped — as
project manage r Gra e me
Baird puts it: " it  just didn't
seem relevant to the game —
but it's still possible that the
marketing boys will pu t  a
scenario back in before it 's
released."

Realtime has been working
on the project for over a year
now, but some of the original
ideas have been scrapped
and the present version has
only been in existence for a
couple of months.

There's no  fixed release
date a s  yet, bu t  Realtime
hopes t o  fi n ish  a l l  th re e
versions simu ltaneously,
avoiding the problems which
arose with Carrier Command
where the PC version arrived
a year after the ST and Amiga.
Expect t o  se e  results b y
February o r March o f  next
year. and further details as we
get them.

Three turns into two In MicroStyla 's Xenophobe.

•

T o r  TElt I
(Month Ending November 1989)

Al
BATMAN — THE
MOVIE
(Ocean)

SWORDS OF
TWILIGHT
(Electronic Arts)
SHADOW OF THE
BEAST
(Psygnosis)
XENON 2
(Image Works)

THE GAMES: SUMMER
EDITION
(EppdLIS Gold)
CONTINENTAL
CIRCUS
(Sales CurveNirgin)

LASER SQUAD
(Blade)

F-I6 COMBAT PILOT
(Digital Integration)

STRIDER
(US Gold)

THE DUEL TEST
DRIVE
(Accolade)

•

Compiled exclusively for The One by SOFTWARE CIRCUS
LTD. The Plan on Oxford Street, I 20 Oxford Street,
LONDON WI N  90P. Tel: 0 I 436 2811.

Batman swings into action - and Ocean's game of the
movie flies straight to the top.
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Rocket into the striking realism and spectacular visuals of'SPACE ROGUE, the phenomenal 3D space flight
simulation. You'll discover authentic flight dynamics, precision navigational aids and sophisticated weapons
technology as you maneuver through turbulent ion storms and confront alien foes. You'll visit space stations
and mining outposts — swapping tales with pirates, drinks with friends and goodkwith merchants. It's the
seamless integration of space flight and role playing that makes SPACE ROGUE the first ORIGIN
Cinematic Experienceml,
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IBM/COMPATIBLE VERSION
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We create worldea

Available for: IBM/Tandy/compatibles, Commodore C-64/128, Apple II series. Coming soon for Amiga and Macintosh.

For further information on Mindscape products and your local Dealer, contact:
Mindscape International Limited, PO Box 1019, Lewes, East Sussex BN8 40W. Tel. (044 486) 545/547.
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O. No place for lily-livered shirkers: Dogs Of War
.

To celebrate the open-
ing of its second store,
16-Bit sof tware ret a i l
chain Software Circus is
offering a fi ve per cent
discount exclusively to
readers of The One. This

TE OUT
FORCE

IP' Super Joe Crack embarks on a one-way ride to infamy
in Elite's conversions of CapCom's Commando.

ROLF UP, RAU UP
offer a ppl i e s  o n l y  t o
software in this month's
Software Circus charts.
To qualify for this offer.
simply produce the Soft-
ware Circus advertise-
ment in this issue when

Following the success
of P a pe r boy ,  E l i te  i s
about to  embark on  a
mindless beano of fren-
zied bloodshed with the
release o f  tw o o f  t h e
most violent games yet
to appear on 16-bit.
First to wreak havoc on an
unsuspecting public will be
Steve Bak's Dogs Of War, an
Wad Warriors clone where
the player takes on the role of
a so ld ie r o f  fortune wh o
travels the  world  rescuing
hostages and assassinating
people.

The shoot 'em up action is
nothing new, but a nice touch
is that you select the tools of
your trade Iron, an awesome
array of powerful weaponry:
including ma ch in e  g u n s,
flamethrowers a n d  ro cke t
launchers!

In a (slightly) less destruc-
tive vein are the long-awaited
conversions o f  CapCom's
Commando, sta rring  t h e
ultimate comba t  machine,
Super Joe Crack, in his daring
mission to destroy an enemy
command post_ Featuring
eight le ve ls o f  vertica lly-
scrolling havoc, Commando
is due for release next month
on ST and Amiga at E19.99.

"Dogs Of War should already
be on the streets at the same
prica

visiting either store, in
High Holborn or at The
Plaza on Oxford Street,
and making your pur-
chase, This offer is only
open u n t i l  December
31st 1989.
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(Month Ending November 1989)
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TV SPORTS
FOOTBALL
( C i n e m a w a r e t
Mirrorsoft)
XENON 2
(Image Works)

STUNT CAR RACER
(MicroStyle)

STRIDER
(US Gold)

F r i  F-I6 COMBAT PILOT
(Digital Integration)

ALTERED BEAST
(Activision)

1171E1 THE GAMES: SUMMEREDITION
(EppdUS Gold)

INDIANA JONES AND
THE LAST CRUSADE:
THE GRAPHIC
ADVENTURE
(Lucasfilm/US Gold)

IKIT1 LASER SQUAD(Blade)

CONTINENTAL
CIRCUS
(Sales CurveNirgin)

•

Compiled exclusively for The One by SOFTWARE CIRCUS
LTD. The Plaza on Oxford Street, 1
2 0  O x f o r d  
S t r e e t ,
LONDON WI N 9DP. Tel: 01 436 2811.

Stunt Car Racer climbstothelofty heights of the Number3 slot.



3AZZA'S SUPER SOCCER - SIMPLY SENSATION A'
Superb fast action gameplay featuring real teams from the Football Leagues.
Each team defined with the correct stnps.
Create your own superleagues, cup competitions and build your strongest squad.
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style of play. The skill level of your team can be improved through playing well.
6  Realistic ball control allowing you to chip over, curl round or dribble through

the opposition. The unique "Boot-O-Meter" enables you to vary the strength, height
and spin of any kick.

0; Full control of corners, free kicks and goal kicks.
sk Heading. tackling and fouling.
EJ Full, realistic control of goalkeepers.

t t  Superb one or two player action.
31,
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penalties, free kicks and comers.
The Country's most exciting computer game, endorsed by the country's most
exciting player!
"Don't forget, buy Gazza's Super Soccer. It's the No 1 Computer Game,"

Available for Amiga,
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NEWS
ANCO SCORES
A HAT-TR1CK
GET YER kits out for the
lads, as soccer supremo
Anco has just signed on
the dotted line for the
deal of the century.

The Greatest Soccer Game
Ever. K ic k  Oft ,  has been
given a  tree transfer to the
back catalogue to make room
in the side for three new stars:
Kick Oft Extra Time. Player
Manager and Kick On

First out o f  the tunnel is
Extra Time ,  a n  expansion
disk for use with the original
Kick Oft program. Basically,
it's more of the same, with the
addition o f  a  few balls and
whistles: there are nine types
of goal kick,  n e w playing
surfaces, the choice of wind
on or off and new referees on
offer -  a n d  p lenty mo re
besides. Extra Time is being
awarded right now for a mere
C9.95.

For those midfield maest-
ros wh o 've  reached t h e
twilight of their careers and
fancy beginning the move into

THREE-POI

And here's your starter,
no conferring... a f t e r
Elite's A  Question O f
Sport and Grandslam's
Saint A n d  G reavsle.
CDS h a s  entered t h e

Decision time in Player Manager: the thinking man'sKick Off Brian,
the world o f  fat cigars and
sheepskin coats will be over
the mo o n  a b o u t  P la ye r
Manager.

Using the same basic game
-
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training, a transfer market and
tactical decision making -  but
unfortunately l o s e s  t h e
superb two-p layer option_
Player Manager should
make it to the bench by the
time you read this at E19.95.

ever-growing s p o r t s
trivia fold with the 16-bit
interpretations of  1TV's
jolly celebrity quiz show
Sporting Triangles.

Promising to be a faithful

Running the risk of flogging
a dead horse (but what a
horse!). Anco will wheel the
Kick O f f  formula ou t one
more time for Kick Ott II (the
sequel). N o t  d u e  u n t i l
sometime next season, this
will sport yet more features
not seen in  e ither P laye r
Manager or Extra Time - the
mind boggles. All three prog-
rams are in the capable hands
of Dino Din'.

adaptation of the TV original,
Sporting Triangles puts
three teams o r contestants
through tour gruelling rounds
o f
,
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own question compiler.
Still with sport, but in a more
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European Superleagut the
latest in  a  recent spate o f
football management games!
This time around, you take
your team (chosen from the
top eight in Europe) to the top
of the league and win  the
championship. Strategy and
diplomacy are the names of
the game, and there's a slice
of footle action thrown in for
good measure.

Both Sporting Triangles
and European Superieague
are in your shop now, on ST
and Amiga at E19.99,

TOP I T N  444
(Month Ending November 1989)

ii3M Art A N D
COMPATIBLES

JET FIGHTER
(Velocity/Paperlogic)

SIM CITY
(Maxis/Infogrames)

SPACE QUEST III
(Sierra/Activision)

THE DUEL: TEST
DRIVE II
(Accolade)
STARGLIDER 2
(Rainbird)

THE CYCLES
(Accolade)

688 ATTACK SUB
(Electronic Arts)

CHESSMASTER 2100
(Mindscape)

M I T ANK PLATOON
(Microprose)

UFO
(SubLogic)

Compiled exclusively for The One by SOFTWARE CIRCUS
LTD The Plaza on Oxford Street, I 20 Oxford Street,
LONDON WIN  9DP Tel:01 436 2811.
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he evil commander
Ilnrf who plans to take

er t he Earth by  us ing his
breaded weapon t h e  Infanta Ray. Only
ou can guide Ace through treacherous
flies to destroy the infanip Hay, save Earth

nd rescue the beautiful Kimberly.
Space Ace,' the arcade follow-up to Don Bluth s Dragon's
irm is now available for your:Amiga' with the breathtaking
II-screen animation and digitised sound of the original

laser-disk game Improvedtompression techniques a l l c o t a d i
s s o .Space Ace' to run in 512K with more than three times the
-•number of scenes found in Amiga D o n ' s  Lair
Available now for atse D1195.
oisinnuted In theU.K by Entertainment International A d o  s g a  s c reens
Also available or corning soon for Atari S i  IBM and Mac inifish
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NEWS
VECTOR-graphic co in -
ops are getting faster all
the time: Winning Run
and H ard  Drivin  t w o
examples which co m -
bine polygons and pace.
Now Domark has made
the bold step of signing
up what is probably.the
f as t es t  a n d  m o s t
elaborate game of  this
type to  date — Atari's
imminent S.T.U.N. Run-
ner.
Set i n  t h e  2 1 st  Century,
S.T.U.N. Runner puts you in
the driving seat of the worlds
fastest land vehicle, careering
through a series of perilous
roadways and tunnels. To add
to the futuristic feel, there's a
la rge  c o m p l e m e n t  o f
weaponry, including deadly
1
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waste t o  everyth ing  o n
screen.

Domark may have done an
admirable job on Hard Drivin'
(see page 62). but it's going to
have i t s  wo rk cu t  o u t  i n
bringing this one accuratelyto
16-bit. No -o n e  h a s  b e e n
signed u p  t o  handle t h e
conversion a s  ye t ,  b u t  i t
seems likely that the job will go
to Domark's polygon profes-
sor, Je u rg e n  Frie d rich .
Whoever does the job, don't
expect to see anything for at
least a year.

In the meantime, Domark
will keep  it s  Tengen fans
happy with the release of two
other licensed conversions:
the robotic American football
spectacular. Cyberball, and
Escape From The Planet Of
The Robot Monsters.

The fo rme r i s  currently
being convened b y  Quixel
(the Licence To Kill team)
and i s  se t  f o r a  January
release. The chaotic Escape
From The  Planet O f The
Robot Monsters (Arcades,
Issue 13) is in the capable
hands of Teque's Jim Tripp,
the man behind Xybots and
Blasterolds, and is due for
release in the middle of 1990.

DOMARK'S
STUNNA

110
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blast their way
through the alien
peril in Escape
From The Planet
Of The Robot
Monsters.

111. American Football takes to the future in Atari's Cyberball — the
ST version pictured here looks remarkably similar to the original.

4: n a i a d

P. Tunnel vision takes on a whole new dimension In S T U N .  Runner.

• • •
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Free Marvel comic book destined to become
a collectors item, available by return.

Available for SPECTRUM, AMSTRAD, C64, AMIGA,
ATARI ST, PC and Compatibles.

MI RE SOFTWARE • 4 NE STANNETTS LAINDON NORM TRADE CENTRE
BASILDON • ESSEX • SSTS 60•1 - PHONE 10268) 541126
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NEWS
GREMLIN
FOUR AR
RELEASED
IF VARIETY Is the spice
of l i fe ,  the n  Gre ml in's
forthcoming qua rte t o f
games i s  a  v e r i ta ble
Chili.

First oil the mark is Skidz, a
street-tough race game with
the player guiding either a
BMX or Skateboard through
seven scrolling levels of urban
courses such as streets, a

construction site, canal ways,
beaches a n d  e v e n  a
Chinatown!

Each course requires a
number of tricks and stunts to
be completed, with  thugs,
animals, muggers and gran-
nies (among others) getting in
the way.

Mindbender, on the other
hand, is an out-and-out puz-

Two for  tee with the  blonde bombshell in Greg
Norman's Ultimate Golf.

zle game. It's a little similar in
style t o  Gremlin's wrinkly
Del lektor, but with a  more
fantastical feel to it — casting
spells and dealing with wit-
ches, elves and gnomes is the
name of the game. 50 levels
await  t h e  p ro s p e c t i v e
sorceror, with  a  complete
construction kit allowing you
to create your own.

Finally, two giants of sport
lend their names to a pair of
"Ultimate" simulations. John
Lowe's Ul ti ma te  Da r ts ,
endorsed b y  t h e  b e e r -
swilling, arrer-chucking e x-
world champion is the first.

Apparently over two years
was spent studying the form
and style of the masters in
real-life competitions so that
the co mp u te r opponents
could play realistically. AsWell
as t h e  tradit ional g a me ,
Ultimate Darts features a
number o f  variations, in c-
luding Darts Soccer and Darts
Cricket!

But if you fancy more of an• outdoor pursuit, why not play
a round with The Great White
Shark i n  Gre g Norman's
Ultimate Golf? Take on the
awesome Au ssie  o ve r a
series of courses, complete
with bunkers, water hazards
and sloping fairways. Coo!

Skidz a nd Mindbender
should h i t  t h e  sh e lve s
sometime this month on ST.
Amiga and  P C  a t  £19.99
apiece —  J o h n  Lowe ls
Ultimate Darts is due at the
same t ime  and  price, bu t
unfortunately only caters for
ST and Amiga. As for Greg, he
should be teeing off on ST.
Amiga and PC next month at
£24.99.

110. "The treble twen a  cornfield on fay-eh!" John
towe's Ultimate Darts -  action all the way

Cue  Design's Skidz makes Its mark, in a stylesimilar to
two coin-ops: 720 and Paperboy. For the record, this is a
redesign of an old Gremlin 8-bitter, Skate Crazy.a on*
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BALLISTIX
It's a whole new ball game!

Sick of silly old soccer? Tired of pathetic pinball? Then you need a dose of BaIlistix — the
fastest, wackiest, toughest ball game yet to appear on a computer. Ballistix just explodes
with excitement, puzzles and an amazing 130 different screens of frenetic action, on the
PC, Atari ST and Amiga. On the C64 version there are 64 screens.
The aim of the game is simple: score more goals than your opponent to win the match.
Doing it is a different matter as splitters fill the screen with dozens of balls, tunnels  hide
them from view, bumpers  bounce balls all over the show, fiendish red arrows speed
them up to almost impossible velocity, magnets  pull them away from your control, and
much, much more.
Ballistix is incredibly flexible, too. You can play against the computer or another player.
set the speed if you can't stand the pace, define where the balls are fired and their
velocity, rack up bonuses that will get you extra goals and then, at the end of an
exhausting game, set your name in pride of place on the high-score table. And it's all
played to the accompaniment of a throbbing sound-track and a crowd that applauds your
every goal.
Ballistix is definitely not a game for wimps. It's tough, fast, challenging and incredibly
competitive • in fact, it's just the kind of game you like. r
„ -

AMIGA/ATARI ST E19.95 P C  E24.95 C 6 4  DISK E12.99/CASS. E9.99
Screen Shots  taken f rom the Amiga v ers ion

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

VISA



NEWS
SHADOW BOXING
TAKE my hand -  we will
venture into many dark
places, but I think I know
the w ay. . .  Elect ron ic
Arts ventures into the
world o f  the unknown
this month  w i t h  T h e
Hound Of Shadow.

Based on the stories of the
classic gothic horror author
H.P Lovecraft, HOS is a mix of
RPG and traditional text and
graphic adventure. I ts set in
the 1920s, and in true Love-
craft style the story revolves
around th e  occult and  a l l
things unexplained...

Probably most exciting is a
revolutionary feature called
Timeline, where  characters
are created with  their own
strengths and weaknesses in
true RPG style. The adven-
ture then changes to suit that
character's personality. Fur-
t h e rmo re ,  d e v e l o p e d
characters can be taken from
game to game as the series
expands.

On the other side of the coin
there's Budokan, a beat 'em
up bonanza that is to martial
arts what Skate Or Die is to
Skateboarding. B u d o k a n
concentrates on the lesser-
known (but equally deadly)
martial arts, including Ninjitsu
(the art of the Ninja), Naginata
and Kusari-Gama.

It's no t just  a  matter o f
beating everyone to a pulp -
the philosophy and ka rma
behind each of the arts must
be studied a n d  mastered
before you can travel to the
martial a rts tournament i n
Budokan. Japan a n d  THEN

The Hound Of Shadow sepia-toned graphics
accompany this character-building adventure.

lio• Beat 'em up action with a slice of ancient Japanese philosophy thrown in for good measure in EA's Budokan.

beat everyone to a pulp. To
further complicate matters,
the martia l a rts a re  often
mixed, so  a s an  unarmed
Kusari-Gama combatant, you
could find yourself up against
a fully-armed Ninial

For those who like mouth-
watering aesthetics to accom-
pany their action, Budokan
supports just about every PC
graphics format right up  to
VGA as well as the Roland
MT-32 Sound Card.

Both T h e  H o u n d  O f
Shadow (ST, Amiga and PC)
and Budokan (PC only. with
other versions a  possibility)
should be released this month
at £24.99 apiece.

The pseudo-sequel t o
Discovery's b r i l l i an t
shootem up Hybris is to
be released this month
courtesy o f  n e w l y -
formed software p u b -
lisher, Electronic Zoo.
Designed and programmed
by Martin Pedersen, the man
behind H y b r i s .  B a t t l e
Squadron isarialmost comp-
lete reworking of the original
-  d e sp it e  t h e  apparent
similarities. The  impressive
list of statistics comprises:
•  TWO-PLAYER s i mul -

taneous blasting!
•  THIRTY MINUTES of con-

tinuous scrolling action -
including horizontal AND
vertical sections!

•  TWE NTY  T Y P E S  o f
ground-based enemies!

•  TWEL VE A I RB O RNE
opponents!

•  A  T H I R T Y - M I N U T E

ALL THIS AND
YBR1S

IP. Two-player, multi-faceted, super-powered, high-
calibre action in Electronic Zoo's Battle Squadron.

stereo soundtrack, comp-
rising THREE themes and
NINE jungles!

•  TWENTY-FIVE d e va s-
tating weapons that can be
bought and upgraded!

•  HIGH-SPEED animation.
with over -
T o  
s p r i t
e s  
o n

screen simultaneously!
Battle Squadron should

be on the software shelves by
the time you read this at a
price of £24.99 -  but on the
Amiga only. There are, unfor-
tunately. no plans for ST or PC
versions.
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icroPrQse, Unit 1, Hampton Road Industrial Estate, Tetbu
;  a t t a rvie

ton1 Tank Platoon
$ tank platoons have four Wis. Four soldiers e a c h  tank.

That's four tanks, sixteen men. And you control the whole shooting
match. 16,000 acres of rolling, superb 3D terrain allows you to hide
your tanks behind hills and ridges, just as a real tank commander would.
Give orders to your entire platoon or to individual tanks. Lay down
some heavy artillery or mortar fire before advancing your main tanks, or
possibly call in air support in the form of A10 Tankbusters or AH64
Gunships. Defend yourself against attack from the air by strategically
positioning ant-aircraft batteries. The strategic permutations are
endless!
With thousands of battlefields and millions of situations, there is infinite
variation within the game. With varied skill levels allowing veteran tank
commanders, take on single battles or wage war from start to finish.
M1 Tank Platoon, All the action of armoured land combat. Available for
IBM PC and Compatibles E39.95,

a

RED STORM RISING
This high technology simulator of strategy & tactics is based on the
International best seller by Tom Clancy.
Working with the authors, MicroProse have brought the book's intense
action and excitement to your computer screen. You are put in •
command of an American nuclear attack submarine at a time when 2
super powers collide. Available for C64 £14.95 cassette, £19.95 disk,
Atari ST E24.95, IBM PC Compatibles E24.95 , •  "AWESOME' (CCI)
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THE MISSION IS VITAL THE ODDS ARE AGAINST YOU.
F15 Strike Eagle II
F15 Strike Eagle his a whole new concept in computer air warfare. Dogfighting
is the name of the game. The air swarms with enemy aircraft. Dice with death ai
you light your 'burners' and head for the skies. Success depends on making the
right moves fa st  Super smooth, non-stop action takes place over 250,000
square miles of authentic terrain. Superb, solid-filled polygon based 3D graphics
makes it feel as though you really are in the thick of the action. Hundreds of
options, four difficulty levels and a vast amount of missions and scenarios make
F15 Strike Eagle H perfect for dogfighting veterans and novices alike.

F-19 Stealth Fighter
MicroProse's F-19 Stealth Fighter transports you into the real world of Stealth
Technology. Placed in charge of one of the USAFs most valuable and secret
aircraft, you must carry out missions deemed too dangerous for normal aircraft
to accomplish. Amazing three-dimensional graphics add a totally new dimensiot
to F-19 Stealth Fighter as you fly, undetected, at 75 feet around Berlin and striki
deep within Communist territory.
F-19 is not just a flight simulation i t s  an expehencel

Gunship
Gunship has proved itself to be one of the truly great combat flight simulations.
Based on the AH-64 Apache, one of the most advanced attack helicopters in the
world and developed with the help of real attack helicopter pilots, Gunship lets
you loose on a high-performance helicopter that can fly low and slow, hover,
sideslip, fly backwards, rotate and go into a full-blooded, 200 knot power dive
through some of the hottest combat zones in the world.
In the face of adversity, it is a brave heart and sharp mind that matters more thart
t a  technology behind the man.
The spirit of attack is all

a l l a i l l k a l k
1 1 1 1 1 1  - m a ARISE 11111 millt IR ER
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NEWS

After last month's news
of US Gold's signing of
Dynasty Wars, the Bir-
mingham gang has just
snapped u p  an o t h er
CapCom coin-op in the
shape of UN Squadron
(see l a s t  m o n t h ' s
Arcades column).

The horizontally-scrolling
blaster has yet to be handed
out to a programming team,
but it seems likely that the job
will fall to Arc Developments,
the team behind Forgotten
Worlds and Crack Down

(see page 49). I f  so, work
should begin sometime in the
new year. with  a  release
planned for sometime in the
summer.

And moving from US Gold
to its most famous affiliate, we
Find work progressing at full
speed o n  George Lucas's
Californian ranch as Lucas-
f
i
l
m 
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m
e
s 
i
s 
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r
r
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n
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beavering away on Iwo new
projects for release next year.

Thefirst, Loom, is a graphic
adventure i n  t h e  style  o f
Maniac Ma n s i o n ,  Z a k
McKracken a n d  In d ia n a

Jones. It's been designed by
Brian Moria rty,  t h e  m a n
behind many of the Infocom
adventures, and casts you as
an apprentice wizard set the
task of finding and rescuing
the elders of his village. Magic
is the name of the game
spells play a  vital part, and
mastering the art of sorcery is
the key to success.

In a more action-orientated

V Dakka dakka boomiTake
control of the good guys or
bad i n  Lucasfilm's fo r -
thcoming Battle Of Britain.

A Loom -  Is it the ultimate graphic adventure? you'll
have to wait until next year to find out.
V The ancient art of Bodyboarding as seen in Epyx's
forthcoming California Games II -  PC EGA.

vein !here 's Th e ir Fin e st
Hour: Ihe  Battle Of Britain.
a World War II flight simulation
with strategy elements -  a
sort o f  revamped B a t t le -
hawks 1942.

Battle Of Britain recreate%
the famous air war of 1940, in
which t h e  f u l l  f o rc e  o f
Goering's Luftwaffe fought it
out with the RAF's 'few' over
Southern England. A  n ice
twist is that you don't have to
make do with Spitfires and
Hurricanes -  y o u  can take
command of the opposition
and attempt to over-run the
country if the mood takes you.

Both Loom and Battle Of
Britain should be released in
the early part of next year (a
more specific release date
has yet to  be set) on ST,
Amiga (E24.99) a n d  P C

(E29.99).
And fi n a l l y ,  d e s p i t e

rumours to the contrary, US
Gold's other major American
cousin Epyx has not gone
down the pan — it has simply
ceased its publishing opera-
tion a n d  w i l l  concentrate
instead on development.

As if to prove this point, the
latest in the company's long-
running Ga me s se rie s i s
currently under development.
California Games II features
four events (strangely, the
number o f  events i n  t h e
Games games seem to  be
dwindling rap id ly) —  J e t -
skiing. Skateboarding, Snow-
boarding and Bodyboardingl

A fi rm UK  release date
hasn't been set, but expect to
see someth ing some t ime
early in 1990.



WHAT'S THE SCORE?
MicroProse's action games feature a depth
of realism, excitement and strategy rarely
seen before in computer entertainment.
TWO SCORE GOLD PIECES
Pirates, played by over a quarter of a million
square miles, offers unparalled gameplay
and adventure on the high seas;
SCORE TO SETTLE
Airborne Ranger's fast-paced action
challenges your skills and reflexes over a
dozen i o n s  dee behind enemy lines.

WHAT'S THE SCORE?
Soccer was the world's first true football
simulation —from indoor league to World
Cup Final, it's just like the real thing;

aill a  a  l a  a  l a t i r
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GOLDIN SHOT

AAAH... Paris. Home of
fashion, cu l t u re ,  a r t
and... t h e  T i l t  D ' O r
awards. T h e  F re n c h
software industry's ans-
wer to  the Oscars are
held here every year, and
this year ' s  ceremony
has ju st  d raw n t o  a
close.

The awards are decided
and doled out by Tilt
! 
F r a n c e ' s
top games magazine, and the
winners were (rips open gold
envelope)...

Best Simulation: M1 Tank
Platoon (Microprose)
Best Action Adventure: Last
Ninia II (System 3)
Best Flight Simulation: Falcon
(Spectrum HoloByte)
Best Adventure In  French:
Future Wars: Time Travellers
(Delphine)
Best Adventure In  English:
Indiana Jones And The Last
Crusade (Lucastilm)
Best S t r a t e g y  G a m e :
Populous (Electronic Arts)
Best Sports Simulation: Joint
Winners — Great Courts (Pro
Tennis Tour, UbiSoft) and
Kick Off (Anco)
Best A rca d e  Conversion:
Strider (US Gold)
Best Shoot 1
E m  
U p :  
S i l k w
o r m

(Virgin)
Best Animation: Interphase
(Image Works)
Most Original Game: Sim City
(I nfogrames)

Best Graphics: Shadow Of
The Beast (Psygnosis)
Best Graphics Utility: Deluxe
Paint III (Electronic Arts) •
Best RP G :  Neuromancer
(Electronic Arts)
Best Music: Future Wars:
Time Travellers (Delphine)
Best Action Game: Skweek
(Loriciels)

There we re  f o u r unex-
pected results: a tie in the Bost
Sports Simulation between
Great Courts and Kick Off,
I nterphase win n in g  B e s t
Animation (beating Stunt Car
Racer a n d  Powerdrome!),
Silkworm beating Xenon 2 to
take the Best Shoot 'Ern Up
accolade and Skweek (of all
things) topping Batman: The
Movie and Rick Dangerous in
the B e s t  A c t io n  G a m e
category!
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TIME TRAVELLERS
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VIDEO g a m e  so u n d -
t rack  a l b u m s  a r e
nothing new in  Japan,
where Compact Discs of
the t o p  coin-ops a r e
widely available and the
trend f o r  bundling a
remixed soundtrack on
a cassette with a game is
nothing n e w .  Eu ro p e
however, has yet to see
the co m p u t e r  g a m e
equivalent of a movie's
soundtrack album.

But here's a step in the right
direction. Delphine Software
has ju s t  produced a  C D
soundtrack album for Future
Wars: Time Travellers. The
sexy gold disc comprises 11
tracks, taken from the game
and remixed a t  Delphine's
recording studios b y  co m-
pany boss Jean Baudlot (the
man behind many of Richard
Clayderman's songs).

But don't rush off down to
Our Price yet -  the disc has
been produced exclusively for
France's Ge n e ra t io n  4
magazine, and can only be
purchased th ro u g h  m a i l
order. B u t  i f  you ' re  th a t
desperate tor a copy. drop us
a line and we'll see what we
can do.



FINDING ALL THE SOFTWARE YOU NEED
USED TO BE A BIT HARD ON THE OLD FEET

TOT TENHAM . •COURT ROAD
••

CHANCERY
LANE

Why wear out the soles of your shoes all
over town? You can find all the software you need
at Software Circus.

We stock all the usual titles you'd expe,it us
to have, plus the hottest releases and a host of
unusual products for IBM compatible computers,
AMIGA, ATARI-ST, MAC and PCW

Everything, in fact, from entertainment,
business, programming, music and sound,
to graphics, education, CAD.. ,you name it.

We also stock a wide variety of
books and magazines as well as an

SOFTWARE CIRCUS
THE  S E R I O U S S O F T WA R E  P E O P L E

extensive range of accessories.
What's more, our staff who are on the ball

and bang up to date with the latest technology, will
endeavour to demonstrate the software for you.

And we'll provide free after-sairs hotline
support should you need it.

So get your feet down to The Plaza on Oxford
Street or our new branch at High Holborn,

to find out what other special attractions
we've got in store for you.

One thing you won't find is a
bunch of clowns.

THE PLAZA ON OXFORD STREET OPEN 10AM -  8PM MON FRI, MAM -  7PM ON SAT TEL: 01-436 2811

NOW ALSO OPEN AT 282 HIGH HOLI3ORN, OPEN 8•30AM -  6,30PM MON-FRI, TEL: 01-404 4492
OXFORD
CIRCUS
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Showtimel Have you written orate you in the process of writing a game but don't
know how to go about getting it published? Maybe your artistic or musical talents are
currently gathering dust and need an airing. Well here's your chance. Showcase is a
unique interface between programmer, graphic artist (or musician) and the software
publishers of the world. Why waste time running around the country, dressed to impress
when you can let our pages do the talking. Send your work, along with relevant personal
details, past achievements and sufficient information about the project in question
(including sketches etc where possible) to SHOWCASE, The One, 30-32 Farringdon
Lane, LONDON EC1R 3AU. Wecan't guarantee to find you a publisher, but where else will
you get such a wonderful opportunity to expose yourself in public?

Already Tempus, featured last month has been signed up by one of the country's
leading publishers.

Judge Dredd gives us his best side in this simplistic but effective DPaint drawing.

4,000 WORDS

SH

One of the aliens that put the Alien into Aliens.., an unfinished sketch but looking good
nonetheless.

EVENTEEN year-
old Lee Ellershaw
is an A-Level stu-
dent with a  keen
interest i n  co m-

puter ad. He's been drawing on
his Amiga for over a year now,
and everything you see here
was rendered on DPaint I and
Ill in medium resolution using
16 colours. Most of his work is
inspired b y  fi lms, comics o r
adverts in computer magazines

hence the inclusion of Judge
Dredd, R o g u e  Tr oope r ,
Aliens and Baal in his portfolio,
Lees keen t o  d raw tit le o r
loading screens for games, and
possibly even sprites. Anyone
interested in making use of this
budding talent should contact
us here at The One for further
details.
A nove l  variation o f  the
Ghostbusters II logo.

tin alligst
yttee:
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Lee's rendition of Psyc-
lapse's Baal artwork
produced o n  DPa in t  I
(just for the record).
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Amiga 1 . 2 4 . 9 9
Atari ST E 2 4 . 9 9
Spectrum (tape) E 9 . 9 9
Spectrum (disc) £ 1 4 . 9 9
Amstrad CPC (tape) 2 . 9 . 9 9
Amstrad CPC (disc) £ 1 4 . 9 9
Commodore 64 (tape) . 0 . 9 9
Commodore 64 (disc) £ 1 2 . 9 9

c 9 8 9  MIRRORS( )FT u m  Irwin !louse, 118 Southwark Street, London SE! OSNXT Tel: 0.1-928 1454
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task to halt the demon that lies dormant
within the Castle of the Bloodw
y
ch.Unification of the C r
y
s t a l s  o f  
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secure the Behemoth in his lair for all
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he shall rise to bring darkness into the
world.
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greater interaction with the environment
than has ever been seen before. Argue,
barter, negotiate — even lie through y
o u rteeth! The full
y 
i m p l e
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dreamt of.

With one or two pla
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this is the game that y
o u ' v e  
6 e e n  
w a i t i n
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f o r .

Bloodw
y
ch 
f o r  
t h o
s e  
t h
a t  
d a
r e
!



LAURA ASHLEY
LOUNGE
SIMULATOR

1011"
Frak! Three — In 3D.

Walk around y our  local
housing estate In this disp-
lay of 3D wizardry.

So e ffec tive ,  y o u  c a n
almost hear the  Channel
Four trumpets...

A cube with textured surfaces — a forerunner of Nick's
Interior Designer program. You can use any 32 x 32
dot drawing as a point of reference, although in this
case the building blocks are tesselated so they can be
joined together thus.

ARK S p ru t h e rs .
alias Len Pickling,
perhaps b e t t e r
known as Orlando,
but re a l ly  ca lle d

Nick Pelling (!) is an illustrious
author wh o se  p rogramming
career spans four generations of
Acorn. His portfolio includes such
classic events as Hedgehog (a
prickly Frogger-a like o n  t h e
Atom), Arcadians (Galaxians).
Zalaga (Galaga) and the yo-yo
yomp Frak!  on  the BBC and
Electron, and, more recently, 30
Pool for the Archimedes (L, a
stale of limbo), ST and Amiga.

But that was a ll yesterday.
What of tomorrow? For a clearer
picture o f  what's on offer, we
need to go back to last year when
Nick acquired Acorn 's 32-b it
wonder-computer. He began to
tinker w i t h  s o m e  p o lyg o n
manipulation and produced a
compilation of sequences featur-
ing the Channel Four logo.

Ever t h e  innovator, N i c k
wanted to take things further and
use textured surfaces, but he
didn't have the time to a) write a
suitable program, and b) learn
how to program well enough to
write it in the first place. A few
months la te r,  N i c k  wro te  a
dynamic perspective sca ling
routine featuring Grouch° Marx,
with littlest sister Roz starring in
the sequel. He could have used
any image, but she lust happened
to have her face in front of the
video camera a t  the  t ime  o f
digitising (lucky it wasn't anything
else).

Next came polygon-draw and
ordering practice using a council
estate. And then he started work
on Frak! Three...

Frak! Two: Journey To The
Bubble Machine [lever quite
came together. Ju s t  f o r  t h e
record, it  was vertical scrolling.
using a Marble Madness pers-
pective, a n d  sa w Trogg  J n r
armed with a  boomerang and
riding a  skateboard. " I t  wa s
supposed t o  b e  a  computer
musical — at end of the chorus all
the characters on screen would
jump up and spin around before
carrying on_

And Frak! Three? "I wanted to
link polygons wi t h  desigved
graphics, wh ich  i s  where -
t h etextures ca me  in .  T h e  h a l f
designed, h a lf  polygon effect
bridges the gap between art and
artifice."

But work on Frak! Three was
temporarily suspended after Nick
spoke to  a  friend who has a
tenuous link with a certain DIY
furniture store: "It seemed like a
good idea t o  pu t the  texture
mapping to a more practical use,
like designing kitchens, lounges,
bedrooms and so on." If anyone
else has any further suggestions
for use of texture mapping, then
don't hesitate to contact us so that
we can contact Nick.

So, For Sale: Frattl Two. Frak!
Three and an Interior Design
package.
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Roz moves smoothly in all
directions on this floor.
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Ami Ams Ams CM C64 IBM IBM Spec Spec STcass disk cass disk 5.25 3.5 cass disk
Empire •  •  •
Fast Break •  •
Fusion
Pegasus  •  •  •  •  •  •  •
Rack tem I  •  •
Serve & Volley •  •  •
Startleet S  •  •  •
TKO. •  • Electronic Arts 1 1-49 Station Road
£9.99 16-kit £6 .99  8-bit disk £2 .99  8-bit cassette L a n g l e y ,  Berks SL3 SYN Tel 0153 49442
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Tusker

LISKER's story centres around one of the
oldest, mo st  compelling legends o f  the

jungle. Fo r centuries exp lo re rs have been
specu la t ing  a b o u t  t h e  e x is te n ce  o f  t h e
elephants' graveyard, but so far nobody has
come up with any proof. Tusker's father was
the only man who ever came anywhere near
succeeding, but he died in the attempt. Now
his son has determined to  continue where
Tusker Senior left o f t  Equipped with nothing
more than a  map and h is father's graveyard
dossier, he sets off in search of Africa's most
closely guarded secret through three sections
of puzzling arcade action.

The man charged with translating the story
into 16-bit is Aleric Binnie, otherwise known
as •Balcirick
1 t o  
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pro jects, the  mo st  recen t ly re leased wa s
Activision's conversion of Segats coin-op WI ,
on wh ich  he  wo rke d  in  p a rtn e rsh ip  wi t h
graphics a rt ist  B ryn  Redman. B ryn 's a lso
responsible fo r the distinctive cartoon-style
graphics of Tusker.

Most work so far has been carried out on a
PDS hooked up to an ST and an Amiga with
the emphasis on the Amiga. A PC version is in
the p ipeline but System 3 isn 't  planning to
tackle that until later on 'when we expect the
PC ma rke t  to  deve lop  a  b it  mo re , '  sta tes
Marketing Manager Adrian Cale. Essentially
the final versions will be an Amiga to ST port,
although all the original 16-colour graphics are
being developed on the ST using Art Studio.

Already it 's the bulk o f  graphical materia l
that's posing the biggest memory problems.
With huge man-eat ing  slugs. a  d rast ica lly
over-sized p reying  ma n t is  and a  h o rrib le
swamp monster, p lus hordes o f  cannibals,
jungle animals and nomad inhabitants, there's
plenty of opportunity for going to town on the
graphics. Not surprisingly, data compression
is top  of Aleric's list  o f  priorit ies. 'The final
game should take up about two  megabytes
with all the graphics - maybe a b it more.' On
both formats, it's likely to run to two disks.

Sound is being developed by the Maniacs Of
Noise, who are also working on a  couple o f
System 3's o ther development t it les. My t h
(see page 48) and Vendetta. 'We found after
playing the 8-bit version with and without the
music, that the music definitely added a lot to
the gameplay so an in-game tune for the 16-
bit ve rsions wa s a p rio rity. '  The comp le te
soundtrack should feature an appropriately
triba l in -g a me  tune  p lu s a  host  o f  sound
effects. Whether the la tter will be  sampled
depends entirely on the amount o f  memory
space available. Puzzleability and graphics
are p a ra mo u n t  and u lt ima te ly  the  sound
should take up no more than its allotted 64K.

T his  mean mother isn't just in dangerof devouring Tusker - full-size it would
also oa t up memory space. Instead, like
all of the  gamels larger sprites, it's  made
up of several less memory-intensive strips
like the ones shown on the bottom right of
the screen.
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I nnoc e nt-l ook i ng o b j e c t s  h o l d
unknown secrets  a nd seemingly e mpty
locations hide entrances to unsuspected
caverns or rooms. I t may not be  obvious
how to us a certain pick-up at first, but as
the game  progresses, i ts  usefulness is
bound to be revealed.
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fountain, are  added to the  backdrop
a s pri te s .  Because you can walk around
them, this  greatly improves the  sense of
3D.

game environment which runs to
bout 60 screens started out life as a

b l c  ma p.  Indiv idua l  rooms  a re  the n
translated into graphics screen by screen.
Pulling the  joints between locations into
the centre  of the  screen shows just how
accurately the 30 is worked out.

NAP CREATION MODE. NUI T: E S C KEY OR RI G

ystem 3  has a reputation for lacing its
arcade a c tion w i th a  s trong puzzle

element and Tusker is no exception. There
are around thirty  different pick-ups (from
revolver to obscure temple  jars) and no
matter how strong you are, you won't get
anywhere unless you work out when and
where to use them.•
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INFESTATION
Are you ready for a new level of realism in computer games? Are you prepared
for an atmospheric experience you will never forget? Can you cope with super-
fast solid 3D vector graphics? Will you venture into the unknown, alone, and
armed only with a single pulse rifle? Can you overcome the INFESTATION?
INFESTATION takes computer games to a  new level of realism. I t  creates a
complete environment stunningly rendered in super-fast solid 3D vector graphics.
You are completely free to move within the game world, examining and manipulating
objects just as you would in a real world. And, as in reality, you are not alone. Only,
unlike those on Earth, the other occupants of Infestation's world are not very friendly
at all .  .

Your task as Kal Solar, Agent of the Interplanetary Federation, is to travel to Alpha
II, investigate and end the alien threat. Your mission will not be an easy one. As well
as the mother alien and its eggs, you will have to deal with hostile drolds and
computer systems, radioactive areas, and things unknown,

INFESTATION is a truly atmospheric experience. Don't play this game when you're
alone i t  may well be your last!

-  S c r e e n  Shots from the Atari ST version AMIGAIATARI  ST E24.95

PSYGNOSIS -  GAMES PEOPLE PLAY
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OU SHOOT BEFORE YOU THINK BEFORE YOU SHOOT BEFORE YOU THINK B

Available on:
A M U  ST & AMIGA

Screen shots from

tnirytentonmminamin,sinta aaa •
4 -

Blistering S tun H y p e r f o r c e  is a wicked arcade game challenge with over 30 levels of hectic, wrist twisting, fi nger
be nding action. With s tunning graphics and sound, it's probably the nearest a home computer owner can come to

arcade ac tion wi thout putti ng coins in a  sloth I Wa nting A d d i c t i v e  Games would l ike  to  point out tha t no one
should a tte mpt Hyperforce wi thout fi rst warming up the i r  game-playing skills. For this  reason every pack also

includes a FREE WARM UP KIT — "ARTIFICIAL DRE AMS
- —  a  s h o o t - l e m - u p  
w i t h  a  
M E A N  
c a t c h  
2 2  
t w i s t .

SORT THESE I WO  OUT, AND YOU'RE PROBABLY AS GOOD AS YOU THI NK YOU ARM!

Prism Leisure
Corporation Plc,
Unit 1, Baird Road,
Enfield,
Middlesex EMIL

OU SHOOT BEFORE YOU THINK BEFORE YOU SHOOT BEFORE YOU THINK BE
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ROGRESS

OMINIC Robinson may not be one
of t h e  co u n t ry ' s  mo s t  w id e ly
recognised programming talents,
but he's certainly one o f  our best.
He's a  c l e v e r  d e v i l  -  a n d

surprisingly modest, too . With  a  what was
then d e e m e d  ' i m p o s s i b l e '  S p e c t r u m
conversion o f  partner Andrew Braybrook's
Urid ium under his belt, Dominic co-designed
Hewson's Zynaps and went on to  generate
fractal f jo rds on the ST and to  write  OOPS
(Object Oriented Programming  System), a
choice chunk of coding which minimises the
mundane when it comes to writing games.

Simuicra marks Mr Robinson's 16-bit game
debut. Sadly, it  a lso marks h is parting from
Grattgold, as he's off to  join Vektor Grafix to
pursue a  mo re  p o lyg o n -fi lle d  fu tu re .  B u t
enough the future - le t 's look at the present
(and what a present)...
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ftempt, but he eventually opted for the more detailed design.

"There isn't one as such," Dominic confesses.
"Well not yet. The general idea is that it 's a
rescue mission. You contro l a  tank, and you
have to  free these creatures imprisoned in
cages on  the  p la n e t 's su rface .  I  h a ve n ' t
actua lly imp le me n te d  th e m ye t ,  b u t  they
should look sort of plankton-like.., fragile little
things with semi-transparent wings."
"It c o me s  f r o m  S imu la c ra ,  me a n in g  a
supe rfi cia l l i ke n e ss  t o  so me t h in g , "  h e
explains. "Only I mispelled it..." Until recently,
S imu lc ra  wa s lit t le  more  than a  p layab le
demonstration of what Dominic could do with
3D g ra p h ic s  -  a n d  a  v e r y  imp re ss ive

I l
i
k
b
O
K
I
N
G  
t
o  
t
h
e  
f
u
t
u
r
e
.
.
.  
D
o
m
i
n
i
c

inson.era
W
N
O  
N
E
E
D
S  
a  
p
a
p
e
r  
a
n
d  
p
e
n  
w
h
e
n

the re 's  a  C A D  p a c k a g e  i n  t h e
house . . .  P roduc e d i n  hi gh re s ol uti on
monochrome on Sculpt 3D, this  gridwork
represents the  surface o f  the  planet. " I .
can actually get an idea of the scale of the
objects relative to each other and to the
surface, which helps me get a feel for how
it's going to look."

demonstration at that.
"I was frustrated with the usual methods of

presenta t ion , l i k e  s i d e wa y s  s c ro l l in g ,
isometric perspective and so on, so I decided
to write something in 30. Most 3D games are
displayed in  first-person perspective, which
makes them incred ib ly claustrophobic. I t 's
especia lly d iffi cu lt  fo r shoot 'e m up  style
games. The more remote viewpoint gives you
a b e t te r fee l o f  wh e re  you  a re .  V i ru s  is
impressive - you can actually see everything
around you. But it s  still a bit cramped as the
craft is always in the middle of the screen.

"The beauty of having a new system to work
with is that we can do virtually anything with
it. The design went through several stages,
but in the end we decided to produce a fairly

•
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simple arcade-style game which utilised the
30 p re se n ta t io n  t o  b e  d if f e re n t .  A  3 D
Urid ium? I suppose we could have done EL,
but we didn't,

"It's ve ry d iffi cu lt  to  p roduce 3 0  arcade
games because you don't have enough speed
to run lo ts o f  objects at once. You have to
design the game very carefu lly so  that the
system doesn't overload, but the pressure on
the player is maintained. We were going have
flying control in S imu lcra ,  but a high frame-
rate is required to  fly at high speed, and to
make it interesting when you are flying about

there has to be lots of objects - lots of objects
moving faster. Using  a  ground-based tank
means I can run the game fast enough while
maintaining an in teresting level o f  action -
most of the time Simu!era runs at around 10-
12 frames a second. I 'm using a multi-tasking
system to  keep the  f rame ra te  as fast as
possible."

To maintain the overall effect of speed when
the going gets busy, the distance between
frames is  increased .  Th e  p la ye r co n t ro l
system runs a t  50  f rames a  second, and
everything else at 17 frames, and because
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acks and plateaus to  drive on and
below. it's  surrounded by force field

which you can't pass - anything that hits It
ge ne ra te s  s p a r k s ,  s i m i l a r  t o  t h e
impressive explosion sequence seen here.
"We put a  lot of work into the  control of
the tank. You can't drive off tracks, which
means you get immediate feedback about
whe re  y ou c a n a nd c a n ' t  go  a nd th e
solidity is emphasised to give a  feeling of
'being there'."
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as your tank) and laser turrets, which are positioned a t key points and rotate  and
elevate in an attempt to shoot directly at you. The adversaries are initially dormant (and
consequently vulnerable) - until a giant Energy Sailer (right) energises everything in a set
sequente. "It's best to figure out where the  most dangerous adversaries are positioned
and get there quick before they come after you."
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, -  t h e  bottom of the  screen has two
modes -  all important objects relative to
you are displayed until adversaries are in
your v i c i ni ty ,  w h e r e u p o n  o n l y  y o u r
prox imity  is  dis pla y e d i n  de ta i l .  T h e
indicator a t top l ights  up whe n there 's
incoming laser fire, which means you get
enough wa rning whe n s ome thing fi res
from be hind you,  a nd possibly  e nough
time to get out of the way.

there's so  much going on, the player's too
busy concentrating on the action to  notice.
"There's nothing worse  than games where
everything slows right down when loads o f
things appear on screen."

Most of Dominic's graphic work is carried out
on the ST Computer Aided Design package
Scu lp t  3D.  " I  don 't  d raw any skotches on
paper - it 's easier to visualise on screen." He
produces a 30 model, then using the plan and
side views he takes the co-ordinates to allow
him t o  re p ro d u ce  th e  o b je c t s  in  t h e  3 0
system. " I 'm using a specia l macro  system
where the objects are defined point by point. I
have to  specify how they are connected, but
the program can then take this definition and
produce it  as a  so lid  fi lled  ob ject,  with  o r
without a  shadow, o r as a line-drawing. The
semi-transparent stuff is done with  stippling
(ie: every other pixel is missing)."

Dominic creates a  co llect ion  o f  d ifferent
turrets and bases which are joined together to
build  d i f f e re n t  sh a p e s ,  a n d  t o  c re a t e
animation... "The guns on top o f  the towers
are separate objects. I  can also slot objects
inside each other - like the caged creatures for
example."

"Any major inspirations? Mainly fi lms which
use compu te r g raph ics. Fo r example, the
Recogn ise rs f ro m T ro n  ma k e  a  ca me o
appearance,"

The solidity of the objects is further enhanced
by depth shading using diffuse lighting - the
assumption of the presence of a single instant
light source at an infinite distance in the air,
with the brightness of each surface depending
on the angle of incidence to the light source.

Each object also has its own shadow - but
not simply a blacked-out version of the object
cast below. Nope. These shadows are all cast
relative to position of light source and scaled
accordingly. Th is means i f  you had, say, a
game with  a  t ime scale represented b y the
rising and setting of the sun, the shadows on
the objects WibuId get actually get longer and
shorter!

Not a  lo t ' s  been  d e c id e d  o n  t h is  f ro n t ,
although it's certain that Crafty°Id music men
Steve Turner and Jason Page will be handling
it. "The in-game effects will be produced using
the s a m e  a lg o ry t h mic  s y s t e m  a s  o u r
conversions of Rainbow Islands. Most of the
enemies and events will have unique sounds,
with the Amiga  version featuring d ig it ised
samples. On the ST however, on ly the t it le
tune will use samples."



The beast was present in
the land and from tower
to tower the sorcerers
voice called upon him.
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TI E FASTEST,
MOST THRILLING,
3D DRIVING GAME YET!
Take the wheel o f  your turbo-
charged Porsche as you and your
partner go in pursuit of dangerous
criminals all driving an evil array of
souped-up roadsters.TURBO BOOST! fte
Need to catch up in a hurry? Well
/ tjust one press of your Turbo
Button will leave your
eyes in the back
of your head!

BARRELLIN
THROUGH
THE CITY STREETS,
along the roughest of dirt tracks and
through busy tunnels -  if you can hold

the line! The low life can M A N N Arun
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The b e s t  e l e m e n t s  o f
understood myths have b
equally traditional blend
action t o  c r e a t e  Sys te
adventure. T h e  legenth
explains how the sum of ti
the whole.

T hi s  is your introduction to the  game,and It's not just a  pretty face. Just as
you fi nd your fe e t a fte r  be ing dragged
back in time and the  'woo-oe-oot sounds
are f a d i n g  f r o m  y o u r  e a r s ,  s o m e
impressive speech announces 'Welcome
to Myth'.

e  a c h w or l d i n  My th i s  s ignifi c a ntly
di ffe re nt t o  t h e  l a s t  one .  Ha de s

involves a  horizonta lly  scrolling arcade
adventure packed with puzzles, while the
Nordic world includes a  multi-directional
scrolling pla tform game, a nd the  fourth
world is a  kind of psychedelic shoot 'ern
up. All levels, however, have strong puzzle
elements which are carefully designed to
make y ou k i c k  y ours e l f onc e  y ou'v e
work e d th e m  o u t .  Ma k e  s ur e  y ou 'r e
wearing slippers.

611

the m o s t  commonly
leen combined with an
of puzzles and fighting
im 3 ' s  l a t e s t  a r c a d e
iry Gordon Houghton
he parts is greater than

A I L  go
back

twisting his
of the good
mythical gods of the pas
he's upsetting the presen
and of course it's up to you to tray
through the  ages to  p u t  th ings
Whisked away from your Saturday
the local greengrocer's, you are thrust
the hot, clammy underworld of Greek a
Roman myth.

It's the start of a fantastic journey whi
winds th ro u g h  Hades,  le a d s on  t o  a
spectacularly lit  Viking longship, past a
huge dragon, through confrontations with
the g o d s o f  Valhalla to  a  labyrin th i
Egyptian p y ra mid  a n d  a  me d i t a t i
fantasy world  where time and space
distorted. This last world differs from t
rest in that it has you floating (rather th
running, jumping and beating people u •_
through a  co rru p t e d  Ch a o s  o n  t h e
strength o f  the mental n irvana that
other levels haveenabled you to achie
The con-frontation with  Dameron is t
ultimate hurdle and is scheduled to
extremely tough. System 3 confesses that
it's 'going to have to give one or two hints
away in the manual'.

Myth is being handled by Laurie Senn
who currently edits the newsletter for t
Socie ty O f  S o f t wa re  A u t h o rs  a n d ,
amongst other things, likes *motorbikes
and g o in g  f o r  wa lk s ' .  He ' s  a  s e l f -
employed freelance programmer working
from Leeds, but he's •iery much a part of
the System 3 set-up. Refuting the cliched
image o f  co d e rs as t ra inspo t t ing  ' Mr
Logic' types,  he 's gained a  Degree in
Communication Arts and Media Studies.

He's been pressing keys fo r six years
w, having started a t 20 with  Sentient
ftware, later moving on to Odin,Canvas
d Source before going freelance. His

isco g ra p h y in c lu d e s  w o r k  o n  t h e
conversions of Matchday 2 , Nodes Of
l i ne d and Robin Of The Wood, as well
as R o a d  R u n n e r ,  D e s o l a to r  a n d

,ke just about everyone else,
er was 'a ZX81, plonked in

e d e a d ly fl a me s  in  Ha d e s co n t a in
ur animation frames. I f  you think

the y  e  a  ta d  Salamander -s e gue ,  y ou
won't be  surprised to  learn tha t they 're
based o n  t h e  6 4  g r a p h i c s  b y  B o b
Stevenson, who (surprise surprise) did the
flames, and othe r graphics, for  the  C64
conversion of Salamander.
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%Wyk still has to be  done on the  shading.
Using 1 6  colours in tota l ,  the  intention
with this section of Hades is to capture a
feeling of *cobweb and old ropes'.
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legend, a  hydra  is  a  many-headed
er-snake of the  Lernaean marshes
lis. it was variously reputed to have

anywhere between nine  and 1 0 0  heads,
and if you chopped one off, two more grew
back. in Myth, it's this three-headed beast
which System 3  is  going to change to a
subtler green colour as i t doesn't like the
blue variety it's  got a t the  moment. The
hydra's particularly hard to kill, but i f you
kept your head earlier on, you will know
what to do.
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h, he's currently working on a
nning on a 12MHz PC, linked up

miga and ST 'It's only a 10 second
load, which is must faster than using
thing like DevPac on the Amiga'. The

I ve rs io n  w i l l  be  a  p o rt  f ro m o n e ' .
achine to  the other, bu t  that doesn 't

that they will be exactly the same.
trying to  ge t the best  ou t o f  both

hines, so that means a bit more work
ban just changing a variable here and

ere.'
• B ig  things come in little packages, and

aurie has se t  ou t to  prove i t  with  h is-
emory-saving techniques for Myth. The
ata compression system was developed,
pecifically for the game: it  takes a sprite
tame, c o mp a re s  i t  t o  o t h e rs  and ,
ompresses areas wh ich  are the same:,
he backgrounds, on the other hand, ar
rammed onto disk using more standard
ompression  te ch n iq u e s.  S t i l l  m o r
hrinking was involved in  gett ing thre

ections of a level to fit into one load:
sounds a  lot, bu t  because you're

o have a  g raph ica lly su p e rio r
16-bit, the graphics eat up th

e actual code takes up about th
• amoun t  of room, proportionally, a
--b it  game. '  A ll t h is  space  sa vin g

, t r y  means that everything will be pu t
onto two disks for both the Amiga and S
versions.

There are four loads in all: four worlds,i
ach contain ing three sub-sections. To

d things up, Laune's developed NIL
disk loaders which start to load in the
nd leve l d u rin g  the  fi rs t  se c t io n ;
r l ike  the  o ld  So f twa re  P ro je cts '

ersions o f the Dragon 's L a ir coin-,
01 depends on how quickly you can

to work - there's potential
data in.'

ice, he'd like to develop
games: he relishes the

own projects in his own
at g ive  h im scope fo r
velopment: ' I  wouldn 't
onversion'. Working on
r System 3 has been a
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World used up all the  pa la te  on
his main character, only  leaving

two dolours for the background. These
are the  la tes t graphics: the  shading
sti l l  h a s  t o  b e  b u i l t  u p ,  b u t  t h e
platforms and the secret passages are
already mapped in. Egypt is probably
the mos t involved world of the  four,
packed wi th traps including swinging
blades, fa lling blocks, lunging spikes
and c he s t-s ta bbe rs ,  a l l  s e t o f f  by
unseen pressure pads. There 's  also
some pre tty  ha ndy  we a ponry  ly ing
around.
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animation on the  main character,
55 of them (28  plus reversed Images)
involved w i th running a nd jumping.
The re 's  a  pos s i b i l i ty  t h a t  e x t r a
animation frames may be  added for
landing, to give him tha t extra spring
In his step.
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Stuff,  he a v i l y  i nfl ue nc e d  b y  Ra y
Harryhausen. He re  you can see  a l l  the
c omba t mov e s  outs i de  w e a pons : 3 6
frames o f  top a nd low  punching,  high
kicking, squatting and walking. When they
move, the effect is almost Rotoscopic.
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of Achilles' shield, in which case they
down reverentially as you pass -  i f  .

you feel like it, you can then kick them in
the backside to kill them. All the  sprites
are, according to  System 3 ,  'constantly
unde r r e v i e w : j u s t  fi r s t  p r oduc t i on
graphics which need to be commented on
and changed.'
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ma are full
nice touches,

such a s  t h e
torc he s  w h i c h
light the  caverns
and dungeons of
the Greek World.
This is what one
looks l i k e  i n
more  d e t a i l ,
though the  c ol -
ours s t i l l  n e e d
blending p r o -
perly into black.
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\who violated the  temple of Minerva,
And alL was transformed into the queen of
the Gorgons: creatures that turned people
to stone just by looking a t them. She can
be d e fe a te d  by  us i ng y our  s hi e l d a s
defence and cutting off her head. System
3 stil l  intends  to twe a k  her, because i t
'isn't over-fussed with the  face: there will
be more extension on the snakes, more of
a bouffant snake-do rather than this close-
cropped number.'

I F  status area acts like an inventory
a n adventure: you find a safe area

a a c c e s s  it. From left to right the display
shows score, three windows of collected
objects, energy beads and the  number of
lives. One particulady useful feature is the
ability to select an item or weapon ahead
of time, and activate it just by pressing the
spacebar. Some weapons, l ike  fireballs,
are l imited,  andyour energy continually
depletes, giving you an incentive to keep
going.

SOUND
o r  HE MANIACS Of Noise, responsible for much of the work on Tusker and many other 8-bit

wares, are writing the music and sound effects for Myth. It will have all the usual chings,
roars and spangs you 'd  expect from a  hack In ' slay arcade adventure, bu t they won 't  be
sampled. Doug Hare, System 3's Product Manager, who amongst other things has provided
much of the inspiration fo r their latest games, adds: 'We're not trying to  make it  Barbarian -
Barbarian can have all the samples it wants because it's not doing much else.'

There is, additionally, 90K of music per level, each section having its own individual tune: the
Amiga's sound will have three channels taken up by the music, with the fourth being used for
effects, so that you can have them both together. One bonus is that if  you select sound effects
rather than the mu s ic ,  more channels produce the effects. The bad news, however, is that on
the ST it's most likely to be noises only.

If space allows, the programmers will also try to cram in some sampled speech for each stage -
as it is, the only speech in there at the moment is a very masculine sounding 'Welcome To Myth'.
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roughout the  game, some of which
can b e  solved by  k nowing a  b i t  a bout
myths i n the  fi rs t pla c e .  Ac hi l le s ,  fo r
example, has one weak spot which came
about when his  mothe r  fa iled to  dip a ll
oftilm in the  River Styx whe n he  was  a
baby. Attack I t and he'l l  die. Other clues
aren't half so simple.

he nymph beckons you, but doesn't
like heroes with eager advances. Get

close enough to bow before her and she
gives you an extra potential energy crystal
(the max imum is  four).  La te r  on In the
game, you can increase your hit potential
even further by doubling your strength -
jus t r e s c ue  a ny  bur n i ng V ik ings  y ou
happen to find.

GRAPHICS
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release until F
major probie

s too mu •game corn
urie desc i t  as 'harking back to
arm gams l i s t  being a  significant

development of them.' He feels that there are
too few successful platformers on the Amiga
and ST: 'there's plenty of scope for improving
platform ga me s  o n  1 6 -b i t  ma c hine s  -
Impossible Mission 2  proves just how much
you can do. Converting from a successful 8-
bit ga me  is  enjoyable  a nd challenging,
because there's plenty of scope for altering
bits of gameplay -  adding intelligence to
skeletons and other characters, for example.'

He sees a lot of other 16-bit games a i
indulging in some kind of graphical bravado:
'It doesn't really matter how many colours you
can get on screen or what sort of polygons
you can do. Take a look at Shadow Of The
Beast it had great graphics, but not very good
gameplay. I always aim at producing a game I
still want to play when I've finished it.' He
enjoys 'the sort of game where you feel there's
a lot more to discover in TV Sports Football,
for example, it was down to you just how far
you went'. He's equally certain about the kind
of game he doesn't like: games where you just
have to remember attack patterns.

His list of favourite software includes one
C54 classic (Thrust), and a few of the newer
16-bit games, such as Xenon 2: Ildegablast,
Balance O f Power 1990 ,  Populous  and,

st of all, Speedball: 'it's very addictive -
can always improve on it'. But even when

has the time to relax from work, in the end
he doesn't spend much time on games as a
whole: 'you get sick of them'.
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regarded by System 3 as the main art package as far as programmers are concerned.' The
pixels are a joint project between Martin Wheeler (one of the original Gang Of Five, who worked
on the original Dan Dare) and Tony Hagar. Tony did some work on 8-bit Tusker, but apart from
that has done no commercial software work at all, however, he has provided illustrations for the
manuals, as well as some T-shirt design.

The single most data-consuming part  o f  graphics are the animation frames fo r the main
character: even with  compression, 100K is needed just to  animate the main man - over 100
frames, each one using 512 bytes. All the backgrounds, comparatively, put together use up
400K. Sixteen colours are used on the palette for the status panel, anti a different 16 ior the
game, so in effect there are 32 colours overall.

There won't be any major graphical differences between the two 16-bit versions, except tnat
the ST version will run a little slower.

m a .
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A TRUE THREE-DIMENSIONAL WORLD
VP PRESENTED ON THE SCREEN'
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 C  THE UL DRIVING SIMUEATOR
LA" -  that leaves all other driving games behind!

QUALIFY AND CHALLENGE
THE TOP HARD DRIVER'

1iil H o w  would you like to test drive a high powered
sports car on a stunt course? Have you ever jumped
a draw bridge or driven a loop-the-loop? Now's your
chance!
Or maybe high-speed driving is your idea of
excitement. Step on the gas and try to keep control
while skidding round the corners, weave in and out of
the traffic and avoid oncoming cars!
Hard Drivin', available for your home computer, is
not just the best game on offer — it's a whole ne

driving experience.
Take Hard Drivint

for a test drive today.
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THE WORLD'S FIRST INNER-TUBE RACE!
The major coin-op arcade game of the e

Toobin' is the wackiest,
funniest and most

entertaining
game ever!

01989. 1988 TENGEN INC • All rights reserved.
•s4 Tengen Inc. TM Atari Games Corporation.
Programmed by reque Software Developments Ltd.

Lhil,hcil hs 1 1 0 M AR K 1 0 ) 1  SI  L A C
-
V
.
R O A D

LONDON SWI 5  T L L  014110 2224

.4.1/44ilable for: I B M  PC, A ta ri ST, Amiga.
Commodore 64 Cassette St Disc, Amstrad
Cassette & Disc. S ectrum + 3 S ectrum 48/12S.



k b

CRACK DOWN

C
R
A
C
K  
D
O
W
N  
i
s  
o
n
e  
o
f  
S
e
g
a
'
s  
n
e
w

System 2 4  machines  -  a  6 8 0 0 0 -
b a s e d ,  w i t h  h a r d w a r e  s c r o l l i n g ,

scaling,  sprit es ,  s t ereo FM digi t al  s ound and
more bel ls  and  wh is t les  t han t he  4. 30 f r om
Paddingt on.  I t  we ighs  abou t  t he s ame,  t oo!
Mos t  o f  t he weight  c omes  f rom t he mon i t o r
whic h is  ex t ra-s pec ial ly  large s o t wo  people
c an s e e  i t  wh i l e  l o o k i n g  s t r a i g h t  a h e a d .
Memory  is  in abundance,  and the bes t  part  of
the game as loaded f rom a  spec ial hard dis k
drive ins ide the cabinet .

The game stars  t wo replicants ,  Ben Break er
and Andy  At tacker,  manuf ac t ured by  a future
government  to seek and des t roy  mad sc ient is t
me g a l o ma n i a c  Do c t o r  K.  He ' s  bu i l t  a  v as t
techo-c it y  in t he wi lds  and populat ed i t  wi t h
repl ic ant s  ( repl ic ant s ,  i n  c as e  y ou  hav en ' t
seen B l a d e  Ru n n e r ,  a r e  s o r t  o f  a n d r o i d s
made f rom c ult ured human  t issue).  S o  Andy
and Ben are despatched to Dr Kts fort ress city,

•
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I  O R D E R  to keep the  tota l  gameplaythe coin-op intact, something had
to g B e t w e e n  each level there's a shot,
animated sequence, which Is lovely i f you
have hardware sprite scaling, but on the
Amiga and S T it just had to go. Once all
the game was in place, the title sequence
was a dde d,  w i th  s ta tic  a s  oppos e d to
animated screens.
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Nat ional i t y :  U n k n o w n
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Federal_ Goy- r NPErnt
Wet'. versed.  in weapons  and. exptos ives in genera(
as well. as  nighty t ra i ned f or  execut ing confidentials t rat egic  operat i ons .
-:Lieciality: H a n d - t o - h a n d  fi ght ing

special. Service *I
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l i eu v ers ed in weapons and exptos ives in gener at
as wet', as  fl ighty  s u i t e d  t o  i nfi l t ra t i ng t hrough
enemy lines and catic ing widespread. destruc t ion
Speciality :  f ri_14 'idl ing heav y  weapons
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t this  sheet of sprites for Just the  game's heroes alone! Every one of these tiny
s represents a frame of animation for the players' characters, giving a slice of real

arcade action.
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resemblance to the  original, as  we
can see from this  pair of shots from the
game in play.
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E ALWAYS have a problem with Paul
Wa lker's  g r a p h i c s .  I n  d o i n g

comparisons i ts  hard to  recall which is
the arcade and which is the AmigaiST. 1
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HE BACKG RO UNDS  o n  t h e  c o n -
.versions a re  dra wn as  large  lo-res

bit a p s ,  fa r  beyond the  screen edges.
Then the  bitmaps are scrolled behind the
screen in two windows a t once, just like
the coin-op.
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W T H E  overhead maps for  each o f

single long page on DPaint Ill. Well a  few
of them, anyway, as they don't fi t on the
screen all at once.

where th e y mu st  p la n t
bombs on each of the 16
levels and blow it all up.

The fi rs t  le ve l i s  th e
b ille ts fo r the rep lican t
workers, then they pass

the power generators, junk yards, and even
the rep licant generating machines! I t 's not
until they reach Dr K's lab that they realise
why he's wedged himself inside this fortress...
he's building an enormous goat-headed giant
demon to eat the world!

Any p a rt icu la r p a in s e xp e rie n ce d  wh e n
converting th is one? Tim Hound knew more
about these than most .  " Firs t ly  it 's a  two
player game, and both players are on different
screens, so it's like a really complex Gauntlet,
on two  scrolling p lay areas, simultaneously.
It's a ll new code, too. We haven't used any
code f ro m any o th e r p ro je cts to  p u t  th is
together. I 've  taken the Fo rg o t te n  Wo rld s
scroll technique and completely re-written it to
achieve the two  windows, the hardest part
being keeping the speed up."

Another ma j o r  p ro b le m w a s  e n e my
in te lligence  a n d  in t e ra c t io n  w i t h  t h e
backgrounds. The character can squash up
against wa lls,  and fa ll down holes, and go
through doors when they're  open, b u t  not
when they're shut. On the enemy intelligence,
they had to make sure that the guards can't
see through walls and shoot through them, so
a horrifi c amount o f  t ime went in to  coding
these responses into the characters.

As f a r as co n ve rt in g  th e  g ra p h ics wa s
concerned... There's no pause mode on the
unit, a n d  n o n e  co u ld  b e  fi t t e d  wi t h o u t
addressing the processor. So Paul was forced
to just watch the screen and draw directly into
DPaint Ill. At first, anyway...

"We even tried reading the graphics data off
the disk inside the machine," admits Tim, "We
looked at it, but nothing came out of it. So we
called up Sega UK, and they put us in touch
with Sega Japan, and we asked them a few
questions about the  syste m so  we  cou ld
examine the graphics. They were really polite
and helpful. How do you read the info from the

•61111 1 1 6 2 4 • 1 1 1  4 4 4 4 4 4 4 4 4 4 4  SIS111114111111
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disk? 'Can't tell you.' What format is the disk?
'Can't te ll you.' What can you te ll us about
System 24? Anything? 'Can 't te ll you.' As I
say, very helpful. In the end they did send us
some sheets containing animations of all the
characters and some other graphics, but only
black and white."

The ma in  p ro b le m h o we ve r wa s sh e e r
quantity o f  sprites. The graphics are all done
in DPaint and converted by Dos2Dos to fit in
the PCs used fo r development. Once in the
PC, th e  g ra p h ics a re  p o rte d  t o  the  h o st
computer through specially written programs
which filter out any non-machine garbage, like
Amiga bitmap information. And voila.

And then there's the quantity. Four smart
bombs, nine ways o f  dying, p lus punching,
shooting, kicking... i t  a ll amounts so  fa r to
about 600 different frames of animation for the
first three levels alone! And there's another 13
to go. So they reckon on about 3000-5000
frames o f animation in  the complete game.
That's a  porky portion o f  p ixels in anyone's
lingo. P a u l ' s  g o t  u p  t o  3 6  d isks  f u l l  o f
graphics, just for the levels so far. Obviously
the code will be crunched before putting on
the fi n a l d isk.  A t  th is  s ize  the  game  wi l l
probably end up on two disks in most cases.

On the subject of What To Keep And What To
Sling, the team was clear. Gone are the static
intermission screens shown between levels,
"so we've got all the 16 levels, including the
17th 'ghost' level where you have no control,
and every possible detail from the coin-op in
there," says Paul. "We might put some of the
static screens back in after, but we'll have to
see what space we've got left."  And it  is all
there. Playing Crack Down on the ST or Amiga
is like playing the real thing.

CHRIS COUPE B Y R O N  NILSSON
(Amiga Programmes, ( M a i n  Man)

RICHARD UNDERNILI
(PC Pmgra rre ne r)

t
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I l i r  RE SPRITES - of enemies this time.If there are a shipload of pictures for
the heroes, then the bad guys must be in
the  thous a nds .  No t i c e  th e  tw o  guy s
coming up on the lift.

Cannon 5 4 1
M.Gun 3 0
t w i t

PAUL WALKER
(Grephica )

TIM ROUND
(Atari ST Programa*

WARREN MCCO RMACK
( F in ish in g  P C  Forgotten Worlds)

STUART M I DDLETON
(PC Cra ck E3oven)
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NEVEi M IND

IS YOUR LIFE LACKING A CHALLENGE?
NEVER MIND

THE ANSWER TO ALL YOUR PROBLEMS
(AND THE CAUSE OF SOME NEW ONES-)

IS HERE
*  STUNNING 3D ISOMETRIC GRAPHICS
*  OVER 250 DIFFERENT SCREENS & PUZZLES RANGING

FROM THE EASY TO THE MIND BOGGLINGLY DIFFICULT
*  INTERACTIVE PLAYSCAPE
*  INTELLIGENT OPPOSITION
*  CUBIC CHAOS

Never Mind is a unique combination of arcade action and mind numbing
problem solving, and uses a clever blend of computer-generated and hand.
crafted puzzles. Is your brain up to the most intriguing challenge of the
decade? There's only one way to find out

IND

Screen Shots taken from the Amiga and PC Versions
ATARI ST £19.95 A M I G A  £19.95 P C  £24.95 0 5 1 - 7 0 9  5755

A s s
11.41mil 2 r 1
- 1 1
t t

PSYGNOSIS
GAMES PEOPLE PLAY



For Mail Order send a cheque P.0 to He td Order by credit card by sending
your AccessBa rclayeard number, and enclose a specimen signature

Dont forget to enclose your name and address.
son, Milton Park, Milton, Oxon. 0)04 4RX Te l:  (0235) 832939 Fax. 102351551039
of our continuing development of innovative Software we are always happy to evaluate

software sent to us with a view to publication.



GARGORE — a land of warring Kingdoms each wi i  eir  own army, who live ote
in fear of a "Fanatic", a solitary warrior who lives to ight and conquer.
You are one such Fanatic, a magical warrior in search of Victory in the battle
scarred land of Gargore.



GLOBAL WARMING? -  RUBBISH
THE NEXT ICE AGE STARTS IN 2 MONTHS
Imagine a 30 Kilometre meteor smashing into the Earth. *  THE AIM IS SURVIVAL
Imagine a new Ice Age. The Earth, beaten and frozen, *  THE PLAYING AREA IS AN ISLAND OF OVER
yields it's last island oasis. This last refuge is threatened 8 0 , 0 0 0  SQ. MILES
by ruthless invaders. The history of the island, charts *  CONTROL A FORCE OVER 32 MEN
and maps of your 80,000 square mile refuge and a 32 *  A 3D TERRAIN NEVER BEFORE SEEN HOME
strong band of defenders is yours. The first shot has C O M P U T E R
been fired and time is not on your side. * D E T A I L E D  MANUAL & MAPS
WHEN THE LEVELS OF DIAMOND DUST IN THE ATMOSPHERE REACH A CRITICAL LEVEL. THE RESULT IS . . .

A BLEND OF DEEP DEEP STRATEGY & ACTION
THAT ONLY HAPPENS ONCE IN EVERY 500m YEARS.
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I  s t h e r e  r e a l l y
room
another  f o r  y e t  T t i t o t

:
f
l
i
g
h
t

s imula tor?  O c e a n
th inks  so,  and  C iaran
Brennan d i s c o v e r s  —
this m e a n s  w a r  _ • so

h e r e  a r e  s n e a k  p r e v i e w s
a n d  s n e a k  p r e v i e w s ,  b u t
h o w  d o  y o u  f a n c y  t a k i n g
t o  t h e  s k i e s  i n  a  p l a n e  t h a t
e v e n  t h e  US A F ' s  t o p  p i l o t s

w o n ' t  s e e  u n t i l  t h e  n e x t  c e n t u r y ?
Th a t ' s  e x a c t l y  w h a t ' s  o n  o f f e r  f r o m
t h is ,  Oc ean ' s  fi r s t  e v e r  fl i g h t  s i mu l a t o r .

De v e l o p e r  D i g i t a l  I m a g e  D e s i g n  h a s
s p e n t  t h e  l a s t  1 8  m o n t h s  p a i n s t a k i n g -
ly  r e s e a r c h i n g  t w o  o f  A m e r i c a ' s
n e w e s t
•  
a n d  
m o
s t  
r e
v o
l u
t i
o n
a r
y  
c
o
m
-

b a t  a i r c r a f t :  t h e  L o c k h e e d  F - 2 2  A d v -
a n c e d  Ta c t i c a l  F i g h t e r  a n d  t h e  G r u m -
m a n  F- 2 9 .  T h e  f o r m e r  i s  s c h e d u l e d  t o
be t h e  n e x t  g e n e r a t i o n  o f  U S  fi g h t e r
p lane ,  b e g i n n i n g  p r o d u c t i o n  i n  1 9 9 4 .
b u t  t h e  l a t t e r  is  s o f a r  a h e a d  o f  i t s  t i me
t h a t  i t ' s  n o t  e x p e c t e d  t o  b e  u p  a n d
r u n n i n g  u n t i l  s o m e w h e r e  b e t w e e n  t h e
y e a r s  2 0 0 7  a n d  2 0 1 2 !

In c o m m i s s i o n i n g  t h e  n e w  p l a n e s ,
t h e  U S A F  s e t  t w o  b a s i c  p r i o r i t i e s :
S t e a l t h  ( r a d a r  i n v i s i b i l i t y )  a n d  S u p e r -
c r u i s e  ( t h e  a b i l i t y  t o  a c h i e v e  s u p e r -
s on i c  c r u i s i n g  s p e e d s  w i t h o u t  u s i n g
a f t e r b u r n e r s ) .  T o  m e e t  t h e s e  d e -
ma n d s ,  t h e  A T F  i s  c a p a b l e  o f  h i t t i n g
s p e e d s  o f  Ma c h  1 . 5  ( 9 3 0 - 1 , 0 0 0  mp h ) .

To  q u o t e  t h e  U S A F :  l i t h e  F - 2 2  c a n
a c h i e v e )  7 0 . 0 0 0  f t  a s  o p p o o s e d  t o
5 0 , 0 0 0  f t  i n  t h e  H i g h  F a s t  S a n c t u a r y
Zo n e  w i t h  l e s s  t h r e a t  a g a i n s t  S A M ,
a n d  a t  s u p e r s o n i c  s p e e d  c o v e r i n g  t h e
g r o u n d  s o m e  7 5  p e r c e n t  f a s t e r  t h a n  a
s u b - s o n i c  c r u i s e  t y p e  r e d u c i n g  t h e
fi g h t e r ' s  e x p o s u r e  t i m e  b y  a  f a c t o r  o f
t h r e e  i n  t h e  S h r u n k e n  D a n g e r  Zo n e . "
Th i s  b a s i c a l l y  m e a n s  t h a t  t h e  F - 2 2  i s
m o r e  e f f e c t i v e  t h a n  t h e  o p p o s i t i o n  b e -
c a u s e  i t  c a n  fl y  h a r d e r ,  f a s t e r  a n d
h i g h e r .

A s  i f  t h a t  w a s n ' t  e n o u g h ,  t h e  p l a n e s
a r e  a l s o  m a d e  m o r e  m a n o e u r a b l e  b y
t h e  u s e  o f  ' v e c t o r i n g  a n d  r e v e r s i n g
noz z les " w h i c h  a l l o w  i t  t o  t u r n  i n  t i g h t -
e r  c i r c l e s  w i t h o u t  t h e  u s e  o f  c u m b e r -

NEADiAG
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t's fast becoming standard practice to begin
I fl i ght  simulators wi th a mock enrol l ing ses-
sion, but  even here Digi tal  I mage Design has
added is ow n uni que touch.  Al l  choices ar e
made using an on-screen computer  (complete
with working dr ive lights). The  five ranks are
more than simple skill levels: as you progress
towards becoming a ful l  colonel,  your  actions
have a greater  bearing on the ensuing conflict.

s om e  a i r - br a k e s ,
The  s i ngl e  m o s t  di s t i ngui s hi ng f e a -

t ur e  w hi c h m a k e s  t he  F- 2 9  s t a nd out  is
i ts Fr Ont  S w e pt  Wi ng ( F S W )  c onfi gur a -
t i on,  w h i c h  a l l o w s  f o r  s h o r t  t a k e - o f f
a nd v e r t i c a l  l a n d i n g  ( S T O V I - )  a n d
m a k e s  i t  l o o k  p r e t t y  s e x y  i n t o  t h e
bar ga i n.

O c e a n's  s i m ul a t or  a l l ow s  t he  us e  of
bot h of  these  pl a ne s  — whi ch ha v e  been
r e c ons t r uc t e d a s  a c c ur a t e l y  a s  pos s i -
ble,  c ons i de r i ng t he  secr ecy w hi c h sur -
r ounds  b o t h  pr oj e c t s .  T h i s  i s n ' t  t h e
fi r s t  fl i ght  s i m ul a t or  to of f e r  a r a nge  of
pl anes  — b u t  i t  i s  t h e  fi r s t  t o  a l l ow s
t h e m  t o be  us e d i n a n a c t ua l  w a r ,  w i t h
t he i r  p e r f o r m a n c e s  di r e c t l y  a f f e c t i ng
each ba t t l e ' s  out c om e _

The r e  a r e  f o u r  t he a t r e s  i n w h i c h  t o
fl y:  Am e r i c a  ( t r a i ni ng) ,  t he  Paci fi c,  t he
Mi ddl e  E a s t  a n d  E ur ope .  E a c h  w a r  i s
f o u g h t  t o  a n  u n k n o w n  c onc l us i on —
vi ctor y ,  d e f e a t  o r  pe a c e  s e t t l e m e nt  —
w i t h c o n s t a n t  t e x t  a n d  m a p  u p d a t e s
descr i bi ng pr ogr e s s .  I n  pr a c t i c e  w h a t
thi s  m e a n s  i s  t h a t  t he r e  a r e  o v e r  9 0
mi ss i ons  t o  ge t  s t uc k  i nto.
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War  i s r agi ng across Eur ope,  w i th t he
outcome of the conflict hinging on the success-
ful completion of your  missions: fail  to tip the
balance in a tank battle and you may just see
the fr ont l ine change in the  enemy's favour .
Ther e is a random element to the proceedings,
but i t's highly unl ikely tha t  you'd wi n al l  of
your battles and still lose the war.
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C hoose your  weapon fr om ei ther  the FSWF-29 or the ATF F-22 (inset). There's more
to making this choice than simply picking the
one you l ike the best though,  as the planes'
unique abilities make the correct choice critical
from mission to mission. The range of weapon-
ry avai lable i s  exactl y t he  same f or  bot h
models, but  t he  A T F  has a  sl ightly hi gher
capacity.

" ' h e r e ' s  tr oubl e i n t he  pacific,  as enemy
i  el ements attempt to take over the heart of

America's industry: the oil business. Here,  i t's
your j ob t o pr otect a  series of  island-based
refineries a nd ul t i matel y p u t  pa i d t o  t h e
enemy's fleet.

T he all-digital cockpi t display al lows up tothree separate screens (fr om a  choice of
18) to be viewed simultaneously. The warning
lights (above the centre screen and to the far
left) change from orange to red as the damage
or danger  increases.
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F r i  1 3 t h  O c t o b e r  2 0 0 2 ,

riRTO f o r c e s  hol ue  b e e n  f u l l s
m o b i l i s e d  t h r o u s b o u t  E u r o p e  a s
i n t e l l e s e n c e  r e p o r t s  i n d i c a t eon i m m e ns e  R e d  Rr m w  b u i l d u p .

one  1 0 0 0  t a n k s  h o y e  m a s s e d
ne a r  t h e  b o r d e r  a s  E u r o p e
P l unge s  i n t o  a  T h i r d  W o r l d  W a r .
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towns, rai lway yards,  oi l  refineries -  you
name it , Unf or t una t e l y  you're also likely to
see some details that you'd rather  have done
without: thi s enemy tank  pl atoon attacki ng
your base for example.  Looks like it's time for
a little tankbusting.

T ypical of most flight simulations of recent
1 ti mes,  t he  v i ew f r om  wi thi n Retaliator's

cockpit takes in a full 160 degrees -  including
this r ather  fetching view of  your  own mush
under the pull  of too many G's.
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of hi tti ng back -  thi s br i dge i s largely
undefended (except for a couple of teensy SAM
missiles, but it's vital that it's destroyed to stop
the enemy's advance. And each mission comes
complete wi th a  secondary target,  so even i f
you fail to blow this bridge to smithereens you
may still have some work to do before you can
head for  home.
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THE DID-Y MEN

E  I y ar ound t he  Ar i z ona deser t i n t he  US
section — effectively a series of 'war m up'

minions to prepare you for the shape of things
to come. The  high level of detai l  seen on this
mountainous ter rain is typical  of  the atmos-
pheric graphics throughout,  Wai t 'till you see it
move?

C ontrol  of  the planes is ei ther  via mouse,ioystick o r  keys,  whi chever  takes  y ou
fancy, But more impressive is the fact that you
can choose the accurately simulate a  plane's
handling (as  i n F-  16 Combat Pi lot) or  fl y  a
simpler version for a more arcade style experi-
ence (Interceptor style).
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now there's a dynamic duo to rival them all -  Allsopp and Kenwright! Martin Kenwright
and Phil Allsopp founded Digital Image Design back in February, not long after the ir

programming paths fi rst crossed. 22-year old Martin's games career began t wo  years ago with
Mirrorsoft's S t rike  Force Ha rrie r,  quickly followed by gp it t ire  40 for the same company. More
recently he's worked on Te t ris ,  Microdeal's JUG, and the ST and Amiga versions o f  Spectrum
HoloBytets brilliant Falcon. Phil's programming career is less prolific -  after a string of 8-bit budget
titles, h e  programmed Mastertronic's Ro a d wa rs and Ma yd a y  Sq u a d  Afor Tynesoft. F-2 9
Reta lia to r came about, claims Martin, partly because of the work he did on Falcon, but mostly
because of his interest in modern fighter planes. " I 'd  read about the F•22 and F-29, and thought
they'd be a brilliant base for the game I wanted to  produce -  the ultimate flight simulator." Martin
and Phil aren't afraid to admit that elements from other flight-simulators were 'borrowed' during
Retalia tor's development. "We took something from lust about every flight simulator we've ever
seen -  In te rcep to r was a big influence due to its simplicity, but we didn't really base it on anything
in particular," reveals Martin, When Phil and Martin approached Ocean ("We'd  heard really good
things about them") Re ta lia to r was snapped up almost instantaneously, and now the duo plans to
stay with the Manchester Marvels for the foreseeable future: "We've got a few ideas for the future.
The first one is an Elite-style space game where lots of people could play via a network. It'd have
lots o f  strategy, action, shooting, and . . .  space and things. We 've  also go t  plans fo r a  3 D
A f te rb u rn e r type shoot 'em up using vectors and sprites together, and finally a 'serious' flight
simulator -  something like Falcon but even deeper and more involved."
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T o p  G u n  m a y  h a v e
t a k e n  y o u r  b r e a t h
a w a y ,  but  F-2 9  w i l l  tur n
y ou bl ue .  T h e  e x hi l a r a -
t i on e x pe r i e nc e d dur i ng

fl i ght  i s  p a r a m o u n t ,  w i t h  t h e  pa c e  o f
m ov e m e nt  g u a r a n t e e d  t o  t hr i l l  e v e n
t he  m os t  s ta unc h a r c a de  a pol ogi s t .  But
thi s  s pe e d  ha s n ' t  be e n  c onj ur e d u p  a t
the  e x pe ns e  o f  de ta i l ,  a s  e v e r y  a s pe c t
of  t h e  w o r l d  i s  c om pl e t e l y  be l i e v a bl e
a nd m o r e  t h a n  a d e q u a t e l y  c l , t a l l e d.
The  m i s s i ons ,  t oo,  a r e  c ha l l e ngi ng a nd
i m a gi na t i v e  — t a k e  t h i s  s c e na r i o:  t h e
Rus s i a n a n d  Am e r i c a n l e a de r s  a r e  di s-
cuss i ng p e a c e  o n  b o a r d  a  M e d i t e r r a -
ne a n a i r c r a f t  car r i e r  w i t h  y our s e l f  a nd
t he  t o p  R u s s i a n  a c e  k e e p i n g  g u a r d
a bov e ,  w h e n  s udde n l y  a  s q u a d r o n  o f
bogi es  a p p e a r s  o n  y o u r  r a d a r . . . g e t
ou t  o f  t h a t  one !  i t ' s  obv i ous  t h a t  t h e
de v e l ope r s  e n j o y  u s i n g  fl i g h t  s i m ul a -
tor s  a s  m uc h a s  t he y  e nj oy  de v e l opi ng
the m .  B u t  F-2 9  Re t a l i a t or  is m or e  t ha n
j us t  a n  a ppr oa c ha bl e  a n d  e nt e r t a i n i ng
fl i ght  s i m ul a t or  — t h e  a d d i t i o n  o f  t h e
confl i c t scenar i o tur ns  i t i nto a ga m e  t o
r ival  Ca r r i e r  C o m m a n d .  I t ' s  n o t  fl a w -
less ( t he r e 's  n o  n i ght  fl y i ng f o r  e x a m -
pl e )  but  w he r e  Re ta l i a tor  scor es  is t ha t
i t's  t a k e n  m os t  of  the  good poi nts  f r om
the  r e c e n t  b a t c h  o f  fl i ght  s i m u l a t or s
a nd a d d e d  t w o  a l l - i m por t a nt  f a c t or s :
speed a n d  d e p t h .  Y o u  m a y  a l r e a d y
ha v e  s i m u l a t e d  e n o u g h  a i r  m i l e s  t o
t a k e  y o u  a r o u n d  t h e  w o r l d  tw i c e ,  b u t
don't  e v e n thi nk  a b o u t  ha ngi ng up y our
fl y i ng h e l m e t  u n t i l  y o u  t a k e  o n e  o f
the s e  ba bi e s  f or  a  t e s t  fl i ght .

P RI CE
R E L E A S E  D A T E
G R A P H I C S
S O U N D
P L A Y A B I L I T Y
V A L U E

E24_95
O u t  N o w

9 7 %
8896
9 3 %
9 1 %

O V E R A L L  9 5
1 2 1
/ 0
E l i
A l t
h o
u g
h  
t
h
e  
r
a
n
g
e  
o
f

s a m pl e d s o u n d s  w o n ' t
be a s  e x t e n s i v e ,  t h e
s pe e d m a y  a c t ua l l y  b e
e v e n gr e a te r ? A l s o  o u t

n o w  a t  a  pr i ce  o f  E 2 4 . 9 5 .

Don' t  e x p e c t  a n y t h i n g
unti l  t he  N e w  Y e a r ,  b u t
w h e n  i t does  a ppe a r ,  PC
Re ta l i a tor ,  p r o g r a m -
m e d b y  J a s o n  B r o o k ,

wi l l  a c c om m oda t e  al l  gr a phi c s  f or m a t s
( i nc l udi ng T a n d y ) ,  B e t t e r  s t i l l ,  y o u
w o n ' t  ha v e  t o  put  up w i t h  t he  us ua l  PC
s oue a k e r ,  a s  t he  pr ogr a m  w i l l  s uppor t
the  R ol a nd LAP C-  I s o u n d  boa r d
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eFIRST CONTACT... A  MEETING OF SPECIES

.-13Igjs10 MEETING OF MINDS.

SHOTS MAY VARY.

Outnumbered, outgunned - human cunning and ingenuity are your
only chance!
Mankind is prosperous, unthreatentd and therefore militarily weak.
yet through technical supremacy has spread throughout the galaxy.
The unthinkable has happened - thousands of armed alien vessels
pass unchallenged through the occupied quadrants of the galaxy The
first violation has occurred. Alien forces penetrate the station 9W/4
vital to human inter-galactic communication. Your cunning and
ingenuity in controlling and programming the maintenance druid on
the station is the last hope of mankind.
•  Strategic gameplay giving months of enjoyment.
•  Fast paced action.
•  Superb graphics.
•  Immense play area with four decks and entire alien vessel.
•  Attention to detail gives total enjoyment.
•  Choice of action orientation or deep strategio play.

-
• ANOTHER RAINBIRD CLAS
S
IC

Unit 1, Hampton Road Industrial Estate, Tetbury, Glos. GL.8 &D. Tel: 0666 504326/504412

MASTERS OF STRATEGY
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round the  bend a b o u t
D o m a r k ' s  convers ion  di
of  A t a r i ' s  r a c e y  coin-
op.
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P o s i t i o n ,  t h e  c o i n - o p e r a t e d
rac e  g a m e  h a s n ' t  r e a l l y
ev o lv ed_  T h e r e ' s  b e e n  t h e
o c c a s i o n a l  m i n o r  i n n o v a -

t i o n :  3 D  g r a p h i c s  f r o m  C o n t i n e n t a l
Ci rc us ,  a  p u r s u i t  e l e m e n t  c o u r t e s y  o f
Ch a s e  HQ ,  v e c t o r  g r a p h i c s  f r o m  W i n -
n i n g  Ru n  a n d  e v e n  a  c a r  t h a t  t a k e s  o f f
a n d  fi r e s  m i s s i l e s  t h a n k s  t o  N i g h t
S t r i k e r !  B u t  t h e s e  ( a n d  m o s t  o f  t h e

o t h e r  r a c i n g  g a m e s  t o  d a t e )  h a v e  a l l
been  i n  t h e  s a m e  a r c a d e  m o u l d ,  l e :
m i n i m a l  r e a l i s m,  m a x i m u m  a c t i o n .

Th e  fi r s t  c o i n - o p  t o  p r o v e  t h a t  r e a l -
i s m c o u l d  be  e x c i t i n g  w a s  A t a r i ' s  H a r d
Dr i v e n ' ,  w h i c h  m a d e  t h e  b o l d  s t e p  o f
P u t t i n g  y o u  i n  t h e  c l o s e s t  t h i n g  t o  a
rea l  c a r  t h e r e  i s .  T h e  d e l u x e  c a b i n e t
s u r r o u n d s  t h e  p l a y e r  t o  c r e a t e  a  f e e l -
i ng  o f  ' b e i n g '  i n  a  c a r ,  a d d s  a  p r o p e r
c l u t c h  t o  t h e  a c c e l e r a t o r  a n d  b r a k e  a n d
e v e n  f e a t u r e s  a  s t a r t  b u t t o n  w i t h  a n
i g n i t i o n  k e y !  B u t  m o s t  i m p o r t a n t l y ,  i t
a c t u a l l y  f e e l s  a n d  p e r f o r m s  l i k e  t h e
rea l  t h i n g .  H a r d  D r i v i n '  w o n ' t  l e t  y o u
g e t  a w a y  w i t h  a n y t h i n g  a  r e a l  c a r
w o u l d n ' t  a l l o w  -  h a r d  b y  n a m e ,  h a r d
b y  n a t u r e .

C hoose the t ype of  car you want  t o drive -manual o r  aut omat ic .  The manual  model
has a  ful l  four -speed gear box -  master y o f
which is the key to speed. To make life easier,
any combination of stick, mouse and keys can
be used for  gear shifting.
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R oad signs do mor e than just indicate theway the road is about to turn. They also tell
you the speed you should be travel l ing at  to
safely g e t  acr oss t h e  n e x t  obstacle.  T h e
dreaded loop-t he-loop:  Ta k e  t h is  t o o  s lowly
and y ou' re likely  t o  get  t o t he top,  run out  of
mo me n t u m and fall out  of  the sky.

A bird's eye v i ew is 'displayed befor e andafter  the event -  befor e to show wher e
you can go and after  to show where you didn't.

S even computer -control l ed vehicles cor n-pete f or  y our road space -  y ou of t en spot
one leaping over a bridge as you pass under, or
looping the loop as you do. These other motors
only ever cause problems as they approach you
on the  other  side of  the road -  collisions put
you out  of the race for  good.
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•  t's tempting to wander  off the beaten track to investigate the lavishly-designed roadside obstacles
including a barn, house apd petrol  station. However  it's not really advisable, as the clock doesn't

step ticking just so you can go sight-seeing.
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— one route leads to speed, the other  to stunts: ramps, jumps, bridges, a 'wall  of death' and a 360
degree loop-the-loop awai t the foolhardy. I t's essential to break away from the three leading can
and establish an early lead, otherwise the road is jammed for  the whole race.
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omplete ei ther  tr ack a nd you ear n t he
chance to take on the Phantom Photon',  a
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that your  r oute and per formance is stored in
memory,  so i f you win,  you can race against
'yourself', le: the Phantom Photon drives ex-
actly as you did in your successful run. It's even
possible to save you per formance to disk and
give i t to fel low Har d Drivers to race against.

A (ter  any disaster — be it falling of a bridge,colliding wi th a  truck,  dr iving thr ough a
house or  whatever  — the result is replayed in
glorious thr ee dimensional  perspective.  The
replay ends with the car (and you presumably)
exploding in a ball  of flames

GETTIN' HARDER
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you busy -  fear n o t  Domark is planning to
release a series of expansion disks in the new

year, featuring a  series o f  custom tracks de-
signed by jeurgen. Unfortunately, due t o  the
nature o f  the game none o f  the tracks will be
based o n  re a l courses l ike  Silverstone o r
Hockenheim, Instead they'll be new Speed and
Stunt Tracks, wi t h  bigger, beefier obstacles,
tighter corners and more perilous adversaries.
It's not yet been decided how many courses will
appear o n  each expansion d isk, h o w  much
they'll cost, or even exactly when they'll appear.
but rest assured -  we'll keep you well posted.
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P RI CE
R E L E A S E  D A T E
G RAP HI CS
S O U N D
P L A V A B I L I T V
V A L U E

The  or i gi na l  i n n o v a t i v e
r ea l i sm  c a n  o n l y  r e a l l y
be a ppr e c i a te d by  t hos e
w h o  dr i v e  f o r  r ea l .  T h e
tacti l e  f e e d b a c k  o f  t h e

s t a r i n g  w h e e l  a n d  t h e  c a r 's  r e a l i s t i c
ha ndl i ng m e a n  t h a t  dr i v e r s  c a n  r e a l l y
r e l a te  t o  i t_ B u t  w h a t  r e a l l y  m a k e s  I t
e nj oy a bl e  i s  t h e  c ha nc e  t o  t a k e  w h a t
feels l i k e  a  r e a l  c a r  o v e r  t r a c k s  a n d
obs ta c l e s  y ou  w o u l d n ' t  da r e  t r y  in r ea l
l ife. U nf or t una t e l y  the  c oi n-op is l i t t l e
t oo  da unt i ng  for  non-dr i v e r s ,  a nd i t's  in
thi s  a r e a  t h a t  t h e  c onv e r s i on s c or e s .
By  r e p l a c i n g  t h e  j u d d e r i n g  s t e e r i n g
w he e l  w i t h  t he  m or e  fa m i l i a r  j oy s t i c k ,
m ous e  o r  k e y s ,  H a r d  Dr i v i nl  h a s  b e -
c om e  i m m e d i a t e l y  m o r e  a c c e s s i b l e .
Non-dr i v e r s  c a n  g e t  t o  g r i ps  w i t h  i t
m or e  easi ly,  a nd w hi l e  i t 's  obv i ous l y  no
l onge r  s uc h a  r ea l i s t i c  e x pe r i e nc e ,  t h e
coi n-op's  f e e l  h a s  b e e n  r e c r e a t e d  a u -
the nt i c a l l y .  Whi l e  t he  gr a phi c  de fi ni t i on
i sn't a s  hi gh as  t he  coi n-op's ,  a nd s om e
col our  h a s  b e e n  l o s t ,  i t s  s p e e d
( pe r ha ps  t h e  m o s t  i m p o r t a n t  f a c t o r )
ce r ta i nl y  ha s n' t  s uf fe r e d.  Li k e  i ts  a r c a -
de  pa r e nt ,  H a r d  Dr i v i n'  w o n ' t  i m m e di -
a te l y  a p p e a l  t o  e v e r y o n e  -  t h i s  i s  a
l i ttl e da unt i ng  i f y ou gr e w  up  on Cha s e
HQ  a n d  T u r b o  O u t R u n ,  b u t  i t ' s  u l t i -
m a te l y  r e w a r di ng.

O V E R A L L  8 8 %
To a l l  i n t e n t s  a n d  p u r -
pos e s  i de nt i c a l  t o  t h e
ST, w i t h  t he  a ddi t i on of
a s t om pi ng  s o u n d t r a c k
s a m p l e d  f r o m  t h e  c o i n

C om m odor e  Dr i v i nt  i s  d u e  f o r  r e -
l ease thi s  g i o n t h  a t  a  pr i ce  of  E t  g_gg_

Jeur geni s  h a n d l i n g  o f
v e r s i on h i m s e l f .

E G A,  E G A ,  T a n d y
(s ur pr i s i ngl y )  H e r -

cules a r e  al l  s uppor t e d .
E x pe c t  t o  s e e  s om e t h i ng  n e x t  m o n t h ,
a nd ha v e  f 2 4 . 9 9  in y our  poc k e t  in case
y ou w a n t  t o  buy  i t.

E 1 9 . 9 9
O u t  N o w

9 0 %
8 0 %
8 8 %
8 1 %



An intricate 3D strategy game involving an interconnecting
network of towers, platforms and lifts all rendered in solid 3D
with innovative light and shading techniques. Take control of
robot spiders and program them to solve problems and puzzles
and interact with other creatures, such as Pushers, Zappers
and Grabbers. Alternatively, real time control is available to
you at any time for instantaneous reaction to the game's
developments. For the more adventurous among you, there is
a complete game designer, allowing the construction of your
own series of towers, platforms and lifts. Attempt to fox your
friends with your own fiendishly difficult creations. More than
just a game, more than just a puzzle - Tower of Babel is a whole
new concept in strategy gaming.

WEIRD DREAMS
A RIDE ALONG THE ROCKY ROAD OF
SUBCONSCIOUS THOUGHT, WITHOUT SHOCK
ABSORBERS.
Imagine yourself ma world full of nightmares with Dali-Esque
creatures & mind eating eyes. Picture yourself in an upside
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"Weird Dreams is stunning. It's one of the most
bizarre concepts yet seen on a computer being more of
an experience than a game".

MASTERS OF STRATEGY
A DIVISION OF

MICROPROSE SOFTWARE
MicroProse, Unit 1, Hampton Road Industrial Estate, Tetbury, Glos, GL8 8DA.



ZYNADS • EXOLON
BATTLE VALLEY
CYBERNOID ll -
SLAYER AND
1 KONDC JOYSTICK

RECOMMENDED RETAIL
PRICE 1406.70

Available from all good stores or ring
Addons for your nearest dealer.

Mitchell House. Southampton Road. Eastleigh. Hants. S05 SPA.

SAVE OVER £76
Addons Special Price
E s t i a  I L .

a r e  r  I h r

INC VAT. TITTIMW1111
6961- 83909010
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Corn coin-op conversi
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courageous than a lion! Faster than most
knights ( i n a  w i t  o f  ar mour )!  Hi s  name's
Arthur ,  and he's annoyed.  Fi ve levels of dare
peril and touch monsters lie ahead. Who cares
about the  t i me l imit? Who care about  only
having three lives? Erm... he does.
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F u p  a g a i n s t  a l l  m a n -
:hings t h a t  go bump in
US Gold's  l a t e s t  Cap-
an. Gordon  H o u g h t o n
aid o f  no ghosts.. .
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t o u c h  t h e s e  d a y s ,  s p a r e  a
t h o u g h t  for  poor  Ar t hur  Lancel i t -

., ti e,  t h e  m e di a e v a l  k ni ght .  T h e r e
he  w a s ,  m i n d i n g  h i s  o w n  bus i -

ness ,  w h e n  h e  h e a r d  a  c r y  f r o m  a
damse l  i n di s t r ess .  S i mpl e ,  he  t hough,
l ust  k i ck  s om e  dr a gon ass  a nd i t 's fun-
t i me.

Unf or t una t e l y ,  t hi s  da m s e l  i s a  pr i n-
cess,  a nd  s he 's  be i ng he l d c a pt i v e  n o t
by  a dr agon,  but  by the  Devi l .  The  Devi l 's
s k ul k i ng a r ound a nd r a t t l i ng hi s cage  a
l ong w a y  of f  a l ong a  scr ol l i ng l andsca -
pe fi l l ed w i t h  ghos t l y  a ppa r i t i ons .

I f  A r t h u r  g e t s  s t r u c k  J us t  o n c e  b y
a n y  o f  t h e s e ,  h i s  s u i t  o f  a r m o u r  i s
w hi s k e d a w a y ;  t w i c e ,  a nd  i t 's hi s  s k i n
t ha t  g e t s  s t r i ppe d of f .  H e ' s  o n l y  g o t
t hr e e  l i ves i n al l .  O h  De a r .

I  t's del ni tel y a  good i dea t o pi ck up t ha t
extra-shiny, extr a- tough s ui t  o f  ar mour .
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ham! You've got  a knight-sized su-
•  • • W p e r w e a p o n  t ha t  ki l ls most  known
demons dead.  They  change according t o the
weapon you al ready had: the l ightning bol ts
are the most spectacular, but  i f you've got  a
split personality there's also a doppelganger  to
be had.
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G R A P H I C S 7 8 %

S O U N D 8 0 %

P L A Y A B I L I T Y 8 3 %
V A L U E 71%

A rthur  stumbles upon a mysterious chest. Havi ng decided he's got a bi t of time on his handsbefore he finishes the level, he fires a shot... whoops! It looks like this is one of those chests that
Lucifer has dumped his minions into. And he looks pretty angry... quack?

CREATING A
MONSTER
G ouls 're' Ghosts is the fourth I 6-bit game from Software Creations, whose previousare Bionic Commando, LED Storm and the excellent conversion of Bubble
Ghouls is the team's biggest project yet, as they've spent the best part of a year in convening all
formats.

Unfortunately they had little direct help from CapCom. but the machine itself was helpful, as
CapCom had left the test mode in, which let the team scroll through the backgrounds, and thus
examine all the sprties and colours.

The task of convening the coin-op•s superlative graphics was given to Andrew Threllfall and
Ben jonson. Mike Foling whose brother, Tim. wrote the music and sound effects, saw this aspect
as the most challenging: "Scroll routines are always a problem, getting the screen to scroll
properly without slowing the game down or using too much memory.

However, the major chunk of programming was undertaken by Dave Broadhurst, whose
hobbies include sport and, in his own words: "my son, Stephen — he was born at the beginning of
September — and action films like the Indy trilogy or anything with Arnold Schwartenegger in
it."

G ulp! This is no ti me to be in underpants,particularly when this end-of-level  beast
takes a huge number  of shots to kill. There are
five such creatures in all, each one preventing
entry to the next stage. Get to the end and you
engage i n  m or t a l  fisticuffs w i t h t h e  Devi l
himself!
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l e  our initial  weapon,  the  magic spear,  is
handy enough f or  most  enemies,  but

some need a weapon wi th a  l i ttle extra to
send them back home t o Ghoul  Ci ty.  And
wouldn't you just know i t  — kill ing some of
the Devi l 's henchmen r ewar ds y ou  w i t h
alternative weaponry.  Ther e are rapid-firing
daggers, axes, firebombs,  swords and,  weir -
dest of all, mini flying saucers.

STI t's r a r e  i nde e d t o  see  a
gam ets  s e q u e l  a p p e a r
be for e  t h e  or i gi na l ,  b u t
US G ol d's  c onv e r s i on of
G houl s  ' n •  G h o s t s  h a s

j us t  p i p p e d  E l i t e ' s  t r a n s l a t i o n  o f
G hos t s  1
n
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G o b l
i n s  
t
o  
t
h
e  
p
o
s t
.  
T
h
i
s  
i
s

a n i m pr e s s i v e  v e r s i on o f  t h e  C a p c o m
coi n-op.  c ont a i ni ng m o s t  o f  t he  ga m e -
pl ay  e l e m e n t s :  f r u s t r a t i n g  e n e m i e s ,
a tm os phe r i c  gr a phi c s  a n d  a  d i f f e r e n t
t une  for  each level  — A N D  t w o  m or e  for
t he  h i g h - s c o r e  t a b l e  a n d  c o n t i n u e
scr een r e s pe c t i v e l y .  E a c h  s e c t i on i s  a
di f fe r e nt  c ha l l e nge  f r o m  t h e  l a s t ,  a n d
e v e n t h o u g h  i t 's  i nc r e di bl y  f r us t r a t i ng
a t  t i m e s ,  y o u  c a n ' t  he l p  c om i ng  b a c k
for  m or e .  The r e  is one  s i gni fi c a nt  om i s -
s i on — y ou don ' t  ge t  t ur ne d i nt o the  ol d
m a n b y  t h e  s or c e r e r  — a n d  t he r e  a r e ,
unde r s t a nda bl y ,  a  f e w  c om pr om i s e s .
l ike t h e  S T ' s  f e w  s p o t s  o f  r a i n  u p
a ga i ns t  t h e  c o i n - o p ' s  s t o r m .  T h e s e
om i ss i ons  don ' t  a f f e c t  y our  e nj oy m e nt
t h o u g h  — i t 's  e v e r y  b i t  a s  a ddi c t i v e  a s
the  or iginal_ J us t  one  w o r d  of  w a r ni ng:
be c a us e  i t's  so l ike the  coi n-op,  i t's ve r y
har d.  For  exper i enced ga m e pl a y e r s ,  i t 's
the  cha l l enge  the y 'v e  be e n l ook i ng for  —
othe r s  m a y  e n d  upi nfl i c t i ng unne c e s -
sar y  d a m a g e  t o  the i r  scr eens.

P R I C E
R E L E A S E  D A T E

E19•99
M i d  D e c e m b e r

O V c R A L L  8 0
4
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Al s o d u e  t o  a p p e a r  i n
t he  m i d d l e  o f  D e c e m -
ber : h e r e  t h e  b a s i c
ga m e pl a y  r e m a i n s  u n -
a l te r e d b u t  t h e  m u s i c

a nd gr a phi c s  ar e  v e r y  close t o  the  coin-
op's,  w i t h  fi v e  b i t - p l a n e s  p r o v i d i n g
pl e nty  o f  c ol our  t o  a d d  t o  t h e  w a l l  o f
s ound.

O h w o e .  T h e  n e w s  i s
not  g o o d  f o r  w o u l d - b e
MS -DO S  A r t h u r s —
the r e 's  no P C v e r s i on in
t he  pi pel i ne.



WORLDWI DE SOFTWARE
1 BRI DGE STREET
GALASHIELS
TD1 1 S W

AMIGA ST SOFTWARE A M I G A  S I
3D Pool
A P
Airborne Ranger
M e r s a Be am
Au ste raD
sad Company
Bonne. Knight
Bar teran 2 (Psygnosm)
Cladmanan 2
Bards Tale
Beds leie 2
Balmon eta Mows
Badlischeaa
a  ati le i lato ks 1 9 4 2
Beach Volley
Buck Cauldron
Made Warm/
Be n d  Mo n e y
1 1
4
0 0
1 1
1
0
1
0 7
1 4

Bin o cte ryce  Dat a Di sk
Bomber
13
/
0
9
0  
P
l
a
y
e
r  
2
0
0
0

Bridge Player 2150 &anchors
Cabal
California Comas
Cerny  Command
Case s Wai ve s
CharrterS of Shaolin
Chew %ikon Back
Ch al o n s or Wrath
Chase HU
Chicago OS
C o a c t  in Europn
CO n an e ral l  Co n e
Centrefold Squares
Chess Player 2150
Commando
DailyMules  none lim ing
Darn :id e a'
Deastorrn
De Luxe Scrabtre
Demons Tomb
Demons Writer
UragOnNinta
Dragon Sow
Dragons of F i r e
Dungeon Master 1 Meg
Du n g e o n  M aste r 1- GC"
Dynarre Detugges
Dynarnto Dux
Day  01 Ihe  " ' p ar
Days  e t n o  Ph arao h
Debut
DNS or War
Dr D a n s  Revengn
DraktMen
Drown Force
Elite
Empire
Eye  o f BallarS

14 95 1495
14 95 1 4 9 6
16 95 1 6 9 5
17 95 1 4 9 6
1796 1 7 9 5
1695 1 8 9 5
1795 1 7 9 5
1605 -

1896 16.95
725 7 7 5

1796 -
17 95 14.05
17.95 17.95
1195 1195
17 95 1 4 9 5
15 95 1595
17.95 17  96
16 95 1695
17 95 1795

gp t  1 99
2 2
9 6  
2
2  
9
5

14 95
21 95 21 95
17 95 14.95
196 1 4  95

1896 16.95
1895 1 4 9 6
1895 14.95

14 95
1595 1 5  95
17 95 1496
14.95 14.95
1795 17115
1405 1495
14 95 14  95
16 95 1 6 9 6
1495 1 4  95
14 95 14  95
1806 1 6 0 5
1695 1 6 9 5
14 96 14  95
14.95 14.95
1795 1 7 9 5
17.95 14.95
1495 1495
17.95 17.95
1896 1805
709 7 9 9

1795 1796
1795 1496
1695 1 8 9 5
1695 1 6 9 5
1695 1 8 %
14 95 14  95
1695 1 6  95
21 95 21 95
1795 •
16 95 16  95
999  9
9 91896  16 95

Europe (o ther than U K)
Sh ipp ing  co st s a re

E1,50 pe r d isk t o r no rma l a ir  m a il
C2 50 pe r d isk f o r e xp re ss a ir  m a il
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•

•

AMIGA ST SOFTWARE
1- 16 Cornball Peat
FlaFalcon
F 16 Falcon Mission Disk
Fallon Angel
Ferran Enem a 1
F i e n d % F re al e  Big  Tap
Fire Arcade Ii Meg)
Eloghl Simulator 2Froths ! D e n a  2
Pontoon Manager 2 E xp

Emboli t i
e
%  2

I  taclOben
Fi r  School2(5-6)
Fi r  School2(00.81
F i t  SCIMOI 2 (undar61
haunt Wars
F29 Helena/or
Taal Lane
F gning % OW
Fax  Contact

l i g h t Saw 211intan S c ar s ,

NORTH, SCOTLAND
N. M EL  ANC3 OVERSEAS
0696 57004 124 HOURS)

Foote's*
, o r  
M e  
Y e
a r  
2

FLISiori
Galaxy Force
Gin and Cribbage
Grand Prix Carnal
Godson
Gunehlt
Gam% Surreres E aton
Grand Prix Water
tiled Down
lisghway Palm'
HorneRacing
Hound of Shadow
Fl l Ifl r
helyTonselasterwade M inn
kitty ana l  Last °usede lotat
irfloslatinn
Inter phase
iron Tracker
It Car te from Desed
har tme
Iron Load
Jock Nicklaus God
i g  Saw

Vl5tRIDWI DE

AMIGA S I
18 95 1 6 9 5
2195 1 6 9 5
14.95 14  95
14.95 1 1 9 5
1795 1 7 0 6
1796 1 / 9 5
21.95

28 96 2695
14 95 14  95
999 9 . 9 9

14 96 14  95
14.96 14.95
14.96 14  95
14.96 14.95
1196 14  95
17.96 17.95
17.96 17  95
14.96 14.95
ly  05 17  95
16.95 18.95
14 99 1 4 9 9

14,95 1 4 %
9.99 -

17.95 1 4 9 6
22.95 -
1195
18.95 1 6 9 5
1595 1 8 9 6
17.95 1 7 9 5
14.95 14.95
1795 1 7  95
16.96 IS  95
17 96 •

- 1 1 9 5
17 96 17,95
14.95 1 4 %
17.96 1795

1605 16  95
17 96 17  95
14 96 IA  96
21105 -

1796 1 4 9 6
2295 22  95
17.05 -

1
1
1
5

•SOF TWA IRE•
AMIGA S I SCE A A R E
Kees The ThW
Kennedy Approaim
Kenny Usiglish Soccer Mnor
Kck Off
Kngdorn at England
k n g s  Ou lts1  Trip le  Po ch
Karghthoren
L an caste r
Laser Squad
all Nese?

I aadarboard Cc/Seaton
Legend of Doe
I s i sse s t al  L arry
1.015JOBLII L a m a
t ortnatdo
Lite am  Death
1 mint Su i t *
Samoan! RAC Rely
lords of Meng Son
Leal Patrol
Menhootor

Mains Mauracers
%c r oons '  Soccer
M i kn e e n  2 2
Mr Heil
Ms011SHitern3)
Monad Mansion
Minetwtoor
Mosarban Madness
Neurcenancor
Never lend
New Zealand Story
North and Soulh
Oil Imperurn
Ooze
Operalmin Wort
Orunlal Games
Omega
Onslaught
°peahen Thurder tod
Outlands
Paperboy
Paul Gascagns S i x
" 'Prate S
Po l i te  Us f e r

AM ILIA S T
1795 •

16 96 1 6 1 5
16.95 1 6 9 5
1495 14.95
io  95 -

AS 05 26.95
1 6 %  1 6 9 6
1 1
9 5  
1
4
.
9
5

1 1
9 5  
1
4
9
5

17 95 1 1 9 5
1796 14.95
17 95 17  95
17 96 17  95
21 95 71 95
14 96 1 4
9 52296 2 2 9 6

AM Ite A S I  8 0 I -  T •Vr• A SU
Po p u lo u s P re n at al  San aa
Puputourot
Power Drill
Posorsdrome
PreCIOJS
Promote Calk/Lion
PcIonary
Player Manage
Pro Town  Tour
L kl af te n t i O r
C u r t i
Rainbow Islands
Ranbow Wan Kw
sadly Cates Challenge
Rad Heal
Red Ltglening

17 95 17  95 R o d  StormRising 1 0 , 9 5  1 5 0 5
16 95 1 6 9 5  H i c k  DangarCioS 1 7  95 17  95
21 96 -  R i s k  %  14  95

17 95 1 4  95 H
21 95 21 95 R f s ' o l t s =  I1 anpor  T %  14.9517.95 17.95
* • * * * * * * * * * * * * * • a t

EAST DELIVERY ON ALL STOCK ITEMS BY 1ST CL ASS MAIL IN UK
SPECIAL OVERSEAS SERVICE BY AIR MAIL WORLDWIDE

CREDIT CARD ORDERS ACCEPTED BY PHONE OR MAIL
CREDIT C ARO ORDER TELEPHONE LINES

OVERSEAS TELEPHONE ONLY
NOTTINGHAM 225360

1495 1 4 %
1896 1 8 9 5
1 7 %  1795
1695 1696
17.95 1795
1795 1 7 %
1495 1 1 9 5
199 1 9 9
I /  95

14 95 1 1 9 5
17 96 14  95
1895 1 8 9 6
1695 1 6  95
16 96 1 8  95
16 96 1 1 9 5
16 96 16  95
i t  9 5  1 6  9 5
17 96 17.95
1795  14 95
14 95 14 95
14 915 1 4 9 5
16 9 5  1 6 9 6

16 95
1795 17  95

Rmrstig Man
AVE Honda
Roadwars
Ruck n Rol
S an  and Greassin
Shadow of the Nas t
Shnob
Shogun
Shoot E m Up Cone Kil
Stsdhapeok Cale
&WM Service
Santoro
S i n  Ci ty
S impr ig Gods Leo
Space Oirml 2
Spate Omni 3
Slat M a n
Star Wars Trilogy
Sie ve  D i m s  Sn e ake r
% O N

SI7r1
Slum Car
Super League Soccer
S o w  Ountol

Please make cheques or postal orders payable to
W O R L D W I D E  S O F T W A R E .

All prices include postage 8, packing in UK. Credit card orders accepted by phone or mail.
Galashiels: (0696) 51004 (24 hours)

ADVERTISED PRICES AR E FOR M AIL  AND TEL EPHONE ORDERS
A l t  PR I CES CORRECT AT  TIME OF  GOING TO PR ESS E&O E

AMMA S  1
7,99 1 9 9

1795 1795
17.95 14.95
11,95 1196
17.96 1 7 9 5
21.05 7 1 9 5

17.96 1 7 9 5
1495 1 4 %
17.95 1796
1495 1 4 9 5
10,95 1 6 9 6
I t %  1 8 9 5
1695 1 6 9 6
14.95 14.95
1795 1 7 9 6
22 95 7 7
9 5

SOUTH, MIDI ANDS *
WAL ES *

0602 252113(24 HOURS) *
1695 1 6 9 6
18.05 1 6 %
499 1
9 91496 1 4 9 5

1496 1 1 9 5
29 M  •

1 4
9 5  
1
4  
9
1
5

2195 -
2 2
9 5  
2
2
9
6

1496 1 4 9 5
1696 1696
1 4 9 5 1 4 9 5
21 95 •

18.95 1 8 0 5
17 95 1 7  195
213.96 28.95
14.95 1 4  95
17.95 1 7 9 5
14.95 14 95
14.96 14  95
11.95 14.95
18 95 1 6 9 5
18.95 1 6 9 5
17 95 1 7 9 5

Nottignham: 10602) 252113 (24 hou

WORLDWI DE SOFTWARE
1064 CHI LWELL ROAD

BEESTON
NOTTI NGHAM NG9 l E S

AMIGA SI SCP- I WARE % R e a  S I
Super Wonder Boy
5VrareSo4  h e i g h t
Skid,
Slayer
Space Ace
S c e n i c &  Assassin
Sp srl in g  T rian g le s
S l ar FIC•1
T a1 e sn l  1 M e g )
Is o b e l
Terrys Bog Adventure
Smith/vs  2 California CaaS
TOM Dave 2 Superrava
Taw Dave 2 The Due
Tone
Tower of Babel
t ri vi al  Pse u d  2
T w i n
TV S pol Football
The Champ
Infl am e Platinum 2
Toobn
lutiker

MS 2
Uffienain Darts
Ultimate Colt
Untouchables
Verminalor
Veils
Waholoo
WayneGrist/icy w idow

InOn 2 Megablasi
Senoptobe
Somme/ph

JOYSTICKS
Cheetah 125 /
Cheetah Mitch
Zip Suck Super Pro Standard
l i p  Slick Super Pm Auinara
Car p  Pro5000
Corm Pro 5000 Cleat
Corm Pro 5000 E dr a
Konix S pald ing
Komx Spite&  mg Aulohre
Cr im e
Cuickshol 2 Turbo
Ark EMI Books

Bards Tale 1 or 2
Space CAA& 1 or 2
Kolgs Ques1 1 or 2 or 3
Pemois of Radiance
Police Guest
L aSu le Stal  L arry

sank  Disko Gavels etc
10x 3 5" DSJOD Blank Discs
A r noK ey boar dCov e
Matt ST Keyboard Cower
Mouse Mal
40 Emit Storage Box
S ODS  Simago Box
Amiga ST Head Clearer

i t  15 14 95
17 95 -

14 95 1 1 9 5
14 96 1 1 9 5
32 96 32  95
4
9
9  
4
9
9

14 95 14  95
995  -

21.96 21.95
1595 1 6 9 5
11.99 11 99
11 20 -
1 1 20 •
1795

21 95 21 95
16 95 1 6 9 6
14 95 -

1495 1 1 9 5
21 95 17  95
1796 1 / 9 5
1896 l a  95
17 95 17.95
1795  14 95
16.95 16.95
1 4
9 6  
1
4
9
5

1795 17.95
1796 1 4 9 5

15.96
17 95 17,95
17.96 •
16 95 t

17 95 1 7 9 5
1695 1 6 9 6
lb 95 16  95

6 95
1 0 DS
1799
14 99
12 95
13 95
14 95
9.99

l o d e
99

10 95

5 00
699
699
7 00
699
699

995
699
699
499
6 95
996
1199

rs) O u t s i d e  Eu rope
Shipp ing  co sis a re

E2 00 pe r d isk f o r no rma l a ir  m a il
E3.00 p e r d isk f o r exp ress a ir  m a il
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If you pirate software you are
a thief. Thieves will
be prosecuted

Any onfarrnahon on Dewy
should be passed to
The Federation Agsonst Software Theft
Telephone 01-240 6756
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A ECORD TO BE
PROUD OF?

PIRACY
IS THEFT



PREMIER MAIL ORDER
TITLE ATAHI

ST AMIGA

" C o n t i n e n t a l  C i r c u s

PC T I T L E ATARI
Sr

M A GA PC

3 0  P o o l 1 1 . 9 9 1 1 , 9 9

1 3 .9 9

K i c k  O f t 11 9 9 1 1 . 9 9

" G o l d e n  S h o e

6 - 8 9  A m i c k  S u b -

" H a r d  D r i v i n

1 9 . 9 5  K i n d  W o r d s  7

13 .9 ,9

3 4 . 9 9

1 3 . 9 9

A - M a x - 1 3 4 . 9 5 K i n g  o f  C h i c a g o 1 6  9 9 9 . 9 9
A - M a x  w i t h  R O M - 2 4 9 9 6 K i n g s  G u e s t  4 21 9 9 2 1 . 9 9

* P a t i v a r d r i f t

A b r a h a m s  B a t t l e  l a n k -

• S t r i d e r

1 9 . 9 5  K i l d a  I 1 7  9 9 1 7 . 9 9 11;095
& I v  S k i  S i m 1 1 . 9 9 11 9 9 K o h 14 9 9 1 4 . 9 9 1 4 .9 9
A f te r b u r o o r 1 3 . 9 9 1 6 . 9 9 Lbor a i r d  B ir der s 1 3  9 9 1 8 . 9 9

1
•
A
l
t
i
o
r
a
c
t  
B
e
a
s
t

A i r b o r n e  A a r l y r e 1 4  9 9 14 9 9 L a n c e l o t 1 1 _ 9 9 1 2 . 9 9 11 9 5
A l i e n  L e 9 r o n 1 8 . 9 9 1 8 . 9 9 Lea th  her G o d d e s s

F i g h t i n g  S o c c e r 1 3 . 9 9

9 . 9 9
A l l e n  S t r i k e

1 3 . 9 9

3  9 9 1 E D  S t o r m 1 3 . 9 9 1 3 . 9 9

" C o m m a n d o

A P I
-
I

1 2 . 9 9 1 2 . 9 9 L e g e n d  o r  Op e l 16  9 9 1 6 . 9 9
A r c h s p e l a g o s 1 6 . 9 9 1 6 ,9 9 1 9 , 9 9  O m u r a  S u e l  L a r r y  1  o r  2 1 9 .9 9 1 9 . 9 9 19 9 9
A r k a n o o d  2  R e v e n g e 1 1 . 9 9 14 9 9 L e i s u r e  S u i l  L a r r y  1  o r  2

1 6 . 9 9 1 6 . 9 9
" V e t t e

A c t i o n  r i g h t e r 1 5 , 9 9 1 5 ,9 9 H i n t  B o o k s 6 . 9 9 6 , 9 9 6 9 9
B a a l 1 1 . 9 9 1 4 . 9 9 L i c e n c e  t o  K I I I 12  9 9 1 2 . 9 0 12 9 9
B a l a n c e  o f  P o w e r  1 9 9 0 1 6 , 9 9 1 8 9 9 1 5 . 0 0  l

i f e  
a n
d  
D e
a t
h

1 8 . 9 9 1 6 . 9 9 1 6
9 9B a l l i s t i x 1 1 . 9 9 11 9 9 L o m b a r d  M A C  R a M y 14 9 0 14 9 0 16 9 9

B a r b a r i a n  2  P a l 1 4 . 9 9 1 4 9 0 L o r d s  o f  t h e  R i s i n g  S u n 1 9 . 9 9
B a r b a r i a n  P a l 1 1 . 9 9 11 9 9 L i g h t  F o r c e 1 6  9 9 1 6 . 9 9
B a r d s  T a l e  2 1 7 9 9 1 9 .9 5  M a n h a t t o n  D e a l e r 1 1 .

9 9
1 4 . 9 9 1 4 . 9 5

B a t r n a n  C a p e d  C r s d r 1 1 . 9 9 15 9 9 M a r i a  W h i t t a k e r 9
9
9

9 . 9 9 9 . 9 9
B a t t l e  C h e s s 1 6 , 0 9 1 6  9 9 1 7 .9 5  M a s t e r s  o f  I l n i v e r s i i 9 9 9
B a t t l e h a w k s  1 9 4 2 1 8 , 9 9 1 6  9 9 1 7 . 0 0  M a t i t e r h O L I n t i 3 2  9 9
B e r m u d a  P r o j e c t 7 . 9 9 7 . 9 9 M a y d a y  S q u a d 11 9 9 1 2 . 9 9
B l a c k  T i g e r 1 3 . 9 9 - M e n a c e 11_99 1 2 . 9 9
Il l a s te r r e s ts 9 . 9 9 9 9 9 M i c r o p r o s e  S o c c e r 14 9 9 1 4 . 9 9 1 5 . 9 9
B l o o d  M o n e y 1 8 . 9 9 1 8 9 9 M i k e  t h e  D r a g o n 3 . 9 9
B lor r eter y c h 1 6 . 9 9 16 9 9 M o l len r um  2  2 1 6  9 9 1 6 9 9 16_99
B o m b u r a l 9 , 9 9 9 9 9 M i n d s h a d o w 7_99
R o r m v v e d  Tu r tm - 7 . 9 5  M i n i  O f fi c e  C o m m a 1 6 9 9
C a l i f o r n i a  G a m e s 1 8 . 9 9 1 6  9 9 M i n i  O f fi c e  P e r s o n a l 2 2 . 9 5
C a p o n e 1 7 . 9 9 1 9 9 9 1 9 . 9 9  M o n i o M c e  S p r e a d 1 6 9 9
C a p t a i n  B l o o d 7 . 9 9 7.913 M o n t e s u r n a s  R e v e r s a l 6 . 9 9
C a r r i e r  C o m m a n d 1 4 . 9 9 14 9 9 1 4 9 5  M o o r t m i s t 7 . 9 9
Ch a lle n g e r 3  9 9 M o to r  M a s s a c r e 1 3  9 9 1 3 . 9 9
-
C
h
a
o
s  
S
t
r
i
k
a
n  
B
a
c
k

1 4 . 9 9 - M r  H e l l 15_99 1 5 . 9 9
C h r o n o t t u e s i 1 8  9 9 1 8  9 9 1 9 . 9 5  N a v y  M o v e s 13 9 9 1 6 , 9 9 1 6 . 0 9
C h u c k  Y e a g e r  A F T 1 9 . 9 5  N o t e l e t ' 13  9 9 1 7 ,1 ;PD

C h u c k i e  E g g  2 11 9 9 11 4 9 N o t h e r w o r l d 1 3  9 9 1 7 . 9 0
C o l o a n u s  C h e s s  X 1 5 , 9 9 1 5  9 9 N o u t o r t i a n c e r I 9 9 5
C o r r u p t i o n 1 4 . 9 9 1 4 9 9 1 4 . 9 5  N e w  Z e a l a n d  S t o r y 1 3 , 9 9 1

8
.
9
9

C o s m i c  P i r a l e 1 1 . 9 9 1 4 9 9 N i g h t h u n t e r 1 3  9 9
C r a p s  A c a d e m y 7 . 9 9 N o r t h s t w 9  9 9
C r a r y  C a r s - 7 . 9 9 • N i n j a  W a r r i o r s 13.913 1 3 . 9 9
C r a r y  C a r s  2 1 1 . 0 9 14 911 1 4 . 9 9  O p e r a t i o n  H O r r n u r 1 2  9 0 1 2 . 9 9 1 2 . 9 9
C y b e r n o r d  2 1 1 . 9 9 11 9 9 O p e r a t i o n  N a p k i n . 1 4 . 9 9 1 4 . 9 9 1 4 .9 5
C o n fl i c t  E u r o p e 1 6 . 9 9 16 9 9 O p e r a t i o n  W o n I I  9 9 1 4 . 0 9 1 1 .9 5
D a y  OY  D a y 111.99 Or b i te r 9 . 9 9

a s  E i r l e

D e
r
t l

D e  E l V
1 7 . 9 9

7 . 9 9 7 9 9
O u t r u n
P nc .la r id

El 9 9
1 1 . 9 9

8 . 9 9
1 1 . 9 0

D e  u x e  M u s i c  C o n  S e t 4 9  9 9 P a c r o a n i a i 1 9 9 1 1 . 9 9
D e l u x e  P a i n e  3  1  m e g - 4 9  9 9 8 9 . 9 9  P a p e r b o y 1 2 , 9 9 1 2 . 9 9
D e l u x e  P h o t o l a b - 4 9  961 P e r  F i n a n c e  M a n a g e r 2 1  9 9 • -
D e l u x e  P r i n t  2 - 4 9  9 9 P e r s o n a l  P a s c a l 1 5 . 9 9
D e l u x e  P r o d u c t i o n - 8 9  9 9 P a te r  B e a r d s l e y  S o c c e r 1 2 . 9 9 7 . 9 9
D e l u x e  V i d e o 4 9 . 9 9 P h a l a n x  2 3 . 9 9
D e v p a c  2 5 5 . 9 9 - P h a n t o m  F i g h t e r 7 . 9 9
D i g i c a l c 3 5 . 9 9 - P h o b i a 9 . 9 9 9 . 9 9
D o u b l e  D r a g o n 11 .99 11 9 9 1 5 9 9  P i o n e e r  P l a g u e 1 4 . 9 9
D r a g o n  N i n j a 1 2 . 9 9 1 5  9 9 P i r a te s 1 5 . 9 9

1 M e g - 213.90 P o l i c e  O u t i a l  1  o r  2 1 6  9 9 1 6 9 9
g
r
a
g
o
n
s
l
a
i
r

D
r
i
l
l
e
r

1 4 . 9 9 14 9 9 P o l i c e  fl
u e s l  
1  
o r  
2

D u n g e o n  M a s t e r 1 5 . 9 9 1 5 9 9 H i n t  B o o k s 6 . 9 9 5 . 9 9
E l i m i n a to r 1 3  9 9 1 3  9 9 P o o l  o f  R a d i a n c e 19 9 9 1 9 . 9 9 1 6 .9 5
E l i te 1 4 . 9 9 1 4 9 9 P o p u l o u s 16 9 9 1 6 . 9 9 1 9

9 9E m a n u t i l l e 1 1 . 9 9 11 R e 1 1 . 9 6  P o p u l o u s  P r o m i s e d  L a n d 7 9 9 7 . 9 9
E m p i r e  S t r i k e s  B a c k 1 1 . 9 9 1 1 . 9 9 P o w e r  B a s i c 4 7 . 9 9
F I S  S i n k s  E a g l e 14.139 1 4 . 9 5  P o w e r d r o m e i 6  9 9 113,99
1- 1 6  C o m b a t  P i l o t 1 6 9 9 16 9 9 1 6 . 9 5  P r e c i o u s  M e i a l 1 5 . 9 9 1 5 . 9 9
F a h r e n h e i t  4 5 1 7 . 9 9 P n s o n i i  9 9 1 1 , 9 9
Fa l c o n  l - 1 6 1 8 . 9 9 1 9  9 9 2 4 . 9 5  P r o l e n d 8 5 . 9 9
Fa l c o n  M i s s i o n  D i s k  1 1 3 9 9 13 9 9 Pitman C h e s s 1 6  9 9 1 6 . 0 5
F a n t a w s i o n - 2 9 . 9 9 P T  1 0 9 1 4 , 9 9
r e d  B a s i c  D i s c 3 1 . 9 9 P u t l y s  S a g a 1 7 _ 9 9
F a s t  B a s i c  R o r n 0 2 , 9 9 P u r p l e  S a t u r n  D a y 1 4 . 9 9 1 4 . 9 9 1 4 .9 5
r a n t  B r e a k - 16 9 9 7 . 9 9  * P l a y e r  M a n a g e r 1 2  9 9 1 2 . 9 9
F e d  F r e e  T r a d e 1 9  9 9 1 9 . 9 0 Q U a l l i t J A 3 . 9 9
Fe r r a n  F o r m u l a  1 1 6 . 9 9 169E 1 1 0 . 9 5  A  l

y p e
13 9 9 16,913

F i n a n c i a l  C o n t r o l l e r 4 3 0  0 - R a n k  E r n 7 . 9 9
F i r e p o w e r - - I  2. Era B a t t l e s 11 0 9 1 4 , 9 9
F i r e z o n e 7 . 9 9 R a i d e r 1 1 . 9 9
F i s h 1 4 . 9 9 1 4 , 9 9 1 4 , 9 5  R a i n b o w  I s l a n d 1 5  9 9 1 5 , 9 9
F l a i r p a i n t 3 2 9 9 - r i n i r i t X r a s  W a r  v ic a r 1 5 . 9 9 1 5 . 9 9
F l e e t  S t  E d i t o r 1 1 0 . 0 - F l a m b e  3 11 9 9
F l i g h l  S i m  2 2 6  9 9 2 8  9 9 3 2 . 9 6  R e a c h  f o r  S i r e s 1 6 . 9 9 1 7 .9 5
FS D i s c  7  o r  1 1 1 3 . 9 9 13 9 9 R e a l  L i  h o s tb u s te r s 1 6  9 9 1 6 9 0
I-11 D i s c  E u r o p e a n 1 3  9 9 1 3 . 9 9 R e d  H e a t 1 2 _ 9 9 1 5 . 9 9
FS D i s c  J a p a n 1 3 . 9 9 1 3 , 9 9 1E 195 M e d  S t o r m  R i s i n g 1 6  9 9 2 5  9 9
Fi t  D i s c s  I  t o  7 1 1 . 9 5  I t u t r a g a d e  1  o r  3 1 2 9 1 3 1 5 . 9 9 12 9 9
F l y i n g  S h a r k 1 4 . 9 9 14 9 9 K e p l e y  4 7 5  9 9
F o M s 2 2  9 9 R e i l u r i l  t o  G e r  awes 1 1 . 9 9 1 1 , 9 9
F o o l  M a r i  2  C a p  K i t 8 . 9 9 8  9 9 8 . 9 9  H i c k  D a n g e r o u s 1 5  9 9 1 5 . 9 9
F o o t b a l l  D i r e c t o r  2 11 9 9 1 1 9 9 11.135 R o a d  B l a s t e r s 1 3  9 9 1 3 , 9 9
F o o t b a l l  M a n a g e r  2 1 1 . 9 9 I I  9 9 11 9 5  R o b o c o p 1 2  9 9 1 5 . 9 9 1 2 ,9 5
F o u n d a t i o n s  W a s t e 8  9 9 8  9 9 B u c k e t  B a n g e r 1 6  9 9 1 9 . 9 9 1 9 .9 5
F r i g h t n i g h t 1 1 . 9 9 I I  9 9 R o m a n t i c  E n c o u n t e r s 7 . 9 9
F u n  S c h o o l  2  ( b  t o  8 ) 1 5 .9 9 1 5 , 9 9 1 5 . 9 9  R u n  t h e  G a u n t l e t 11 9 9 1 5 . 9 9 1 1 .9 9
F u n  S c h o o l  2  ( o v e r  8 ) 1 5 . 9 9 15 9 9 1 5 . 9 9  R u n n i n g  M a n 1 4  9 9 1 4 . 9 0 1 6 .9 9
F u n  S c h o o l  2  ( u n d e r  6 ) 1 5  9 9 I S  9 9 1 5 . 9 9  R V "

-  
F l o r i d a

1 4 . 9 9 14 .99
F 1 5  S t r i k e  E a g l e - _ 2 6 . 9 9  S a g e  A c c o u n t a n t 1 6 0 0 0
F a r e y  T a l e  A th e e n tu r e 1 3 . 9 9 S a g e  A c c o u n t a n t  + 2 6 0 0 0
G a l a c t i c  I n v a s i o n - 7 9 9 S a g e  K o o k e e p e r 1 0 6 0 0
Ga l c i r e g o n s  D o m a i n 1 2 . 9 9 1 2 , 9 9 S D I  ( A c t i v e s i o n ) 7 . 9 9
Ga r fi e l d  W i n t e r 1 2 .9 9 1 2 .9 9 S D I  ( C r n e r e m v e r e ) 9 9 9
G F A  B a s i c  V S 5 0 . 9 9 - ,S e a s ta l l i e r 7 . 0 9
G E L  F o o t b a l l - 9 . 9 9  ' S o / c r a w l s  O u t 7 . 9 9
G i l b e r t  E s c a p e  D r i l l 1 1 . 9 9 1 1 . 9 9 S e n t i n e l  W o r l d s 1 7 .9 9
G o l d e n  P a t h 7 . 9 9 7 9 9 S e r v e  V o l l e y 7 . 9 9
G o l d r u n n e r 7 . 9 9 7 9 9 9 . 9 9
G r a n d  P r i x  C i r c u i t - 15  9 9 S h o o t  E m  C o n  K i t 1 9 , 9 9 1 9 . 9 9
G o o  d u o 1 4 . 9 9 14 9 9 2 5 . 0 5  S i l e n t  S e r v i c e 1 4 , 9 9 1 4 . 9 9 1 4 , 9 5
H a w k e y e 1 7 9 1 ) 17 9 9 S i l k w o r m 1 2  9 9 1 2 . 9 9
H e i th r e  A t t a c k 9 . 9 9 9 . 9 9 -  S k a t e  o r  D i e  •  A 1 7 . 9 9 1 7 . 9 9 1 7 .9 9
H e i l e r  S k e l t e r 9 9 9 9

9
9

S l o r l Ic l o g g e r y 7 . 9 9
H e r o n s  o f  L a n c e r 1 0 , 9 9 113,99 1 6 . 9 5  S l e e p i n g  G o d s  L i e 14 9 9 14.619 14 9 9
H i - s o f t  B a s i c 7 5  9 9 S m a l l  B u s  A c c o u n i l s  C a s h 7 5 . 9 9
H i tc h i k e r s  G u i d e 9 . 9 9  S m a l l  B u s  A c c o u n l a  X t r a 1 0 5 . 9 9
H o r n e  A c c o u n t s 2 2  9 9 S o l d i e r  49 t i g h t 7 . 9 9
H o s t a g e s
H u n t  t o r  fl e d  O c t o b e r

1 4 . 9 9
1 4  9 9 1

1
4  
9
9
9

4 9
1 4 9 9  S p a c e  G u e s t  1  o r  2

: S o o l l b r e a k e r
-
- 7 .9 9

1 6 , 9 9

11y tern 1 9 . 9 9 -  S t a r fl e s i t  I - 1 9 . 9 9 1 9 .9 5
In d y  J o n e s
,
A c t i o n

13944 1 3 9 9 1 3 .9 9  S t a r t h o n e - - 19136
In d y  J o r l o s
,
A d v e r i t u r
e

1 6 . 9 0 16 9 9 1 6 , 9 9  S t a r g l i c l e r  2 1 4 , 9 9 l e  9 9 14 9 5
In s a n i t y  F l i g h t 7 9 9 S t e v e  D a v i s  S n o o k e r 1 1 , 9 9 1 2 . 9 9
In te r c a p to r - 15  9 9 -  S T O S 1 9  9 9
In t k a r a t e  • 1 3 . 9 9 16 9 9 -  S T O S  C O r T i p l i e l l 1 3 . 9 9
• Il  C a m e  F r o m  T h e  D e s e r t - 19 9 9 S T O S  M a e s t r o 1 6  9 9
• i r o r t I  r a d
J a c k  N i c k l a u s  G o l f

1 6 . 9 9
1 5  9 9 1 6 9

9

9
159 - S T O S  S p r i t e s  6 0 0-  S t r e e t  F i g h t e r

1 1 . 9 9
1 3  9 9 1 6 . 9 9

J e t 2 8 , 9 9 2 6  9 9 2 6 . 9 6  S t r i k e  F l e e t - - 113.99
J o a n  a l  A r c 1 3 . 9 9 l e  9 9 1 3 .9 5  S t r i k e  F o r c e  H a r r i e r 7 9 9 7,911
J o r d a y  v  B i r d 1 7 ,9 9  S t o r e r / 3 a  R a c e r 1 5 . 9 9 1 6 . 9 9
J u g g l e r 2 2 . 0 9 S u r a i n g T O O
J u m p  J a i - 3  9 9 S u p e r  H a n g o n 1 3 . 9 9 1 6  9 9
K i l n i n g  G r a n d  P r i x 7 . 9 9 S u p e r  P r o f 2 3 0 . 0 0
K e n n e d y  A P P l o a c h 14 9 9 1

4  
9
9

b l i p a r b a s a  P ' e t s o r i a  i 51-i

C a b a l
* C h a s e  1
-
1 0

1 3 . 9 9
1 3 . 9 9 1 6 .9 9

" C o n t i n e n t a l  C i r c u s 1 3 . 9 9 1 3 .9 9
• A M O S 1 9 .9 0
' D o u b l e  D r a g o n  2 1 3 . 9 9 1 3 .9 9
* F 2 9  R e t a l i a t o r 1 3 . 9 9 1 6 .9 9
" G o l d e n  S h o e 1 3 . 9 9 1 6 ,9 9
" H a r d  D r i v i n 1 3 . 9 9 13 .9 ,9
' L o s t  P a t r o l 1 3 . 9 9 1 6 ,9 9
• L a s e r  S q l l a r i 1 2 . 9 9 1 2 .9 9
* M a n i a c  M a n s i o n
• M i d w i n t e r 1 5 . 9 9 1 b .9 9
' O p e r a t i o n  T h u n d e r b o l t 1 3 . 9 9 1 6 .9 9
* P a t i v a r d r i f t 1 3 , 9 9 16.91)
• S t r i d e r 1 3 . 9 9 1 3 .9 9
* S u p e r  W o n d e r  B o y 14 .99 1 6  9 9
" T o o b i n 1 3 . 9 9 1 3 .9 9
• U M S  2 1 5 . 9 9 1 5 .9 9
" U n t o u c h a b l e s 1 3 . 9 9 1 6 .9 9
G i t u n t b u s t e r e  2 1 3 . 9 9 1 6  9 9
1
•
A
l
t
i
o
r
a
c
t  
B
e
a
s
t

1 3 . 9 9 1 6 .9 9
" B e a c h  V o l l e y 1 3 . 9 9 16_95
B a t m a n  t h e  M o v i e 1 3 . 9 9 1 6 .9 9
H i l l s t e r 1 0 . 9 9 1 6 .9 9
F i g h t i n g  S o c c e r 1 3 . 9 9 1 6 .9 9
D y n a m i t e  O u r 1 3 . 9 9 1 6 .9 9
P r o  T a n n i n  T o u r 1 6 . 9 9 i s  9 9
" C o m m a n d o 1 3 . 9 9 1 3 .9 9
• D o g s  o f  W a n 1 3 , 9 9 1 3 .9 9
M I  ' r a n k  P l a t o o n
C o r s e  cat t h e  A z u r e  B o n d s -
S h u f fl o p e c k  C a f e 1 3 . 9 9 1 3 . 9 9
S w o r d s  o f  T w i l i g h t 1 6 .9 9
* I v a n h o e 1 6 . 9 9 1 6 . 9 9
" V e t t e
" C y h o r b a l l 1 a  9 9 1 3 .9 9

T M

S u p e r b a s e  P e r s o n a l  2
S w o r d  o f  S o d e n
S ta r  W a r s  T r i l o g y
S h i r t ta i l
S h a d o w  o f  B e a s t
S p a c e  G u e s t  a
S p a c e  G u e s t  1 ,  2  o r  3
H i n t  B o o k s
I  a l l es p in
T a n k  A t t a c k
Te s s  l i m e s
T e c h
t
e
e
n
a
g
e  
G
o
a
t
s
,

Te a k : In v °  2  1  h e  D u e l
T a i r a  G u e s t
T h r e e  S t o o g e s
T h u n d e r b i r d s
T h u n d e r b l a d e
T i g e r  R i l i t t i
' r i m e  M e g *T h a n
Tr a c e r s
-
T
r
a
c
k
s
u
i
t  
M
a
n
a
g
e
r

tr a ffi c s
Tr i a d

Tr n t  P u r s u i l
Tr i v  P u r s u i l  N e w  B e g i n
T r i v a  T r o v e
T V  S p o i l s  F o o t b a l l
T y p h o o n
T y p h o o n  T h o m p s o n
T K O
U l t i m a  4
U l t i m a t e  G o t t
O M S  S c e n a r i o  1
L /M S  S c e n a r i o  2
U n i n v i t e d
Linea M i l i t a r y  S i m
V e r m i n a t o r
V i g i l a n te
V i n d i c a to r s  ( D o r n a r k )
V i r u s  K i l l e r
V i x e n
V o y a g e r
IA/ C l a s s  t  e a r t a r b o a r d
IN  G r e t z k y  H o c k e y
W a r  i n  M i d d l e  E a r t h
W a w a  l oo
W e i r d  D l e i t t l i t i
Wer c r a
We r c r i
W i n t e r  O l y m p i a dW o r d  P e r f e c t
W o r d  U p
X e n o n
X e n o n  2  M a g a b l a t t i
Xe n o p h o b e
X y b o ts
Z a c  M c K  r e c k o n
Z a n y  G o l f
Z y n a p s

ATARI
ST

91 9 9

1 8 . 9 9
1 2 . 9 9

•
1 9 . 9 9

6,619
1 7 .9 9
1 4 . 9 9

7 . 9 9
1 3 . 9 9

1 .09

1 6 . 9 9
1 3  9 9
1 3 . 9 9
1 2 .9 9
1 4 . 9 9

1 1 .0
,
9

7.619
1 0 . 9 9
1 1 . 9 9
1 2 .9 9

3 . 9 9
1 6 .9 9

9 . 9 9
11 9 9

1 6  99.
6 . 9 9
6 .
9
9

1 1 . 9 9
1 4  Ora
14.139
1 0 .9 9

9 9 9
--

7 9 9
1 2 . 9 9

•
1 4 . 9 9
1 4  9 9
1 4 . 9 9
27,913
4 7 . 9 9

2 2 2 . 9 9
5 6 9 9
1 1 .9 0
1 6 . 9 9
1 5  9 0
1 2 . 9 9
1 6  9 9
1 3 . 9 9

AMIGA P C

1 4 .9 9
1 8 . 9 9
1 2 . 9 9
2 6 , 9 9
2 8 . 9 9

6 9 9
1 7 . 9 9
14 9 9

13 9 9
1 1 , 0 0
21 9 9

7 . 9 9
7 9 9

1 8 , 9 9
16 9 9
1 7 . 9 9
1 2 ,9 9
1 4 ,9 9

9 9
1 1 . 9 9

I 9 , 9 9

2 , 9 9
3 9 9

1 7 ,9 9

I 1 o
- 
g14 9 9
1 6 , 9 9

5 . 9 9
8 . 9 9

I 4  0
-  
9
1 4 . 9 9
1 0 . 9 9

9  9 9
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1 5 ,9 9
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7 9 9

19 .99

6 . 9 9
1 7 . 9 9
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12,9
-  5
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-  5

10 .9
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7 . 9 9

1 3 , 9 9
8 , 9 5
0 . 9 5
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1 4 .
9 9
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NEW TITLES
1 6  9 9

1 1 . 9 9
1 5 , 9 9

1 5 - 9 9

2 6 . 9 9
1 6 . 9 9

2 6 , 0 9

SPECIAL OFFERS
A r m a u e d d o n  M a r t
Ha l l y h o d S
B a r d s  T a l e  1

l a c k j a c k  A c a d e m y
C i t y  D e f e n c e
D a r k  C a s t l e
At h e ism ,
Em p i r e

o r n e r i e r  M u s t  D i e
F u s i o n
F o r t r e s s  U n d e r g r o u n d
G a r fi e l d
H o l l yw o o d  H i j i n k s
In c  S h r i n k  S p h e r e
L a s  V e g a s
M o n i s
M i n d fi g h t e r
N i g e l  M a n s e l l
N o r d  a n d  B e n
P e r r y  M a s o n
H e t U r n  o f  t h e  J e d i
S h a d o w y / a t e
S k y c h a  s e
S p e a d b a l l
S t r i p  P o k e r  2 +
W i s h b r i n g e r
Z o o k  1  o r  2
T e t l e S

/111)
7 . 9 9
8 . 9 9

7 . 9 9
9 . 9 9
8 . 9 9
7 , 9 9
8 . 9 9

9 . 9 9
7 . 9 9
7 . 9 9
7 . 9 9

7 . 9 9

7 . 9 9
7 . 9 9
9 . 0 9
7 . 9 9

1 0 . 9 9
9 . 9 9
7 . 9 9
7 . 9 9
7 . 9 9

7 . 9 9

13.99
7 . 9 9
3 . 9 9
7.99
8 .9 9
7 .9 9
8 . 9 9
3 . 9 9
9 . 9 9

7 . 9 9

7 . 9 9
7 . 9 9
/ . 9 9
7 . 9 9

1 1 . 9 9
9 . 9 9
7

1 0 .
9 99 .9 9

7 . 0 9

8 . 9 9

7 . 9 9

1 9 . 9 5

9 . 9 0

Titles marked • a re  not ye t ava ilable  and will be  sent on da y of
release
Please solid cheque  PO Acce ss Vila  number and n o t ry date to

TAVBRIDGE LTD
Dept THOU. 8 Buckwins Square. Burnt Mills,

Basildon. Essex SS13 111.1. Tel 0268 590766

P&P Inc UK on orders over E5 00 Less than ES 00
and Europe add El per item Elsewhere add E2 00
per item for airmail These offers available by MAIL

ORDER only Telephone, 0268 590766
Please state make and model of computer when
ordering
.



THIS MONTH!
•  3D POOL Ge t to the front of the cue!
•  ALTERED BEAST: Transformed!
•  WEIRD DREAMS: Put to bed a t last
•  THE PROMISED LANDS: Go forth and multiply'

T PS
POPULOUS: THE
PROMISED LANDS
(Electronic Arts)
The Populous expansion
disk offers more than just a
graphic overhaul — much of
the game logic has been
tweaked, which means that
many tactics already develo-
ped have t o  be  replaced.
Fortunately the  cavalry is
here in the form of Bullfrog
Productions A  THE BIT PLAINS

A  THE  WI LD WEST
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Bit Plains? This is a good beginner's landscape as
It's designed to allow you to master the more intricate
strategies. Bui l d Saloons as these pr oduce twi ce as
many people and the  best weapons. One  pr obl em is
that due to the desert terrain people die out quickly if
left to walk around,  so keep as many people settled as
possible.

BLOCK LAND
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from all the other  landscapes, as violence is not
encouraged. In fact you LOSE manna for each fight you
win. Tr y not to kill the opponent's Knight or  Leader as
this gives him enough manna to volcano you.

REVOLUTI ON
FRANCAI SE

T HE  most  conventi o-nal landscape,  a s  i t
doesn't d i f f e r  g r e a t l y
from t he  or iginal  Grass
landscape which was used
as a  base.  Mos t  o f  t he
techiniques that  won i on
Grass w o r k  he r e ,  b u t
bear in mi nd that  i f you
defeat a knight or  leader
you are rewarded with an
enormous a m o u n t  o f
manna.
V

T HI S landscape is the toughest of the five because,as the graphic style suggests, it was designed to be
perfect for  the computer  player. Castles are the most
powerful  buildings of  the lot,  as they produce seven
(count 1
e m )  
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than any other  building. I t's a combination of this and
the computer 's ideal  styl e o f  play,  t ha t  means i t
produces l ots of  peopl e ver y quickly.  T o  keep t he
computer  under  control, you must rstrict his empire to
no mor e than three castles.

A

T 'N'HE screwiest wor l d1 o f  the lot.  Whi l e six
of t h e  t e n  bui l di ngs  b e -

▪ ha v e  normal ly,  th eother
five cause the population
to decrease r ather  than
increase, a l though t he y
produce a  l ot  a l  manna
and high-level  weapons.
For the best results and
an e v e n  w hi t e r  w a s h,
keep a  balance between
the two types of bolding,
so y ou ge t  t he  best  o f
both worlds. To help you
do this, here's the obser-
ver's guide to Silly Wor ld
buildings. The  regular six
that b e h a v e  nor m a l l y
look l ike this:

While t he  wacky fi ve
are identified thus:
1 1 8  9 10 (wacky)

INDIANA JONES
AND THE LAST
CRUSADE:
THE GRAPHIC
ADVENTURE
(US Gold/Locasflim)

At the end of last month's nail-biting episode. Indy was
left stranded i n the  catacombs below Venice wi th
seemingly no way forward. All that was left to do was
For Indy to pull the suspicious looking torch on the cave
wall. BUT! I t  was surprisingly stiff and in need o f
lubrication (honk!). Now at last we can proceed with
this thrilling tale
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the street,  collecting the skeleton's ar m on the
way. G o to the table wi th the young couple dr inking
wine. LOOK at the wine bottle,  then TAKE it and USE
it with teh fountain to fill it wi th water.  Go back to the
catacombs, into the room wi th the torch and USE the
wine bottl e wi th the torch.  Now  P ULL the torch t o
open a trap door  to the next level!
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bridge t o  the  tun-
nel o n  t h e  r i ght  a n d
LOOK at the inscriptions
which refer  to two diffe-
rent accounts of the Grail
found in the paperbound
Grail Diary.  Make a note
of what these inscriptions
say as they are invaluable
later, w he n i t  comes us
choosing t h e  c or r e c t
Grail,

T MIS r oom is si tuated directly under  the r oom onthe first level that's flooded by water. To drain the
pool above,  USE the hook (attached to the skeleton's
arm) wi th the wooden plug,  and then USE the whi p
wi th the hook. This opens the plug, releasing the water
safely. Leave the way you came in. I F
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just drained on the way, and enter  this room. USE
the red cordon with the machine and turn on the wheel
to start the machine and lower an al l -important bridge
on Level Two.

A  7 - H E S E  thr ee statues for m a combination lock for
I  t he  wooden door  next to them.  Look at the Grail

Diary (the computer  version) to see two pictures of the
statues -  the l eft page shows the  configuration that
opens t he  door .  The  r i ght page is labelled "cer tai n
death",  but if you do accidentally reach this configura-
tion, you are only taken back a few rooms. Push the
right-hand statue unti l  i t is correct, then do the same
with the left-hand statue and finish with the one in the
centre.
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xylophone made from human skulls, which forms
another  combination lock for  the door  to the  r ight.
Look a t  the computer  Grai l  Di ar y t o see a  musical
score wi th five notes on i t,  which correspond to the
skulk. A note on the top row is equivalent to the left-
hand skull, thor ugh to the bot tom r ow which equals
the r ight-hand skull. Wr i te down the positions of the
notes, convert them into the relevant skulls, and press
them in that  order  to open the door  (i f you make a
mistake, carry on unti l  the door  opens and shuts and
start again).

A  O U R  final  destination i n t he  catacombs is t he
resting place of the second Grail Knight.  It's on the

far r ight of the level, near  the bottom of the screen.
Once you are there, open the casket and look at i t to
gain vital information.  Then walk to the grating, open
the rusty lock and walk through.  Go back to the street
via the manhole and watch the fol lowing scene.

• a  •

Hi! I'm SWUM tint i tather  ,tatatta Sc the one I'm wearing.
;WON, out of tr a tans' me a a message for  m e  COlorietl
Where le the prteorierliorge cam to interrogate namb
O t t e r  e n  i t e m  T h r o w  a  Pu n ch
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high-ranking G e r m a n offi cer .  H e  i sn' t  v e r y
bright, but  he onl y believes you i f  you keep up the
charade. Make a mistake and it's fisticuffs time.  Once
you are past him, enter  one of the adjoining rooms (a
cloakroom) and pick up t he  servant's uni for m,  but
don't put  i t on just yet.  These Naz i  guards aren't as
stupid as they look -  if the same one sees you twice in
different attire,  he won't  stop to ask your  name.
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thoughtful  approach -  ask him how he is and get
him t o give you his dr inking stein (i t's pretty obvious
how this is done).  Once you have it,  select TALK and
ask some probing questions to gain mor e information
before leaving.
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and push the suit of armour.  Hi s battleaxe falls
and makes a  large cut in the  r ug -  which comes in
handy later.
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the Austr i an Ca s -
tle, cl i ck a n  t h e  ope n
door to be greeted by a
Butler. D o n ' t  b e  t o o
direct wi th him -  there's
a w a y  o f  mak i ng h i m
leave you i n peace.  Tr y
enquiring about his rela-
tives, a nd br i ng up t he
subject of Otto.

A
I  N the kitchen, you need

to ge t  your  hands on
the r oast  boa r  cooki ng
away on  t he  spi t-roast.
USE the stein -  unfortun-
ately it's empty,  but  you
can fi l l  i t  i n  thi s  ver y
room
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guard. T h i s  t i m e
your 'undercover  officer '
routine doesn't  c ut  a ny
ice, so you need another
excuse to be wearing that
leather jacket. I f you can
carry of f  this stunt,  you
can e v e n  m a k e  s o m e
money. But  don't  be too
greedy -  if the guard asks
the price of a jacket, keep
it streetwise or  you blow
your cover.
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Take part in twelve different competitions Race in
any of six vehicles. including a Jet-Ski for the bonus
levels Pit your speed, skill and endurance against
the elements and eight other competitors in a hard
fought battle (or positions Races take place on
various terrairs, affecting each of your vehicles in
different Way5 So throw caution to the wind and drive
for all you're worth to reach your ultimate goal

Drivin' Force runs in FIFTY FRAMES PER SECOND
— the same speed as the fastest arcade machines
— so go to your local computer shop and ASK FOR
A DEMONSTRATION better still — BUY IT'

Donato out of rz comperthons is lost one of the many choices
lieu coo make

We'd (Mete you for thanking you were in the Arcades

Race on the most !tetanus tracks, over 'om it  and hats as psis
attempt to boat your opponents to the ()Nish

50 FRAMES PER SECOND!
Six pieces of driving music

•  12 different competitions
•  50 frames per second
n  30 different tracks
E  No disc swapping (950K on disc)
E  6 different vehicles
E  5 varied terrains
E  Practice option
71 Choice of country I male or female

Joystick or mouse control
8 opponents

AVAILABILITY:AMIGA (24.95 November '89
ATARI sr (19,95 February '90

ASK YOUR STORE FOR A DEMONSTRATION

IQIF i c  Software
5 MIDWOOD HOUSE • MIDWOOD STREET • WIDNES • CHESHIRE WA8 6BH • Mt 051 2
• 7 3  5 9 4 3
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fake flesh covering falls off piece by piece,
revealing stark cyborg interiors.
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coin-op i s  o n e
thing, b u t

squeezing t h r e e
screens i n t o  o n e ?
Gary  W h i t t a  dusts off
his p y g a m a  t r o u s e r s
to  p u t  Vi rg in 's  l a t e s t
Ta i to  c o n v e r s i o n
through i ts  paces.

a nd b e e n  r e pl a c e d b y  a  pol i c e  s t a t e
cont r ol l ed by  a  n e w  Pr es i dent ,  t he  evi l
di c t a t or  Bangl e r .

Wi t h  t he  a r m y ,  pol i ce  a nd t he  cr i mi -
nal  unde r gr ound  al l  a t  Ba ngl e r ' s  c om -
m a nd.  no - one  da r e s  s t a n d  i n hi s  w a y .
E x c e pt  t he  Ni nj a  War r i or s ,  t w o  r obot s
ski l l ed i n t he  a r t  o f  Ni nj i tsu,  bui l t  by  a
smal l  b a n d  o f  r e be l s  a n d  s e n t  o u t  t o
a s s a s s i na t e  Ba ngl e r  a n d  r e s t or e  f r ee-
dom  t o  t he  ga l axy . . .

So goe s  t he  r a t he r  unl i ke l y  s t or y l i ne
for  The  Ni ni a  Wa r r i or s ,  t he  l a t e s t  i n a
l ine of  Ta i t o  c oi n- op c onv e r s i ons  f r om
Vi r gi n a nd The  Sal es  Cur v e  ( a f t e r  Si l k-
w or m ,  Cont i ne nt a l  Ci r c us  a n d  G e m i ni
Wi ng ). Thi s one  w a s  a r gua bl y  the  m os t
di ffi cul t  o f  t he  f our  t o c onv e r t ,  t h a n k s
t o t he  coi n-opts  i nnov a t i v e  m e t h o d  o f
us i ng t h r e e  m on i t o r s  s i de  b y  s i de  t o
cr eate  a  C i ne m a s c ope - s t y l e  p l a y i n g
ar ea.

t ' s  1 9 9 3  a n d  A m e r i c a  h a s
c ha nge d a  l o t  s i nce  t h e  f a m i l i a r
da y s  of  Bi g Ma c s  a nd  The  Br a dy
Bunch.  A f t e r  a  b l oody  c oup,  t h e
soci e ty  w e  onc e  k n e w  ha s  fa l l en
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Ninja Warriors are armed in two ways -
limited supply o f  shur ikens comes I n

handy for  long-range combat,  but when these
are exhausted (or  the enemy lets in too close)
twin hand-held knives come out  and jugular
veins start opening up.
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diers are easily dispatched with a couple of
shurikens or  a quick slasli to the throat.  The
rest ar en't so easy. These hunchbacks have a
nasty habi t of  leaping ar ound the screen and
blocking your shurikens, so it's necessary to get
in close and slash away.

I r  his tank is invincible -  not even a Ninja can
take on 10 tons of trundl ing steel! For tun-

ately the big cannon doesn't fire, but the driver
occasionally appears to let rip wi th the machi-
ne gun,  and it's then that he's vulnerable -  get
up there quickly and slit his throat!
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T he Ninja Warriors is the work of
Random Access, The Sales Curve's in-
house programmingidesign team.

Formed just over a year ago, Random Access'
Ant project was the conversion of Technost
excellent shoot lem up coin-op Silkworm. The
team comprises Project Manager Simon Pick (an
ex-Commodore 64 programmer responsible
for the drum synthesiser Microrhythm
amongst other things), programmers Ronald
Pieket Weeserik and John Croudy (neither of
whom had programmed any commercial 16-bit
games before Silkworm) and graphics man
Ned Langman,

When the job of converting The Ninja
Warriors tirst arose, the Random Access boys
took a look at the co in
-
o p  a n d  
w e r e n ' t  
t o o

fussed. The decision to convert the three
screens into a I
C i n e m a s
c o p e
l  
f o r m
a t  
w a
s  
m a
d e

right at the start, but it  wasn't until Taito's
original graphic files arrived that the first
probtem popped up — there were more than
three megabytes of them!

Shrinking and fitting the graphics into the
humble ST and Amiga was carried out via a
custom-written utility. The coin-op files were
downloaded into the program which redrew
them at half the original size and recoloured
them. The coin-op sprites and backdrops used
64 colours each, which had to be scaled down to
16 on the Amiga and eight on the ST.

Even in the final c o mp re
s
s e d  f o r m ,  
e a c h  
l e v e l
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ESS MEMORIES
couldn't be loaded in one go (with IS screens to
a level, and 32K of graphics for each screen,
that's hardly surprising) so a 'constant load'
system was devised whereby the next pan of a
level was loaded every five or six screens —
fortunately the loading time is only a couple of
seconds, so gameplay isn't affected.

As well as the graphics files, Taito also
provided all the alien data, so the boys were
able to accurately plot the positions and actions
for all the enemies — a much more reliable
method than just playing through and hoping for
the best. The sound was sampled directly,
thanks to the coin-op's test mode that plays out
all the sound effects one by one.

With work on The  Niti la  Warriors com-
plete, the team is now turning its atten-
tion to  the Sales Curve's latest coin-op
licence — jaleco's horizontally-scrolling
shoot tem up Saint Dragon, As Simon says:
"We'll be using many of the techniques we
developed during Silkworm. Nevertheless
we've got a good six or seven months of work
ahead of us, so don't expect anything until mid
1990."

But best of all, The Sales Curve is currently
considering the possibility of producting Silk-
worm II. Apparently, the Random Access team
is just bunting with ideas that came up during
the development of the original, but because
they were limited to producing. Work won't
begin until early next year (at the earliest), but
t should be well worth the wait.

S he horimntallyeecroNing levels o f  cut instaslash action await the two cyborg Ninjas,
gradually loading them from the slum quarters
to gantlets heavily-guarded mansion.
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the Army Base on the second level. The
troops Increase in variety here -  look out for
fire-breathing Mtr ideMer i ,  Ninias who appear
and disappear without warning and solider'
who swoop down fr om the sky on mini  hang-
gliders!

l y s  hose of  you blessed wi th a  sick sense of
humour may enjoy the occasional alterca-

tion with this rabid dog. Hit it with a shiariken
or cut its throat and i t dies with a  horrible
agonised yelp that makes your skin crawl.
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The s e  da y s  1 6 -bi t  ga r n-
ers a r e  p r a c t i c a l l y
spoi l t  for  choice w h e n  i t
c om e s  to s hoot  'ern ups ,
s por t  s i m ul a t i ons ,  a r ca -

de  a dv e nt ur e s ,  r a c i ng ga m e s . . .  e v e r y -
thi ng i n f a c t ,  e x c e p t  f r o m  a n y  qua l i t y
be a m  'er n ups .  A p a r t  f r om  t h e  br i l l i ant
I K f ( w h i c h  i s  n o w  o v e r  a  y e a r  o l d ) ,
the r e 's  v i r t u a l l y  n o t h i n g  t o  s a t i s f y
w oul d- be  N i M a s  -  o r  a t  l e a s t  t h e r e
w a s n ' t  unti l  now .  R a n d o m  Access*  con-
ver s i on s uc c e e ds  w h e r e  a l l  t h e  o t he r s
ha v e  fa i l ed -  i t  fee l s  good  t o  pl ay .  T h e
a c t i on n e v e r  l e t s  up ,  a s  t h e r e  a r e  a l -
w a y s  pl e nty  of  thi ngs  to ki l l ,  a nd,  m or e
I m por ta nt l y ,  t h e  c o m b a t  m o v e s  d o n ' t
t a k e  fi v e  s e c o n d s  t o  e x e c u t e  -  o n e
qui ck  s t a b  o f  the  fi r e  b u t t o n  is e nough
t o  gor e  a n  e ne m y  sol di er .  Be c a us e  t he
c om ba t  m o v e s  c a n  b e  e x e c u t e d  s o
qui ck l y ,  y ou  c a n c ut  y our  w a y  t h r ough
a w ho l e  pl a toon of  soldier s w i t h o u t  t oo
m uc h t r oubl e .  T h e  s a m pl e d l ur ght• a n d
s qui r t  o f  b l ood t h a t  a c c om pa ni e s  e a c h
kil l  a d d s  t o  t h e  f un,  a s  doe s  t h e  t w o -
pl a y e r  e l em ent,  w he r e  the  pl ayer s  ha v e
t o  c ov e r  e a c h othe r s '  ba c k s  t o  sur v i ve .
The  g r a p h i c s  a r e  a  l i t t l e  b l o t c h y  i n
pl aces a nd  a  w i de r  v a r i e t y  o f  s a m pl e d
s ound w o u l d  h a v e  b e e n  ni c e ,  b u t  i t 's
t he  s t r e n g t h  o f  t h e  g a m e p l a y  t h a t
m a k e s  i t  w h a t  i t  i s  -  one  o f  t h e  be s t
be a t  eem ups  t o  da te .

P RI CE
R E L E A S E  D A T E
G R A P H I C S
S O U N D
pLANIABILITy
V A L U E

O V E R A L L  8 2 %

ST

E 1 9 . 9 9
O u t  N o w

8 0 %
8 2 %
8 4 %
7 1 %

It m a y  be s pr e a d a c r os s
t hr e e  di sks ,  but  a t  l eas t
thi s  v e r s i on doe s n't  a s k
y ou t o  s w a p  t h e m  t o o
of t e n -  onl y  a bout  onc e

e v e r y  t w o  levels.  The r e 's  l i ttl e  c ha ng in
the  gr aphi cs ,  the  pr ice r e l ease da t e  a nd
r a t i ngs  f or  t h a t  m a t t e r .

A l t h o u g h  the  poss i bi l i ty
ha s n' t  b e e n  c om pl e t e l y
r ul ed o u t ,  t h e r e  a r e  n o
Pl ans f o r  a n  I M B -
c om pa t i bl e  v e r s i o n  a t

the  m om e nt ,  D on ' t  hol d y our  br e a th. . .

•
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Wiping o u t  t h e  capitalist
imperialist th rea t  requires
help f rom the boys in  the
bunker at PSS

The central p rob lem in
Confl ict: Europe is break-
ing through the enemy's lone
of defence (or attack, as the
case ma y b e ),  and  wh a t
makes th is d ifficult is  the
enemy units you engage are
often just to o  strong, and
they end up wiping you out
rather than the  other way
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D A N I S H  I  C O R P S
ARM 2  A I R  1  S L I P  1

D A Y  1  M O V E M E N T
P O P  1 0  0 0 0 , 0 0 0  R A D  0

CONFLICT: EUROPE
(PSS)

around. The key to reducing
the strength o f the enemy,
and subsequently wiping out
its units, is via supplies.

In any war supplies are a
crucial factor, and Confl ict :
Europe i s  n o  exception.
Every unit relies on supplies
coming through to the front
line t o  strenthen i t  -  and
that includes yours as well.
Concentrate more time and
effort o n  h i t t i n g  t h e
enemy's supply dumps and

command posts. This means
it w i l l  have less t o  use
during its rebuild phase and
will s l o w l y  d win d le  i n
strength and eventually be
killed in battle.

The m o s t  e f f e c t i v e
method o f  affecting t h e
enemy's suppllies is via the
Air Missions — options like
Deep Strike and Iron Snake
are v e r y  effective, d e s -
troying supplies a t  t h e i r
source, but need to be used
with care.

-

THE BIG BANG
It's possible t o  wi n Confl i ct:  Eur ope wi thout the use of  nuclear weapons. I n fact i t's
better i f  you do,  as you finish wi t h  a higher command ability percentage. I t  is  tempt ing t o
do so all the same and, in fairness, the nuclear option can be very effective if used properly.

One thing wor t h  remembering is  that  i f  you intend t o  use nuclear weapons, make sure
you set your reflex strikes beforehand, and let the enemy know they have been set.

Try t o  st ick t o  t he smaller fireplans, such as ones that  attack single targets. The mos t
effective strikes are those that  attack eight  nil/ road areas, o r  f our supply depots, as these
can have crippling effects. A  good rule o f  thumb is: any  fi replan that  requires t he second
fireplan code t o  be  entered is  pret t y  risky. Tr y  t o  s teer c lear o f  mass unit  destruction
strikes, as t he enemy, depending on  t he current  situation, could wel l  consider a  full-scale
strike (or at least one equivalent to yours) in return.

TIPS
ALTERED BEAST
(Activision)
The la test  i n  Activision's
seemingly never-ending line
of Sega coin-op conversions
is one o f  i t s  toughest t o
date — at least it was until jet
Gamon revealed h is  h o t
tips.

Success i n  A l t e r e d
Beast is  a ll down t o  the
mastery of a few basic tech-
niques and learning how to
deal with the monsters. The
main ru ld  o f  thumb is: f o r
anything that 's coming a t
you along the  ground, h it
with a squatting punch, whi-
le a irb o rn e  o r  ju mp in g
adversaries should b e  h i t
with the  fall-back-and-kick
routine.
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doesn't r equi r e a ny
particular tactic, as long
as you destroy it before it
explodes —  f o r  t h a t
reason t h e  l ong- r a nge .
moves a r e  m os t  ef fec-
t ive.

T a HE G houl  punches1 ou t  a t  you,  but  he's
easily deal t wi th — duck
under his punch and give
him one back to kill him.

" ' H E  G r a v e  Ma s t e r
can't b e  de f e a t e d

quickly or  easily. Persev-
erance is the key,  so just
keep hi tting him unti l  he

HE Gargoyle is out of
your r ange much of

the time,  so wai t unti l  he
comes down l ow on you
before kicking up at him.

T HE  End of Level Bossis best deal t wi th us-
ing the 'Big Burn' special
weapon available while in
Werewol f form, or  al ter-
natively by getting in clo-
se, goi ng down on your
hands and knees and pun-
ching away at the base.



TiP

T HE  Rattle is the one ofthe o n l y  v ul ne r a bl e
parts of the Snake, so if you
can't kick i t  before i t rises
out of reach, just stay away.
and kick up to knock off i n
head as i t comes down.

N ° T H I N G  fancy aboutthe Whiptai l  j us t  give
it a hefty kick.
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destroyed i n  Dr a gon
mode of  flying underneath
the cup and doi ng a  Field
Burst continually.

LEVEL THREE

T HERE are two ways ofdealing wi th the  Ants:
either j ump at them or  hi t
them w i t h  a  wel l - t i med
squatting punch.

T HE  Snai l  i s  bes t  l e f talone unt i l  y o u  a r e
armed w i t h a t  l east t w o
power orbs, when a kick in
the head will kill it.
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ase of  the Guar di an,
and push i t back as far as it
will go. When i t starts firing
at you,  walk back into the
centre and spin into them.

"Illerngt 1
1111
-

LEVEL FOUR

" ' H E R E ' S  onl y one new
1 monster  on this level -

the Ha m m e r  Devi l .  Wa i t
for h i m  t o  s ta r t  comi ng
down,  t he n m ov e  sl ightly
left a nd do standing pun-
ches to the right.
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Guardians t o  destr oy
-  just keep thr owi ng fir e-
balls at him until  he coughs.

T HE  Boar  behaves l i keLevel One's Grave Mas-
ter, and so should be deal t
wi th in the same way.  Just
keep punchi ng away  unt i l
he dies.

LEVEL FIVE
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a coupl e o f  squatti ng
punches. •

T HE  Fish are similar tothe Ants ,  a nd s o i t 's
better  t o stay out  of  thei r
way or  kick or  squat-punch
them.

k r i c o u s c  up as the Un-
nl i c or n j um ps  a t  y o u
works wel l ,  but  only i f i t's
perfectly t i med -  practice
makes perfect.

T HE  End of Level Rhinoneeds spec i a l  t r e a t -
ment.  W a i t  f o r  h i m  t o
charge a t  you,  t hen do a
low j um p fol l owed b y  a
Horizontal  Bur n -  keep on
doing this until  he croaks it.



M ost advertisements are legal, decent,M  honest and truthful. A few are not,
and, like you, we want them stopped.

I lyou would like to know more about
how to make complaints, please send for
our booklet: 'The Do's and Don'ts of
Complaining'. It's free.
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DEPT, 55 HARROW DRIVE,MAIL ORDERS

HARDWARE:-
A500 * Modulator • W B. 1.3* E230 &ware Pack • Phone Paint
520 STFM * Ranarama Game 4 Tutorial * 7 &Ware Titles+ 10 Disks • Mouse Mat
520 STFM 'Powet Pack' inc E550 Stware
A500 * Modulator * WB 1 3+ Batman (The Movie * E100 &Aware ...

....E379.95

...C344.95
E364.95

Amiga l ,.;. Meg HAM Eke with Clock * l Meg Demo
Monitors. Printers and all other Accessories

.. ,,,,,, E99.99
E PHONE

3112" QUALITY DELIDS DI SKS
I 0 C7,95 5 0  (32.99 1 0 0  E60.99

ID  D O D S  Disks, S tor a ge  Box , Disk Drive
Gleaner. Mouse Mat, Mouse Holder, 19en Ext

All Disks Come Boxed in 10's iNkit Bulk Packed) Lead. Joystick E29.00

Competition Pro 5000 M AKI Komi Speedking (Auto) E9.99
Komar Navigator C10•50 Competition Pre  5000 Xtra t12•99

SOFTWARE:- ST A I W A AT AMIGA
Fairm 15.99 1 9 5 0 P atsy  S1131 1279 12 79ST AMIGA tence-Mssel 1290 1 2 9 9 P G o w n *  S ane 15 79 15 79k i  POLS 1 2  79

S wan Bean 1 3 7 9
A PO 1 2 7 9

it.
16 70
12 79

F16 C a de t Plot
Fenn I  1
F i l e t '  Scam

15 1 5t ,  9 0
16.79 * 7 9
1379  1 6 7 9

P P 71  1 5  79is 1 0 7 9
N ouns  P ions  l a t  7
9 9

15 79
1679
799AAtuniagen 1 5  79

Bal Ozerpanv 1 2 7 9
15 79
19 79 1-093110e Wa ts

Tutu* Wets
1179 1 1 7 9
15 79 1 5 7 9

Poseret9 1 1 3 7 9
No l e ts  Ta t 1 5 9 9

15 79
15 99Skeen' al PlAve 1990 1 5 7 9

eaekok MOT 1 3  79
15 79
1679 F M R a t e r

Gass  Fate
15.99 1 5 9 9
13 79 1 6 7 9

P raxis M rs
Csoretta t

a n
1279

15.79
12 79Batman II 1 2  79

'Me
15 79

Gemini Mc% 12 79 1 2 1 9 Ratirod Warner 1579 15 79 kB ie r s  M e e  1 2  79
Flattreess 1 5  79

15 79
16 79 Grosetmotes ii 13.79 1 6 . 7 9 Red Hee 1179 15.79

a e le tia ls  1942 1 6  79 1879 l i
G
n
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e
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15.79 1 5 . 7 9 A t  Lua ng 20 5D

React S ten 1 2 7 9
Bede Wawa 1 5 7 9

1579
1579

Ince A last Causaze
talti l ltaile
Inkeemn

13.79 1 3 7 9
15 79 1 5 7 9
1579 1 5 7 9

RS% Dates:us
% S o t
ItS /F Roma

1579
12 79
1519

15.79
15 79
15.79

Flood l e a n  1 5  79
Moodissph 1 5  79
!kerbs A w n

i n
15 79

P e n

wol tracts
1 Cars FFurn Deem
n e t =

1179 1 1 7 9
1999

12,79 1 2 7 9

SP•Ob
Slu Atrrn
Sr. CS

1279
1 2 7 9

-

12 79
 1 2  79

1950Cabe 1 2  711
Caplan Eked 7 . 9 9

15 79
793 kick 01 1179 1 2 . 7 9 W m 1379 13 79

Cherders al ST atm 1 2 9 0
Ckaos Seem Pace 1 2  ea

1599 Krotears
L a r r a

15.79 1 5 7 9
12 79 1 2 7 9

Seem-ma a r t  I At
Sector

1579
12 79

15
7915 79

Chase I-C 1 1 7 9
Ctenetcp 90 1 1 7 9

15 79
12 79

Last Win II
Lear S ipe
110n11611

16,79 1 6 7 9
12,79 1 2 7 9
1279 1 2 7 9

Slinmes 1 etta
Styx
9 1 0  Car

1519
12 79
1579

1579
12 79
1519

C a l a  E i n e  1 5 7 9 15 79 1219 1 2 . 7 9 Sup9 Cluss6 1579 15 79L o w s  to KA
Let A Dote
Lott Toon

Qtriirenial CAW& 1 2 7 9
Outwits  1 1 7 9

12 79
15 79 19.50

15.79 1 5  79
Surer We nn RN
S e t a  al 146106

1379 16 79
16.79Owners Te tt 1 2 7 9 12 79

L o t  el S arg a r t 18.90 The L ail Ptlin i 1279 15 79
Dray:01Sn, 1 2 7 9 15 79 MAMA MAISMACT 12.79 1 2 . 7 9 Te a t 1299 1299Drageo 5pie 1 1 7 9
Stagers Ls  •

12 79
2950 Palmitin  2 2

Mr 1101
1619 1 6 . 7 9
15.79 1 5 7 9

Inad 1
L e i l a  CIS

15 79
13.79

15.79
13.79OCSAMT1 1 9 5 0 1950 M t.," Patel 12.79 1 2 . 7 9 i n atal u t i t ri 1279 15 79anon Porce 1 5 9 1 3 1599

Ne w 7 6 A rd  Salley 12 79 1 5 7 9 'Ater% 10 99 1010ovnin Deanna' 1 9 7 9
Omen*/ Dui 1 3  79
Etrperct cil as Wee  1 5 7 9

15 7916 79
15 79

N o t  A Scull
Opener  %WI

15.79 1 5 . 7 9
12 79 1 5 . 7 9

%Mord Offierre
Term II

1679
1510

15 79
1599

Eye ol Hone 1 5 7 9 15 79 Ormnion Murdwhai 12 79 I S M Xstrworth 15 79 15.79
laSporty I 3 ?co 1 1  PEI 3

,
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The Advertising Standards Authority.
We're here  to put it right.

sASA Ltd., Dept. Z. Brook House. Torrington Place. LondonWC IL 7HN
This space is donated in the interests of high standards of advertising.

WARNING

THIS DISK
COSTS
E14.99
It's against the law to pirate
software. You can be fi
n e d  1 2 , 0 0 0or go to prison for six months.
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1 1
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,
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M y infourPabon on piracy
should be passed to
The Federation Against Software Theft
telephone 01-240 6756

THIS DISK
COULD COST

£2,000

PIRACY
IS THEFT



AMIGA/ATARI GAMES SOFTWARE

Afterburner 15.95 1995. Grand Prix Circuit  1 8 . 9 5 18.95 Si lkworm  1 4 . 9 5  1 4 . 9 5
Al bedo 13.95 13_95 Human Killing Machine  1 3 . 9 5 13.95 Savage  1 3 . 9 5  1 6 . 9 5
Alien Syndrome 9,99 9.99 Honda RVF 750  1 7 , 9 5 17.95 Strike  8 . 9 9  - - _ - -
Archipelagos 16.95 16.95 Hit Discs Volume 2  1 6 . 9 5 16.95 Strip Poker 2+   1 1 . 9 5  1 1 . 9 5
Arturo 15.95 Heroes of the Lance 19.95 Super Hang-On  1 8 . 9 5  1 8 . 9 5
African Raiders 13.95 13,95 Hostages  1 6 . 9 5 16.95 Skweek  1 5 . 9 5  1 5 . 9 5
Alien Legion -- 16.95 ncredible Shrinking Sphere 1 3 . 9 5 -- -- Super  Scramble  1 4 , 9 5  1 4 . 9 5
Ar thur 16.95 nternational  karate +   1 6 . 9 5 16.95 Super  Wonder  Boy  1 8 _ 9 5  1 8 . 9 5
ARES 1195 14.95 ndiana Jones  1 4 . 9 5 14.95 Scapeghost  - -  -- 1 4 . 9 5
Altered Beast 18.95 18.95 ndiena Jones Adventure  1 8 . 9 5 18.95 Star Wars Trilogy P H O N E  PHONE
Action Fighter 17.95 17.95 nterphase  2 1 , 9 5 21.95 Shinobi   1 4  95 1 4 . 9 5
Bloodwych 18.95 18,95 vanhoe P H O N E PHONE Super  Quintet  1 8 . 9 5  1 8 . 9 5
Battlehawks 1942 19.95 19.95 Jet  2 7 . 9 5 27.95 Sword of Twi l ight  1 8 . 9 5  1 8 . 9 5
Balance of Power 1990 16.95 20.95 Joan of Arc  1 5 . 9 5 19.95 Strider  1 4 . 9 5  1 4 _ 9 5
Barbarian 2 13.95 16.95 Journey 21,95 Stunt Car Racer  1 7 . 9 5  1 7 . 9 5
Bards Tale 2 18.95 18.95 Jigspell  1 1 . 9 5 Test Drive 2   - -  -- 1 8 . 9 5
Bismark 18.95 18.95 Jck Nicklaus Golf 18.95 The Real Ghostbusters  1 3 . 9 5  1 6 . 9 5
Beyond Zork 16.95 Kennedy Approach  1 3 . 9 5 16.95 Time Scanner  1 6 . 9 5  1 6 . 9 5
Blasteroids 16.95 16.95 Kenny Daigleish Soccer .  13. 95 13.95 Typhoon Thompson  1 5 . 9 5  1 5 , 9 5
Blood Money 17.95 17.95 Kick Off  1 4 . 9 5 14.95 The Last Ninja 2   1 8  95 1 8 9 5
Bomb Disposal PHONE Knstal 20_95 Thunderbi rds  1 3 . 9 5  1 3 . 9 5
Borrodino 20.95 -- -- Kult  1 3 . 9 5 16.95 Trained Assassin   - -  -- 1 6 . 9 5
Bridge Player 2000 14.95 15.95 Kingdoms of England  1 7 . 9 5 17_95 TV Sports Footbal l    1 8 . 9 5  1 8 . 9 5
Battle Chess 18.95 18.95 Leonardo  1 4 . 9 5 14.95 Triad 2  1 8 1 5  1 8 . 9 5
Battletech 20.95 20.95 Leaderboard Coll Birdie  1 8 . 9 5 18.95 3D Pool Chal lenge   1 3 . 9 5  1 4 . 9 5
Bio Chal lenge 16.95 16.95 Legend of the Sword  1 6 . 9 5 16.95 Untouchables P H O N E  PHONE
Basketball 16.95 17.95 Little Computer  People  8 . 9 8 -- -- Vigi lante   1 2 _ 9 5  1 2 . 9 5
Batman the Movi e 11315 18.95 Lombard RAC Rally   1 6 . 9 5 16,95 Verminator   1 6 . 9 5  - . -
Battle Valley 16,95 16.95 Lords of the Rising Sun 21.95 Vindicators  1 6 , 9 5  1 6 . 9 5
Bomber 21.95 21.95 Licence to Kill  1 5 . 9 5 15.95 Virus Killer  8 . 9 5  8 . 9 5
Bridge Player 2150 18.95 18.95 Lancaster  1 8 . 9 5 18.95 Voyager    1 8 . 9 5  1 8 . 9 5
Chariots of Wrath 16.95 16.95 Lightforce   1 8 . 9 5 18.95 Warships  2 0 . 9 5  - - . - -
Castle Warrior 14.95 14.95 Manhunter  New York 20.95 War in Middle Earth  1 3 . 9 5  1 3 , 9 5
Chaos Strikes Back 16_95 -- -- Monopol y Deluxe  1 5 . 9 5 15,95 Weird Dreams  1 8 . 9 5  1 8 . 9 5
California Games 13.95 Mr  Heli  1 6 . 9 5 16.95 Wrangler   1 0 . 4 9  1 0 . 4 9
Chessmaster  2000 16.95 9.99 Night Raider  1 3 . 9 5 Water loo  1 9 , 9 5  1 9 . 9 5
Computer  Hits Volume 2 13.95 New Zealand Story  1 4 . 9 5 17.95 Xybots  1 5 . 9 5  1 5 . 9 5
Cosmic Pirate 13.95 16.95 Nor th and South  1 7 . 9 5 17.95 Xenophobe P H O N E  PHONE
Crazy Cars 2 13.95 16.95 Operation Neptune  1 6 . 9 5 16.95 Xenon 2 Megablast  1 8 . 9 5  1 8 . 9 5
Cybernoid 13.95 Operation Wol f  1 5 . 9 5 18.95 Zak McKracken  1 8 . 9 5  1 8 . 9 5
Cybernoid 2 13.95 16.95 Oil Imperium P H O N E PHONE Zany Golf  1 6 . 9 5  1 6 1 5
Continental  Circus PHONE PHONE Oooze  1 7 . 9 5 17.95 Zork Zero  - -  -- 2 0 . 9 5
Cabal PHONE PHONE Passing Shot  1 6 . 9 5 16.95
Dynami te Dux 15,95 15.95 Pirates  1 6 . 9 5 16.95
Datastorm PHONE PHONE Populous Promised Lands  9 . 9 9 9.99
Dark Side 17.95 17.95 Pacland  1 3 . 9 5 13.95 Turtlesoft Atar i  Powerpack
Daley Thompsons 13.95 16.95 Pacmania  1 3 . 9 5 13.95 Free Joyst ick •  Bas ic  4 Ma n u a l  S o f t w a r e
Double Dragon 13.95 13.95 Populous  1 8 . 9 5 18.95 £400 RAP
Driller 16.95 16.95 Powerdrome  1 8 . 9 5 18.95 1359.95 inc VAT i  Fr ee  Delivery
Dragon Ninja 15.95 18.95 Precious Metal   1 8 . 9 5 18.95
Dungeon Master (1mb Amiga). 18.95 18.95 Prison  1 3 . 9 5 13_95
Dominator 16.95 16_95 Phobia  1 8 1 5 18_95 Turtiesott Atar i  Explorer Pack
Day of the Viper 18.95 18.95 Paperboy  1 3 . 9 5 15.95 Free manual + Basic t  Leads i  Mouse
Dragon Spir i t 14.95 14.95 Rai nbow Warrior  1 6 . 9 5 16.95 1279.95 i nt  VAT F r e e  Del iveryElite 16.95 16.95 Rai nbow islands  1 6 . 9 5 16.95
Earl Weavers Baseball -- 16.95 Quest for Clues (Hint Book)  1 1 . 9 5 11,95
Empire of the Mines PHONE PHONE Quest for the Time Bird  2 0 . 9 5 20.95

Turtlesoft DisksF16 Falcon 18.95 21.95 A-Type  1 5 . 9 5 19.95
F16 Combat Pilot 17.95 17.95 Reach for the Stars 18.95 20 DSDD + Lockable disk box (40 cap) 120 , 95
F16 Falcon Mission Disks 14.95 14.95 Ringside  - 16.95 20 DSDD + Library case 1

1 8 . 9 5Fiendish Freddy 18.95 18.95 Roadblaster   - 13.95 40 DSDD t Library case (80 cap) 1 3 9 . 9 5
Face Off 10.95 Robocop  1 5 . 9 5 18_95 50 DSDD + Lockable disk box (BO cap) , f47.95
F.O.F.T 20.95 20.95 Ran the Gauntlet  1 8 . 9 5 18.95 Disk Cleaning Kit 5.75 + 3,5  1 4 . 9

]Ferrari Formula One 18.95 18.95 Rick Dangerous  1 6 . 9 5 16.95 •
Fish 16.95 16.95 Red Heat  1 5 . 9 5 18.95
Flight Simulator 2 27.95 27.95 Rally Cross Chal lenge  1 7 . 9 5 17.95

Batman Ami ga PackFootbal l  Manager  2 14.95 14.95 Stunt Car Racer •  P H O N E PHONE
Footbal l  Manager  2 Exp Kft 10.49 10.49 Scenery Disc 1  1 3 . 9 5 16.95 Free Batman the Movie N Z  Story +
Forgotten Worlds 16.95 16.95 Scenery Disc 9 Interceptor D e l u x e  Paint II
Fusion 9.99 9.99 l American W. Coast)   1 3 . 9 5 16.95 099.95 inc VAT •  Free Delivery
Fantavision 27.95 27,95 Scenery Disc 11  1 3 . 9 5 16.95
Fish 18.95 Scenery Disc Japan  1 3 . 9 5 16.95
Gemini  Wings 16.95 16,95 Scenery Disc Western Europe 1 4 .9 5 14.95

CBM 64 Light Fantastic P a c k
-
n

Galdregonts Domain 15.95 15.95 Scrabble Deluxe   1 3 . 9 5 13.95
Garfield (Winterts Tail) 13.95 14.95 Silent Service  1 6 , 9 5 - . - 10 Software titles 4 Free Light Gun +  3D
Gold Hits 16.95 Shoot em up Con. Kit  - - 21.95 Glasses
Gunship 18,95 18.95 Starglider 2  1 7 . 9 5 17.95 E149.95 inc VAT + Free Del ivery
Gilbert EscapeFrom Drill 13.95 14.95 S_ Davis Snooker   1 3 . 9 5 13.95

TtRTLSOFT
ST A M I G A

PHONE
0476 591040

ST A M I G A

Phone' Call 0476 591040 24 Hour Service with  your Access/Visa Details. I
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All prices include VAT at 15%. All Amiga and Atar i  hardware available. How  to or der - Post: Send cheques,
PO or  Visa/Access detai ls to the address below.

TUBTLESOFT Dept THO, Unit 3, The Old Maithouse, Springfield Road, Grantham, Lincs NG31 7SE.
Subject to availability, all items are despatched with in 24 hours. E&OE.

Cheque orders require 7 days clerance. Just because you don't see it -  doesn't mean we haven't got it -  please ring for details
Please make cheques payable to Tur tlesoft



rian Nesbit t  plays co-pilot
to V e k t o r  G r afi x ' s  J o h n
Lewis to fi nd out  w h i t  can

really be done w ith Activision's
simulation o f  the famous USAF
bombing competition.

FIRST
Before you even dream of
engaging in close-
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AILERON
Mid-a ir refuelling is fa r

from e a sy,  a n d  u n f o r-
tunately there aren 't  any
specific tricks to make life
any easier. The posit ion
and altitude of the tanker
is sh o wn  in  the  missio n
briefing, and it  fl ies in  a
costant f o r m a t i o n ,  le: it
flies stra ight ahead fo r a
bit, tu rns round and fl ies
back

Matching the altitude is
easy enough, bu t getting
behind t h e  p la n e  i s  a
different matter. I t 's a  b it
like nudging your way into
a gap in traffic on a busy
motorway. Hang around at
a slow speed until it  goes
past, then h it  the throttle
and chase after it.

The r e f u e l l i n g  p o d
protrudes from below the
right wing, so stay slightly
over to the right hand side
and match speeds with the
tanker. As long as you can
get fairly close to the pod,
lock-on and the refuelling
process i s  ca rr ie d  o u t
automatically.

ONE DAY I'LL FLY
AWAY

Choose Free Flight and
take a  n ice  relaxing sp in
around the  ma p  a t  yo u r
leisure. In  th is mode you
won ' t  b e  b o t h e re d  b y
enemy planes (or anything
else f o r tha t  ma t te r) so
take y o u r  t i m e  a n d
familia rise  yourse lf  wit h
the controls. Try th is with
all seven aircraft, so  you
can get a idea of how each
plane handles.

While in  the air, make a
note of some of the more

MISSION
IMPOSSIBLE?

in te rest ing  la n d ma rk s .
There's a farm to see and
plenty o f  factories worth
visiting (although you have
to g o  i n  p re t t y  l o w  t o
apprecia te  t h e m f u l ly ).
Moun t Ru s h mo re  a l s o
makes a n  a p p e a ra n ce ,
although you have to opt
fo r t h e  ' mo re  c o mp le x
map' option to see this.

As we l l  a s  b a s ic  Free
Flight, there  are severa l
sub -op t ions:  y o u  c a n
attack a  bridge, o r choose
to o v e rfl y  R a p i d  C i t y
amongst  o t h e r s  -  a l l
without fear of danger.

Master the  rud imen ts o f
flight and you are ready to
d ive h e a d -fi rs t  in to  the
missions. There are 16 in
all, a n d  t h e y  m u s t  b e
completed in  sequence -
a lthough a n y  m i s s i o n
tha t 's a l e a d y  b e e n
successfu lly co mp le te d
can be ref lown at any time.

Missions become more
d iffi cu lt  as more  ta rge ts
appear and become more
spread out (increasing the
mission  t i m e ) .  L a t e r
targets must be destroyed
in a set order AND within a
strict time limit!

Your performance in the
a ir i s  d e c id e d  o n  t h e
ground. Choosing the right
plane is helpful (although
not too  important on the
ea rlie r m is s io n s ) ,  b u t
arming it correctly is more
important. The AUTO ARM
facility does lust that, but
it's not always reliable - it's
best to equip the plane by
hand when preparing fo r
later missions.

03



• 29 is bigger, badder and
• ther - which is probably

Soviet Air Force. I t behave
-5 (which Is why the  USAF u

Simulators) and so the problems a

The F1-11 ,  l ike  i ts  real-l i fe  counterpart,  is  best
suited to long-range missions, thanks to its high
capacity fue l  tanks. I t's  a  good a l l -round ground
strike pla ne ,  b u t  not s o ho t  whe n i t  c ome s  to
dogfighting. It's a large cumbersome beast so high-
0 tur ns  a nd fa nc y  ma ne ouv re s  a re  o u t  o f  the
question.

The M G  27 can't carry much fuel, so its best suited
to the  earlier (short range) missions. I t's  a  nipply
little beast that's ideal for air-to-air combat thanks
to its high speed and tight turning circle.

P L A Y E R S  G U I D E
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DOGFIGHTING
Air-to -a ir combat one o f
the g a m e ' s  t o u g h e s t
aspects a s  t h e  e n e my
planes a re  a lmo s t  t o o
in te lligent f o r the ir own
good. The best tip is to try
not t o  e n g a g e  w i t h  a n

PLANE CHOICE
There are seven aircraft at
your disposal, bu t at fi rst
they a ll fee l p re t ty much
the s a m e  t o  fl y .  T h e
differences in itedormance
only b e co me  a p p a re n t
when you begin to attempt
to c o mp le t e  mis s io n s .
Technically speaking, each
mission can be completed
with any of the aircraft, but
some are more  suited to
certa in  m i s s i o n s  t h a n
others, Choosing the right
plane ma ke s the  impen-
ding mission a lot easier.

enemy p lane  in  the  fi rst
place - it's very dangerous
and w h i l e  v i c t o r y  i s
sa t isfying ,  i t ' s  n o t
significant to  the mission.
No missions actually ask
you to  go  ou t and shoot
down p lanes -  the  l i t t le
b ligh te rs j u s t  c r o p  u p
along the way.

•

If you come into contact
with a plane that's spoiling
for a  fight at high altitude,
a qu ick way out is to  go
into a  h igh -ve locity d ive
and fl y  a w a y  a t  l o w
altitude - your adversary is
unlikely fo llow suit. Bu t if
combat does ensue, here's
what you are up against.

The SAAB sitygen eats up fuel like it's going out of
fashion, so long-range missions are  unsuitable -
unless y ou fa nc y  m a k i ng s o m e  v i s i ts  t o  t h
refuelling tanker.

The i n fa m ous  F -1 5  S tr i k e  E a gl e  i s  t h e  m o s t
maneouvrable plane a t your command, and so is
Ideal for  dogfi ghts . I t's  fas t,  compe l  and a  good
bomber,  s o  th i s  i s  a n  i de a l  c hoi c e  f o r  m o s t
missions.
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' —
SLEEPER
The fi r s t  m i s s i on  i s
designed to get you into
the swing o f  real 'l ive '
combat. Just about any
plane you like will suffice,
and AUTO ARM gives you
a suitable complement of
weaponry.

Once in the air, get the
location of your target, and
swing r o u n d  o n t o  a n
intercept course. Level
out, trying to stay as low
as possible. High flying
attracts attention, and at
this early  (and inexper-
ienced) stage, you can do
without any unnecessary
disturbances.

Keep a n  e y e  on  the
'Range To Target' indicator
until you're within 20 miles,
then p u n c h  u p  t h e
Maverick AGM 65 Video
Guided Missile. Slow down
to a  medium speed and,
as soon as you see the
target through the cockpit,
adjust your heading so
that it's  as close to the
centre o f  y o u r  fi x e d
crosshair as possible. Now
lock on.

DON'T fire straight away.
The Maverick  i s  V ide o
Guided so it relies on a
constant signal transmit-
ted from the  aircraft to
keep i t  locked onto its
target. By firing too early
you run the  risk o f  the
missile ge tti ng o u t  o f
transmission range, losing
its loc k  a nd  fl y ing o f f
aimlessly. Wait until you
are within five moles of the
target before letting fly.

But even now your job
isn't finished - don't 'break
off' as soon as you've tired
the missile, as your first
shot may miss. Instead,
follow it through until it's
close t o  t h e  ta r g e t ,
allowing yourself time for a
second shot if necessary.

As soon as the  'Target
Destroyed' m e s s a g e
appears, br i ng u p  th e
bearing ba c k  t o  home
base and make your way
back. It's at this point that
you're most likely to be
intercepted by enemy jets.
so s e t  y o u r  r a da r  a t
maximum range (25 miles)
and keep an eye out.

If b l i p  appears on your radar, i t's  definitely  an
y plane -  go to  ba ttle  stations immediately.

up a  Sidewinder Missile  and swing round
onto an intercept course for a quick game of aerial
chicken. As soon as you get visual confirmation, let
fly with a  Sidewinder. Be  warned: the  worst thing
you can do is let the enemy plane get behind you.

ssful l a ndi ng onl y  c ome s  w i th  pra c ti c e
er reason to use the  Free Flight option), but

b r e  you can even think about it you have to know
where to land. Read the  Mission Text carefully -
your landing position is the last thing you're notified
of. Just for the record, the  landing position for this
mission is Elsworth Air Force Base on Runway 36.
The figure 36  doesn't refer to the  runway number
(you'd be hard pushed to find an Air Force Base with
36 runways), but to the  heading you should be  on
when you come in to  land (Air Traffic Controllers
knock the zero off the end of the actual number, so
360 degrees becomes runway 36 - simple, eh?)

11100ING

LANDING
LIGHTS
These directions for a safe
landing apply specifically
to the  first mission, but
they work for the others
too - just replace the given
headings and pos 'tions
with the ones relevant to
your chosen mission.

As y ou approach the
runway, use the exterior
views to get a  lie of the
land a n d  a  b e t t e r
perspective of where you
are i n  re la tion t o  th e
runway. I f  y o u  d o
everything by the book, it
should be  a t around 10
o'clock (slightly to your
left). Bank round to bring
youself to a heading of 000
degrees, so you are in line
with the runway.
The next thong to do is get

'______leave i t too late, and you get in too close to
missile, switch over-to cannon and open up

o e  target - it's more effective than you think.

your speed under control.
Bring your thrust down to
50 per cent and lock in the
air brakes to further slow
your ascent. When your
speed hi ts  a round 2 0 0
knots, lower the landing
gear and punch up one of
the w e a p o n  s y s te ms ,
preferably the Cannon or
Maverick -  the ir aiming
reticules are  a n a id to
lining up with the runway.

Use the rudders to make
fine corrections to your
level of tilt. Once you are
straight, knock the power
back t o  around 2 0  pe r
cent, a n d  w h e n  y o u r
altitude reaches around
100 feet, bring the nose up
to soften the landing. At
30 feet bring the nose up
again a n d  t h e  p l a n e
should sink down .onto the
runway without so much
as a bump!

co
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starts here, and if you don't find a way out quickly,
it ends here as well. Jump onto the Candy Floss stick as
it moves from r ight to left to safely grab hold of it and
get pul led out of the machine.
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guards the first of the five orbs. Drop a piece of the
floss on the floor  in fr ont of him, and when he goes to
take it, beat him off (the perfect object for this task is
found nearby).  Grab the orb and make your  way back
to the Hal l  Of  Horrors.

T HI S Dr eam isn't all abed of  roses — those
flowers l o o k  i nnoc e nt
enough, but looks can be
deceiving (just tr y wal k-
ing up to them).  A pile of
sticks l i es conveni entl y
nearby, and one of these
comes in handy for  beat-
ing back t he  bel igerent
blooms. D o n ' t  h a n g
around or you end up in a
world of boner .

ItektioN1,*

A,  r  His room's all a mater  of timing — why not take a
1 r unni ng jump?
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with str ange women? N o t  much ski l l  involved
here — i t's mor e luck than anything,  but  watch you
don't get caught out on a l imb.
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WEIRD DREAMS
(Rainbird)
Have you been spending sleepless nights while fast asleep?
Here's Herman Serrano with a bottle of Night Nurse and
some invaluable help.
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alive is by humour ing her. Position yourself so that your head is directly in line wi th
the empty arch in the hedge. When she throws the ball, count five bounces before you
crouch to catch it and throw it back. She throws the ball at you six times before she gets
out a steak knife and comes at you. Wai t for her to get close then throw the ball at her.

dr.b
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i t a t i o l t s a s e
A R U E D  or  not,  you are

in for  a shock i f you try
o gr ab thi s ee l  a t  t he

wrong t i me.  G o  f or  i t
when it's not sparking.

T HI S is no puzzle — it'sa no- hol ds - ba r r e d
punch-out! Tr y four  long
hits to start off with, then
deck the muther  wi th an
up-and-down blow. 1 ,
1
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E V E R  ge t  t he  f e e l i ng ,
you're be i ng watch-

ed? They say that  fish is
good for  the brain

s c ore
1194 X
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n d o o r s  ar e ravenous beasts. Bet ter  l e t  Gr andad
point the way
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got no time for  fishy
stories. Deal  wi th him in
the same way you decked
the wasp earlier.
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ue unt i l  i t  br eaks
and r e l eases a n  o r b .
Quickly gr ab i t and exi t
via t he  most  dangerous
route possible.

I t

k fl  t i l l  fl i t
s c o r e
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H O L Y  Mackerel! Pick one of the fish from the sky (timing is the key) anduse it to Abatter  the hopping rock men into submission.

4111 H I N G S  getting sticky
1 eh? F e e d  s om e one

who's hungry to find the
way out.
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is, y o u  ne v e r  s e e
many of  them i n br oad
daylight. So why not  tr y
finding a  source of  l ight
to see them off?

4

F I ERCE he may be, butthis chicken i sn't  s o
hot w he n i t  comes t o
flying. Tr y  a  Tar tan i m-
personation w i t h  s om e
alternative vines t o  ge t
through safely.



Specia( Reserve
• Bi•monthly  Buyer's Guide each with details of 40 games.
• Members hip card. Release Schedule and a
tolder for the Buyers Guides.
• 24-hour  despatch of stock items. Mos t  lines s
in stock.
• Games  sent individually by 1s t  class post.
Most tit through your letter-box.
• 7 -day  hotline. until Rpm weekdays, 10 to 5.30
Saturdays, 11 to 5 Sundays.
• Wr i t ten notification at delays and instant
refunds on request.
• N o  commitment, no obligation to buy anything
and no "minimum purchase".
• T h e  be s t  games,  car eful l y sel ected,
av ailable at ex t raordinary  prices .

All for just E 5  0 0
We're miles cheaper than elsewhere. Below are
a selection of offers at  prices you might  not
believe. You can buy games at the same time
as joining - or join now and select from our full
catalogue. A l l  items advertised are only for
sale to members and are subject to availability.
Note: Upgrade to Official Secrets is offered to
members of Special Reserve

16 Bit Software
ALTERED BEAST 1 5  99
AMERICAN ICE HOCKEY 1 5  et,
ACKIAVENTURA 1 9
ARTHUR IINFOCC441 1 6  49
BAAL 6 9 9
BALANCE OF POWER 1990 1 5  99

BALLISTIX'  •  6  99BANGKOK KNIGHTS 1 5  99
'BARBARIAN 2 (PALACE) 1 8  49
BARBARiAN 2 (PSYGNOSS). 1 4 9 9
BATMAN GAPED CRUSADER 1 5  49
BATMAN THE MOVIE 1 5 9 9
BATTLE SQUADRON  1 5 9 9
BATTL EGRESS  1 0 9 9
BATTLETECH iINFOCCIA)   1 1  49
BEACH VC9LEY . „  1 5 9 9
BLADE WARRIOR • • .  1 5  99
B L000  MONEY, 1 4  49
BLOOOWYCH 1 5  49
BLOOOWYCH DATA DISK 9  99
BOMBER •  . .  •  1 8  49
CABAL 1 5  49
CARTHAGE ,  i  5 49
CASTLE WARRIOR 1 5  49
CHAMBERS OE SHA01,114 . 1 4 9 9
CHAMPIONSHIP BASEBALL 9 9 9
CHAMPIONSHIP BASSETS/9 I5  99
CHAMP FOOTBALL (USA' :  • •  •
CHAOS STRIKES BACK

AMIGA ST IBM
1299
15 99
19 99

•
6 09

15 99
699

13 49
15 49
14 99
12.99
15 99

16.49
16 49
12 99
15 99
14 49
15 49

99
19 49
15 49
15 49
1799
1749
6 49
999
4 99

-
.
1 
4
9

.crfAsE H1J 9 9
CHESSM•STER 99: • I t ,  49 1 6  49
CHRONO QUEST 4 9  9 4 9
COL LOSUS CHESS x  1 5 1 9  1 5  411
CONFLICT EUROPE  1 6 . 4 9  1 6  49
CONTINENTAL CIRCUS - 1 2 . 9 9  1 2 9 9
CORRUPTION IMSCROLLSI. -13.99 1 3  99
DAMOCLES . 1 5 4 9  1 5  49
OFFENDER OF THE CROWN 3 4 9  8 4 9
OEJA VU 1 2 4 9  5  9E1
DEJA V II 2   1 5 . 9 9  i 5  99
DELUXE PAINT III 5 1 . 4 9 .
DEMONS TOMB 1 2  99 1 2  99
DRAGON SPIRIT  1 2 . 9 9  1 2 .9 0
DRAGONS LAIR (1 MEG}  2 8 . 4 9
DRAGONS OF FLAME (BSI) • _17.49 1 7 .4 9
DRAKKHEN  1 6 • 9 9  1 6 9 9
DUNGEON MASTER  1 5 . 4 9  1 5  49
DUNGEON MASTER EDITOR . 7 . 4 9  . .7 .4 9
DYNAMITE DUX 1 5  99 1 3  49
ELIMINATOR 5  99 5  99
ELITE 1 3  49 1 5  49
EMPEROR OF THE MINES 1 5  49 1 5  49
EYE o F HORUS 1 5 9 9  1 5 9 9

•
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Name _
Address

Post C o d e -  P h o n e  No.
Computer * 5 . 2 5 " / " 3 . 5 " / • 3 • C i s t • T A P E
Payable to: Special Reserve or Official Secrets

PD. Box 847, Harlow, CM21 9PH
S pec ial Res e r v e  a n d  Offi c ial  S ec r ets  ar e Ir ad ing  n a m e s  o f In ler - M uc hales  L i d
Reg Offi ce  2  South Blo ck The Mailings, Sawbridgeworth. Hens CM21 9 P6 .

Registered in  England Number 2054713 V A T  reg. no . 424 8532 51

AMIGA ST IBM
Fl€ COMBAT P L O'  _ 1 5 . 9 9  1 5  99

16.99 F 1 6  FALCON •  _ 1 8 . 4 9 .  1 5  49 1 4  0
• F 1 6  FALCON MISSION LASK • • ,9191 . 9 9 9

19.99 E 2 9  RETALIATOR . . . . . . . . . 16.49. 1 6  49
14.99 F E D  OF FREE TRADERS •  ...19 .49  1 9  49
11199 FE R C IA R I  FORM ULA '   1 6 4 9  1 6  49
15 49 F I E N D I S H  EREDOIE'S B IG TOP 1 1 .4 0  t8  49 1 8  99

FIFTH GEAR . 1 E 4 9 . ,  15 49
IS 99 F I S H '  1MAG SCROLLS1 . 1 3 . 9 9 . 1 3 9 9  1 5  99

FLASH DRAGON 1 2 . 4 9 .  1 2  49
13.99 F L Y I N G  SHARK . . 6  99

FOOTBALL MANAGER 2 8 . 4 9  . 8 4 9
EM 2 EXPANSON KIT 5 9 9  € 4 9

17 49 F U T U R E  WARS 1 6 . 4 9 . 1 6 4 9
17 49 G A U N T L E T  2 • • • • 1 6 • 4 9  . 1 3 4 9

GHOSIBUSTERS 2  1 6 . 4 9  . 1 6  49
1599 G R I D I P O N  (1•I S FOOTBALL) 1 4  09 .
1 4 9 915 49 G U N S H i P  1 5 , 9 9  .1 5  49 2 3 6 7
1549  H A R D  DRIVIN 1 2 , 9 9  .1 2 9 9

HELLFIRE ATTACX 3 . 4 9  3  49
21 49 H E W S O N  PREMIER Y OU 1 6 . 9 9  . 1 6 9 9

HEWSON PREMIER Y OU  1 7 . 4 0  • 17  49
HILL SEAR ISSI) . . . . . . . . . 17.49 .1 7 4 9  18.411
HIT DISKS VOLUME 2 . . . . . . . 9.49 • • 9  49
HITCH HIKERS GUIDE.

499 H O N D A  FIVE 750 i 5 , 4 9  _1569
HOSTAGES 6 .
4 9  
_ 8 . 4 9  
. . . E 1 .
4 9

5.99 H O U N D  OE SHADOW
HYBIT IS 1 6  99 1 6 9 9  1 7 ,4 9849
INDIANA JONES (ACTION) 1 1 9 9 .  1 1 9 9
INDIANA JONES (ADVI
INFESTATION : 6
9 9  
9 9

4 99 1
1
4
4  
9 9

INTERPHASE •  1 5 9 9  1 5 9 9
IRON LORD 1 6 4 9  1 6 1 0
JACK NICKLAUS GOLF  1 5  99
JINXTER IMAG SCROLLS! 1 3 9 9  1 3  99
JOURNEY IINFOCC611 19 49

t6 49 J U G  . . . .  1 1  99
KICK OFF ,  . 1 1  99
KICK OFF EXPANSION DISX . 7 4 9

1749  K IL L IN G GAME S HOW 12.49
KIND WORDS 2.0 011•
1
11  
3 3 4 9

1599 K I N G  OF CHICAGO . . . . . . . . . . 8
.
4 9

KiNGS QUEST 1. 2 /I 3 2 1  49
KINGS QUEST 4 (SIERRA) . . 2 1 • 4 9

KNIGHT ORC (LEVEL O)'  . . . .  6.49l e  49 K N C H T F O R C E  1 4  9 9 „ 14.61111
KRISTAL 1 7 . 4 9

16 49 M A T  . 1  AO 8 . 4 9
18.99 L E A T H E R  GODDESSE1114FOCC4A1 9 9 9

LEATHERNECKS
1849  L E G E N D  OF THE SWORD 6  49 6  495 99
1799 L E I S u R E  s u i t  LARRY 2 1 8  99 1 8  99
18 99 L E O N A R D )  1 1  99 1 1
9 9 ••••• L I G H T  FORCE (COMP) 1 5  99 1 5 9 9

1 1 9 9 1 1 9 9
LOMBARD RAC RALLY  1 1 . 9 9  1 4 9 9

1 8 0  L O R D S  OF THE RISING S IM  1 E 4 9
MENACE 6 9 9  6
9 91899 SAICROPROSE SOCCER  1 5 . 9 9  1 5  99

11.99
11,99
7.49

12.49

..e
6 49

.....
19.49

Myth Quotes
"An excellent adventure.., witty, cunning and just plain
good tun! I t  you liked Fish! you'll probably like this,
because they're very similar in style: you may even
prefer Myth, it's that good!"

Amiga Format
) "Myth is destined to become a classic."

Crash Magazine SMASH 91%
Myth Reviews

Commodore User 90/0, Amiga Format 87%, TGM 85%

MILENNIUM 2
2  
1
5  
9
9

MR HELI . 1 5 . 9 9
NEOULUS
NEuROMANCEH _ 1 8 . 9 9
NEVER MIND ,   1 2 . 4 9
NIGEL MANSELLS 0/PRIX  4 . 9 6 1
OPERATION WOLF  1 5 . 9 9

7  49

AMIGA ST IBM
15 99

.15.99
5.99

PAC1AND
PACIAAMA 7 . 9 9
PAPERBOY 1 2 . 9 9
PAWN 1MAG SCRCISSI  1 3 . 9 9
PERSONAL NIGHTMARE • •   1 8 .9 9

1 6
.
4 0  
P
H
O
T
O
N  
P
A
I
N
T   
1
0
.
9
9

20.40 P L A Y E R  MANAGER   . 1 2 . 9 9
POLICE QUEST 1 (SIERRA) • •  15.99.. •
POLICE QUEST 2 (SIERRA). . •

1740 P O P U L O U S  1 6 . 4 9
•

749 P OP U L OU S  PROMISED LARDS- 7.99
15 99 P O W E R  DRIFT
19 99 P OWE R D R OOE  1 8 4 9

PRECIOUS METAL 1 5 . 4 9  i 6  49
16 49 P R E D A TOR  1 5 . 9 9

PROTEXT INtpRoc E s s om  . 1 6 9 9  4 7  99

12 49
4.99

1799
IT 9 9
599

12 99
1399
1399

1299
1599
16 49
16 49
799

13 49

1699
-1599
20 99

PUBLISHERS CHOICE 1 M E G 61 .49
PURPLE SATURN DAY •  7 4 9

7 . 4 9 QU A R TE R B A C K 1 2 • 9 9
23.49 F T  TYPE •   11 49
12,99 R A L L Y  CROSS CHALLENGE  1 2  99
7.99 R E A L  GHOSTBUSTERS  8 . 4 9

15 99 R E D  LIGHTNING (SSII .  • _19.99
RED STORM RISING •

. 9 4 9   R I C K  DANGEROUS 1 5 4 9
..

9 90 R O B O C O P   1 5 . 4 9
ROCKET RANGER 9 9 1

13 49 S C A P E GH OS T 'LEVEL 9) . . . 12.49
22 49 S C R A B B L E  DE LUXE . . . . . . . . . 12.99

,.. S H A D O W  Of  THE BEAST  1 9 . 9 9
, S H A D O W G A T E   1 1 . 4 9

is  iLo SHIP40131   .  12.99
es 99 A
S H O
G U N  
l i N
F O
C O
S I t  
.
,   
9  
9
9

• S H O O T  TM  UP CONSTR JOT 1 8 .4 9
14 99 S I L K W O R M
g 99 S I M  CITY 1 7 . 0  •  • 1 8 • 4 9

To order please wale, or complete the coupon, or telephone us on 0279 600204. Please note that there is a surcharge of 51:013or game or o

Special Reserve membership E5 UK, E6 EEC or E7 World
or

Official Secrets membership E22 UK. E25 EEC or E30 World
with Gnome Ranger and Myth o r  with Surprise Alternative and Myth

Item

Item

For the O f fi c i a lserious
gamer! S e c r e t s

Members of Official Secrets get all the benefits of
Special Reserve plus:
• Confi dent ial.  Our  32 page bi-monthly magazine is
essential reading for those interested in adventures or
role playing games. Writ ten by experts, Confidential

has covered everything from How to Host a Murder to
Which F16 Flight Simulator? Our  agents, led by the

Master Spy known as 'The Boss Upstairs", seek out the
secrets of RPG's, MP' s ,  MUG's, PBM's, Leisure Suit
Larry, The Russians, Eivira,,,,.
• My t h,  Wr i t t en by Magnetic Scrolls, authors ot The

Pawn, exclusively for members of Official Secrets.
Myth is a small adventure set in Ancient Greece, In it

you'll meet The Ferryman. cheat Death and face
the nine-headed Hydra. My t h  includes the
famous Magnetic Scrolls parser and graphics
and is included in the price of membership.
• Help-Line.  Ma n n e d  weekdays uotil
and Sundays. Th e  Help-Line can help you
solve most problems on most adventures.

• Gnome Ranger.  Level 9's brilliant  3-part
adventure or a Surprise Alternative

Annual UK Membership Costs issues of Confidential. Myth, the HelpE-L2ine2,.G99mientRiaundgnegr i x
 membership of Special Reserve.

8 49
12 99
699

12 99
7 49

1999
1619
15
12.99
15.49
12.49

19•9g
7.49

12.99 16 49
19 99

1849

1 1
Credit card expiry date
•C H EO U l t  POSTAL OR D ER l'AC C ESSrVI SA
(Including Conned, Mastercard and Eurocard)
• Delete where applicable

16 99 S P A C E  ACE (
1
7  4 9.•,•.•„,••. S P A C E  QUEST 3  (3.1 •
....••• S P E E D B A L L  •

SPHERICAL
15 49 S T A R  WARS TRILCO T

STAFIGLIDER
STARGLIDER 2
STATIONEALL (INEOCIJM)
STEVE DAVIS SNOOKER
STORMIORD
STRIDER.
STRIKE FORCE HARRIER

STUNT UT CAR RACER
69 S U P E R  HANG ON

1999 S U P E R  ViONDEREICW _ S u e
17 49 S W O R D  OF SOOAN _ 1 3 . 9 9
./  99 T E E N A G E  QUEEN 8 4 9

TESTDRIVE
TEIRIS  4 • 4 9
THE NE W ZEALAND STORY 1 5 . 9 9
THE STORY SO EAR VOL 3  1 2 0
THREE STOOGES S O O
THUNDERBIRDS  8 4 0  8 4 9

949 T I M E  BANDIT
16 49 T i l i E S  OF LORE  6   49 6 . 4 916.49 9  9 9

TRIAD VOL. 1 ICOMPILATION) 9 .4 9  . 9 4 9
16 49 T R i A 0  VOL 2(COMPILATION)  14 99 i a  99

TV SPORTS FOOTBALL (USA) 13.49 • 1 5  49

21 49 V I R U S I V

99 U N I N V I T E D  1 6  49 •    1 7 6 911
gg U N TOU C H A B L E S  1 2  49 5 .2 4 1

13 99 V E T T E  (CORVETTE I : 8  49 1 8  9 95
2
0
w 
.
.
.  
.
.

i
i8.99

12
- 
9
9  
V
I
X
E
N  
.
4
4
9  
4
.
4
9

11.49 W
A
A
T
R
E
r
4
6 1
0 0
1 1 3 0 L
E  
E
A
R
T
H  
1
5
4
9  
1
5
4
9  
1
6  
4
9

w 1599 .15 .99  1 6 .9 9
WAYNE GRETZKY HOCKEY 1 5 9 9  .15 .99 '
WHO TR ROGER RABBIT 9 4 9 .  9 9 9
xENOMORPH 1 5  49 . 1 5 4 9

XENON i f MEGABLAST i !
4
4 9  1 5 . 4 9  
1 6  
4 9

XENOPHOBE
LURK ZERO 1INFOCOM 9i 9 9  1 5  99 1 6  4919.99

rs

ONE

TOTAL

AMIGA ST IBM

t 5 49
1299
1599
_6.49

.13.90

1249
.15.49
1319
5 49

12.49
.15.99

.2949

.10.40
15.10
12.99
15 90
6.49

15.49 2 2 .4 9
9•99 . 9 . 9 9

12.49 • •
1549 • • •
1349 • • • •
549 . 6 9 9

1 2 4 9 .
1599 1 6  49
.849

.1299

. 8 4 9   9  49
6 4 9 9 9 0

649
 .1299....
12 99 . . . .

749

no.

I I  49
599

13.49
.•

Overseas orders must be paid by credit  card
Prices include UK Pasta e  and Packing

EEC orders please add 70p per ilem
World orders please add El 5 0  per item

a
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mACA S T  P C  A m i t i A  S T  PC
A P 1   1 3 . 7 S  13 75 -  L C O D S  CA TUE RISING SUN .. I S  % •  •til 7.-Em purees. N V
ALITREDBEAST _ I P S  13 75 -  M I CROPROSE soma .. 2 1 5  l i a  l i t
APCIIPEIAGOS 1 1 1 5  M I 6  1131 MILLENR112.2 1 S t  1116 1 4 2
ASIAR0171 1115 1116 1115 M R H a l  _ 1 1 . 1 1  1615
ELkARCE OF POWERINC.   W M  i n s mil 1111Y1101111. 1 1 1 1  1173
sm. usnx  1 3  75 13.7S 1 6 2  N E A R  HIM   1 3 1 5  13.13 WM
emi6KCIKNIGKTS- 1 1 1 1  13 75 •  P o r n e m A r t  STCei 1 1  /6 11 71 -
101101  • - - -  1 6 1 1 1  13.M -  NORMADIDS05/111 . . . _  .... _  11315 1111 •
BATMAN THE 11011   1 1 1 1  1315 0 1 1 - 1 0 1 M 1 A 1  . 1 1 1 5  1115 M e
BAMENAWKS 1St ..  W A  l i  15 11.15 ONSLAUGHT .. .  11 .. ia  le •

OOZE ..
BIOGIAll MR  1 1 1 5  '1  15 O P E  FLAGON 714LINEEIMIT _ _ _ _ _ .. .  WM J i
m  •auto cAut mom'. . . . . . . _ _ _ _ _  
N M  1 6  1 1 5  
1 1  i t  
O P E R A T I O N
W 0 1 1  
A l
t  
1 3 .
1 3  
1 1
7 !

SLADE wootn000  M a  I l l s  15 is OU T L AN D S .  13,n 13 n •
EN ASH ROOS    M I 5  13 75 l b *  P  GASCOIGNESOCCEN.---•.__ NM 1105 /1 M
BLODOWYD1   1 1 1 1 1  i n s  16.11 PA/ C M AR I A   . _  13.71 1175 •
1100D I O C   I 1 1 1  1615
611DGE MAAR 2150 ..  1 1 1 0  I s so '
,
5 3 c -  
u s s i t c s i s a l _ _ _
_ _ _ _ s y s  
1 1 7
5  
•

80FEALOBILLSPOCE0   M t  I t  1 5 , 6  P H O BI A   1 1 2  13/5
CAM _ 1 5 t  13 n -  M A  IT 5   -  W e
CAI IFONNIAGAiltS _•_____•••_•••.11•73 13 n 13 /3 P t A l e t a s t G E R  _ _ _ _  l in  i l  75 •
CHIMP W N W *   M I 5  16 r  11 11 P O O L  OF RADIANCI  _ . . .  •  1 1 9 c
CASTLE WACO  t o  16 iE P O P U L O U S  % 1 5  1115 l i r
CHARIOTSOE S T K   1 1 1 5  16 15 P O P U L  ous7poHrsunAtem  _  1 .*  E t c
CHESSMAS1E112101__  t i n  16 115 I I  15 P0n111011011E    _  11•115 l o t
CHICAGO to   1 3  73 13 n 11 15 P O M P  04ist .  %a  1315 l o r
COLOSSUS 011S110 _ _ _ _ _ _ _  .... .. 1111 1615 i1  15 7 1 1 ECOUS %MEAL  _ _ . . . . . _ _ .  I lls I T  20
CLIMMANDD  1 1  /5 * 3  7
, P R E D A T O R   
1 1 1
5  
1 6  
a

CONN CT 11114101
1
1 . 
1 1 1
6  
1 1
1 5  
1 1
1 5  
P R
E M
I E
R  
C O
U I
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N  
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1
1
,
9
0  
I
t
*

CONTINE NEAL Citit., . _ _ _ _  l i n  13 75 •  p liO T EN N I ST O U R _ _ _ _ _ _ _ _ _  t i l  e s t  l i m
CD&HIC %RATES ....  l i t  1115 O L I M I T t    , .  I t s  l i t
CRAZY EARS 2  1 1 *  1115 1116 M  NW •  _  1115 1  3 75
CIASECf THE AZURE O M  •  •  1 1 1 1  R AI N BO R  WAROKIR _ _ _ _ _ _ _  1115 1111
DAIL V DOUBLE 11011SE RAC . .  1 3 1 1  13 75 13 5  R I  D it AT . .  . • _ _ _ _ _ .  1115 13 75
DARK FUS/D11 1 3 . 9 0  a n  •  R E D  OGPIINING n e n  H i t  I t s(
DAY% M e lte   1 1 9 0  11 10 •  R EN EG AD E 3  l i t  1175
DEBUT   _  1 1 1 0  / 5  t  •  N i c k  NUMEROUS • • • _ _ _ _ _ _ _ _  l i t  I t s  t i e
DEJA VU 2.  1 1 9 0  16./5 •  R I S K  1 3  75 13,15 l i t
DEMON'S TOMB  1 3 5 0  la  M R O R O C O P . .    1 1 1 1  13.71 1171
COMMATOR   -  -  ., 1 1 1 0  1333 R U N N I N G  ILAN A l m  l i t  •
DOUBLE D p AGo N  _  ........... _ ..... .-  1331 I I  75 ie  15 R U N  NEGAUNT/1T_ ...... _______.•• WM  1175
DRAGON Nin a  . , 1 5  so 13 7i S  D 1 1 1 1 1  1315 -
DRAGONSNOT   U S  1315 S C H A M O L E  DELUXE_ . _ _ _ _ _  1171 1335 1 1 2
CM DOOMS MANCE    l n  %115 11 l i  15 s m o o t i o r s a s m i l
_
.
OLOIG11301MA57111 1 1 1 0  1616 S t i t N O S      .  1333 1373 •
Mete% DLO _ W S  13 73 -  9 1 0 0 T E M  UN:01611r_   1 1 1 1  I l l s  -
Fill!   . 1 1 , 1 1  1 4 2  i s t  Slit/141.1FIXKCASE_ i l  15 1375
EMPENOR0111% MINES_______11,15 10 15 -  S i l  Hem a t  i s  90 -
EyE C1 HORUS 1 1 1 5  16111 1910 S I f f P i N G  GODS LE -  A l t  l i t
115 SIN111 EAGLE 2   •  I s  90 S P A C E  EiAPHiE A it2 .__ . 1 1 1 5  1315
FIECOMBAI FIL 07 , 1 S t  / i t  1115 ST A/ KAI / I R  2  1 1 1 5  NEE N I
FiSFAILD11 . 1 1 1 1  mos N3 5  S T A R  131A21 A i n  a n  •
116FALCON MISSION= . .  1375 1313 S I A l l  so ARS 71OLOGY . 1 1 , 1 1  1115 •
119 SlIAATH 141011  S E  /615 n  95 ST EI G AR  . _ 1 3 . 3 5  1111 •
HERA% FORMULA 1  1 1 . 1 5  %SS 1616 S I P A  DAVIS SNOOKER _  l i n  1175
FIENDISH imEtt'SBIGICH 1 0 1 0  1910 S I 0 1 1 7  SO FAO VOL111••_••---_____11.1115 i t t  •
BONIER SOWN 0
FORGOTTEN wOREDS  1 3 1 5  13 75 13 75 S T R Y 1  _ 1 3 7 5  1315
MUM foe% .   1 1 . 1 5  1116 •  1 1 u N T  CAA  % I D  1115 1 1 2
G LINEKEIESHormot. 1 3 . 7 5  1173 •  S U P E R  LEAGUE SOCOR________1115 16AS •
GAMES StAIMENED111011   „ 1 3 1 . 2 5  13.75 •  SU PER OU I N TI T  W M  1111
GEstmoilNG 1 1 7 5  I l n SITORDS01111HIGHT l i r  •  •
GRCIRON   1 1 2  1115 • T A M  AU it es i i m  1 6 2
GUNSHIP , 1 1 1 1  M I 5  24 95 T H I G H AN um H E  i n t
KA I.E  1 1 7 5  1315 T E S T  OFINE 2 . 1 1 1 5  11.15 I t ie
RAW%   . 1 2 . 2 3  i l n  N M I  0 11:101 . . . . _ _ _ _ _ _ _  l i t  l i t  •
REECE OFTWIANCE . . 1 1 . 1 5  1111 16 le INUNDEfiBMDS   . 1 1 1 5  1615
HIGHWAYPA11101._•__________ 1115 1615 1516 731UTMERBLADE ............. • • •_ ...._ _ . 1115 1315 •

Num% licsowel •  1 6 2
HALSEM I S M  15.15 1415 T I M E    . 1 1 1 1  11111 •
HONDARYE_ . . 1 1 1 1  I l l s  T I M E S &  LONE  I S M  1115 •
HulAmouRINGMACIIME_______ 1115 13 75 1191 1 1 N  THI _ _  ... 1 3  75 13,15 117I
INDY LASCROSAa • . _  1171 1335 1313 7 0 0 B I N  H a  1111
iNff STATION  „ U M  I SM  •  M t n   l i t  11.15 •
iNTERPHASE • _ 1 1 1 5  16 05 •  M N  PIAMIAMPNEW 1113_______13,35 1175 •
IRON TBACKEN -  a n  1171 •  N  SPORTSFOOTBALL   1 9 2  I t o
IvA/411Ct   •  M I  l i t  •  u N r o u o m a t E s.  1 1 1 5  H A  1111
JAWS  _  11n 13 13 10 le M U N I .  1 0 . 1 1 5  l i t  •
K DALGESISOCIAANAGER_____•13.75 l i n  V O Y A G E R  .   M r  13AS
KCKT b o o  AA iN MIDDLE 111111 ________13.s 13•M 1111
1,10GHTKed    1 1 1 5  1615 i t  31 w A T E  R100 e
t , . .  % l e  1 1 . 1 5  
1 1 . M
KSYSTAI • . . . . . „ _ _ _ _ _ _  l i t  19 to I I  90 W A Y N E  GIETZKY K W  .--_ _ _ •..1 1 3 5  1 9 . 9 1
KuL7  1 1 1 5  i s  es i t  05 * C a  liW1S 2 1 5  1171 -
LASERSOuAD .... _ _ _ _ 1 3 . / 3  11 75 mien MIAMI % I s  I L E l i t

WKKED 1 5 5  1375LASE %MIA 2 I t t  15,15 l i  15
LED SICOIM  . .  l in  13 75 x E N e m e N t s  1 4 1 6 1 4 1 6  •
LIMURE SUIT L A B A T T   V S  1911 1 9 *  X E N O N ?  t rABI AST ._ - _ _  1 4  es 1116 i t t
Ismail:KILL 1 1 7 5  13.71 1115 XENOPHOBE l i
t  I t i s  • 75 1371LIGEDFORCE - 1 1 1 1  16 a  -  X Y B O T S  . . . . . . 131313.15
IDIARARD RAC RAU.1. 1 1 1 1 5  15 16 % a  2 A K  614101AEHEN _ 1111 0111 1111

UK + BFPO FREE. ELSEWHERE £2.00 PER GAME FOR AIRMAIL
PLEASE MAKE CHEQUE/PO PAYABLE TO KEY SOFTWARE

ORDER FORM (PLEASE PRINT) S T A T E  COMPUTER
GAME COST

TOTAL

0

6.0

Name
Address

T e l ( T H 1 5 1
SEND TO K  Ir• SOFTWARE, 1 UPPER PART ST HOLYHEAD, W Y  EDD 1165 IHA

M ost advertisements are legal, decent, honest and truthful. A few arenot, and, like you, we want them stopped.
If you would like to know more about how to make complaints,

please send for our booklet: 'The Do's and Don'ts of Complaining'. It's
tree. 1

The Advertising Standards Authority. /
We're here to put it right',

31/2" DISKS
EVEN BETTER DISKS -  EVEN LOWER PRICES
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250 X 3
1
/ 2  
D S
/
D D  
E
1
6
0
.
0
0

500 X 3
1
/
2  
D S
/
D D  
E
2
9
9
.
0
0

1000 X 3
1
/ 2  
D S /
D O  
E 5
7 5
.
0 0

Ordering 100 disks or less?
Use our credit card hotline.

Access - 0742 726485 - Visa
AMIGA MEMORY
0.5 MB NO CLOCK E 7 5
0.5 MB WITH CLOCK E 8 9
AMIGA EXTERNAL DRIVE E 7 9
ATARI EXTERNAL DRIVE E 8 4

WE ONLY USE SONY DISKS. LIFETIME GUARANTEE. SO AND 100 DISKS SENT 3  DAYS
DELIVERY. ALL OTHER ITEM S SENT NEXT DAY H A  I M ON EY BACK GUARANTEF SAM E D AY
DESPATCH. CHEQUES POs TO:

HARDWARE DISTRIBUTION Wept TH015)
19 DIVISION STREET SHEFFIELD, Si 4GE -

0742 126485

AM Ltd Dept Z. Brook House. Torn ngton Place. London WC1E 7HN
This space is donated in the interests of high standards ol advertising.
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vent: flick the r ight switch, and i t  sucks
you to the next area within a level. Ther e are
also plenty of  transporters ar ound which do
the same job -  but they're less fun.

1
C ollect pick-axes (there are plenty pi cheapones lying around) to 'axe' through holes.
If you should fal l ,  m a k e  sure you've got  a
parachute, or  it's Goodnight Mr  Football .

REVIEW a

1

4"! 4sele
eirlt 4 r 4 f t r

;

1

a i n b o w  A r t s
provides t h e
ock. And Gor-

don H o u g h t o n  l e t s
the good t imes  rol l

Vs a l onel y  l i fe for  a l os t  footba l l .
S om e one  h a s  p l onk e d  y o u  de e p
i nsi de a  v a s t  c om pl e x  o f  m az es .
v e nt s ,  t r a p s ,  d o o r s  a n d  hol e s ,
a nd i t 's  u p  t o  y o u  t o  ge t  o u t  on

y our  ow n.  Be i ng k i c k e d a r ound a  pa r k
for  9 0  m i nut e s  w a s  ne v e r  t hi s  ba d.

Thi ngs  a r e n ' t  s o  t e r r i bl e ,  t h o u g h .
E v e n i f  t he r e  ar e  3 2  huge  l evel s a he a d,
pa c k e d w i t h  m or e  d a n g e r  t h a n  a  pa i r
of  s p i k y  f o o t y  h o o t s ,  t he r e ' s  a n  unl i f
m i t e d t i m e  l i mi t ,  a n d  t he r e  a r e  p l e nt y
of  i t e m s  l y i ng a r o u n d  t o  he l p y o u  g e t
out .  E v e n  i f  y ou ge t  de fl a t e d by  fa l l i ng
of f  t he  l a nds c a pe ,  s om e  k i nd s oul  wi l l
c om e  a l ong a n d  b l o w  u p  y our  bl a dde r
aga i n.
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repertoire of  hal f a dozen) played by this
rock Pril roll crew of green blobs. At  the start of
the ga m e  t he y  m a k e  the i r  onl y  on-screen
appearance, playing a five-minute number  that
could kindly be called 'OK'.
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preserved by not  getting crushed by bar -
riers, s hoc k e d
e
by  f o r c e  
fi e l d s
,  
b l a s
t e d  
b
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p l
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sions or burned by acid.
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B ombs are few and far  between,  but always handy. There's one at the start of the secondlevel: plant it in the floor  recess and stand well back for  an explosion that frees those two
green keys.

EASY L I V I N G
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land you build up a handy map. On the first
level i ts a bit crude, but with I5-20 icons in the
bag yob can star t to plot the best routes and
discover unexplored terr i tory.

T he quest for keys is what the game's about,but you have to be careful to use them at
the r ight time or you could be stuck in an area
from which you can't escape. And remember  —
some ki nds of  bar r ier  can be  br oken i f  you
charge at them..

E A S Y  L I U I N G

p he w !  Tha t 's  the  fi rst one  over  w i th.  Unfor -tunately,  they get a lot harder  the fur ther
you progress — and wi th 31 still  to go,  there's
bound to be trouble ahead.

Y ou n e e d  b a n s  a s  w e l l
as b r a i n s  t o  c o m p l e t e
Roc k  tris Rol l .  I t 's  not  the
m os t  b r a i n - t a x i n g
ga m e  i n t h e  w or l d ,  b u t

it d o e s  m e a n  t a k i n g  a  f e w  r i s k s  j us t
w h e n  y o u  c a n ' t  fi nd a  w a y  o u t  o f  t he
m az e  —  a n d  t h i s  a d d s  t o  i t s  a l r e a d y
s t r ong a ppe a l  a s  a  v a r i e d puz z l e  ga m e .
As  w e l l  a s  a l l  t h e  i t e m s  t o  c ol l e c t ,
m ode s  o f  t r a n s p o r t  a n d  k e y s  t o  fi nd,
the  l a nds c a pe s  a r e  b r ok e n  u p  by  hi l l s,
ice pa tc he s ,  e x pl os i ons ,  ac i d,  o n e - w a y
a r r ow s  a n d  c r a c k e d  t i l e s .  A n d  t h o s e
ar e  j us t  t he  t h i ngs  y ou  can s e e  — the r e
ar e  a l s o  h i d d e n  b o n u s  c or r i dor s  a n d
invisible s e c r e t  p a s s a g e w a y s .  O n e  o f
t he  be s t  f e a t ur e s  i s  t he  s m o o t h  e i ght -
w a y  p a r a l l a x  s c r ol l i ng,  b u t  i t ' s  t h e
puz z le e l e m e nt  o n  w h i c h  i t  s t a n d s  or
fal ls,  a n d  R o c k  i n '  Rol l  h a s  p l e n t y  o f
puz z les a n d  3 2  h u g e  l e v e l s  t o  g e t
t hr ough.  T h e r e  a r e  o n l y  t w o  t h i n g s
w hi c h s t o p  i t  f r om  be i ng gr e a t :  a  l a c k
of a pa s s w or d  s y s t e m  a nd a t i m e  l im i t.
As  i t  is,  i t 's  t oo e a s y  to c om pl e te  l evels
be c a us e  t he r e 's  n o t h i n g  t o  m a k e  y o u
hur r y  i n t o  a  m i s t a k e ,  a n d  c om pl e t i ng
the  s a m e  l e v e l  o v e r  a n d  o v e r  a g a i n
loses i ts  a ppe a l  a f t e r  a  w hi l e .  E v e n so,
t a k e  a l ook  — ther e 's  pl e nty  in the r e  for
any puzzle game fan.
P RI CE  E l  9 .9 9
R E L E A S E  D A T E  O u t  N o w

8 0 %
7 6 %
8 8 %
7 5 %

G RAP HI CS
S O U N D
P L A Y A B I L I T Y
V A L U E

O V E R A L L 8  0 %1  a

STThe  s a m e  g a m e  w i t h
t he  s a m e  n a m e  s h o u l d
be out  a s  y ou  r e a d thi s .
But  d o n ' t  e x p e c t  a n y
m a j or  c ha nge s ,  be c a us e

the r e  w o n ' t  be  a ny .

Sor r y.  P C  pe op l e :  H e r -
cules,  Ta ndy ,  CG A,  E G A
a nd V G A
p o r t e d _
be c a us e

w o n ' t  be  s up-
qui te  s i m p l y

MS -DO S
doe s n't  fi gur e  i n  R a i n b o w  A r t s  e q u a -
tion.



The date is the 2nd Qecembet 1805.
The place is a few miles east of' Brunn
in the province o f  Moldavia. Ranged
across the barien Pratzen heights' arc
the forces o f the Austro—Russian artry•
Facing them, between Santon Hil l  and
the River Bosenitz is Napoleon's Grand
Armee.' The greatest battle ever to  be
fought by France's 'L i n k  Corporal' is
about to begin.

Using a unique-system developed by
Dr; Peter Thrcatt, AUSTERLITZ gives
you th e  opportunity .iso relive tha t
bark. The battlefield is represented on
your screen in incredible 31) graphics_
You can actually observe your troops as
they move and fight their way acmss the
terrain.. •  ,t•

Your orders acc written out for your
Corp.c2iiinianders. just as they would
have-be a t  the actual battle, and then
relayed t
-
t 
m e s
s e n
g e r  
r i
d e
r s
.  
O
f  
c
o
u
r
s
e
,

orders might be reinterpreted, ignored,
or even tail to  get to  their anticipated
destination, and even i f  they do arrive,
it all takes time -  exactly the sort o f
problems faced by Napoleon and the
Russian Czar Alexander on that cold

nterday,
Play AUSTERLITZ, and take up the
challenge that gives you the chance to
rewrite the history books!

fisPrOst_l
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S u p e r v i s i o n  E l e c t r o n i c s  1 3  Mansfield Road, Nottingham, England NG1 3FBTelephone: ( 0602)  475151 •  Fax: ( 0602)  4:15353

Suppliers o f  PC Engine, Sega and Nintendo Hardware and Software

PC ENGINE
PC Engine PAL Version works with any TV
with one free game E 1 5 9 • 0 0
PC Engine Scan Version with one free
game E 1 4 9 • 0 0

Latest PC Engine Software
Dragon Fighter
Digital Champ
Break In
Rock On
Pacland
Bloody Wolf
Side Arm
General Momo

CD-Rom Software
Street Fighter
Altered Beast
Fantasm Soldier

Doroeman
Japan Warrior
Energy
Ordyne
Shinobi
Tiger Heli
Wonder Momo

Space Adventure
Wonder Boy Ill

ticHRIsTmAs sALEft

Robocop
Thunder-Bird
Sky-Kid
Strider
Mappy

LATEST
SEGA

MEGADRIVE
SOFTWARE

Rambo Ill
Mr Kamasu
Super Masters Golf
Super M-P
Alex Kidd II

Queen of Peacocks
Forgotten Worlds
Tetris
North Star
Ghouls 1
n
1 
G h o
s t s

LATEST
NINTENDO
SOFTWARE

Super Mario Bros III
Legend of Kage IF
Gyruss
Grudius II

ACCESSORIES
PC Engine Accessories
Turbo Joycard T u r b o  Joystick
5 Users Spiritor 3  Users Spiritor
AV Booster 5 - S p e e d  Knobs
Sega Megadrive Accessories
Super Joycard
Super Joystick

Telephone Orders welcome,
Cheques and Postal Order made

payable to:

SUPERVISION
ELECTRONICS

For console add 16 for P&P
For software add 11.50 to 12.50 for P&P

AVA I L A B L E  S O O N
O N  ATA R I  S T

,

IRWiN HOUSE. 118 SOUTH WARK STREET. LONDON SE1 0SW
TEL 01-928 1454 F A X  01-583 3494



1

COMMODORE AM I GA SOFTWARE Commodore A590 CMOS RAM Chips x 16 (2048K3 Rib) .11 99 45
Xenon ilMeqaniast 'Image Works) E15•45 External Floppy Disk D r ve C 7 4 4 5
Batman: The Movie (Oooani C15-75 Cordless Mouse E i n e s :

e
. :

Shadow Of theBeast (Psygnosis) E21.95 Commodore A5131 St  2K.0.5 lab RAM Expansion_ E96 45 :.:?
it Canto From The Desert (Image Works). C19_42 M i n K l e n  . C 9 9 4 5 • ) :
Blade Warrior I image Works) C16_45
The Untouchables (Ocean) £16.45 ATARI I  • F T W A R

•
.
i
.
:
:
'

Caba lOcean l C14.95 Chaos Strikes Back (FTL( £12.99 I
.* :•Sim i (Psyclapse) 212 75 Xenon II Megablast (Image Works) E15.45

Swords 01 Twilight (Electronic M s) £ 1 6 . 4 5 Batman, The Movie (Ocean) £13.95
DynamK Debugger (Image Works) E16.45 alto  Editor (Xenon Technology) C 9 .9 5
Intarphase i Image Works) E16.45 Blade Warnor [Image Works) £16.45
Operation Thunderbolt (Oman)
The Lost Patrol (Ocean)

£16.45
C15•75 Falcon Mission Disk Volume 1 Wo rm e (I )

Cabal (Ocean 1
£13.45 :*
C13.45 ::::

Ooze (Dragoravarel C16_45 Strpc (Psydapsa) E13A5
Fiendish Freddie's Big Toe '0  Fun (Mindsceps) £16.45 Hound 01 Shadows (Elect rocackle) E16A5 ::::
Beach Volley (Psygnosis)  •
Populous: Promised la n d s (Electronic Arts)

C15 75
E 6_45 Dynamic Debugger (Image Wa ke )

Interphase (Image Works)
E16.45:;::
£16.45 .:.:

Gemini Wing (Virgin) C12_75 Stunt Car I Micro Style l. C16•45::::
Future Wars (Delphine,Palace) £15.75 The Lost Patrol (Ocean) C13A5
Power Drift (Activision) El645 Ooze (Dragonwam) £16.45
Gnchiron (Bethesda) E16.45 Fiendish Freddie s Big Top •C) Fun (Milder-ape) £16.45
Triad It (Psyclapse) £15.75 Beach Volley (Psygnosis)   . . . C13.45 KThe New Zealand Story (Ocean) £15.75 Populous Promised Lands (Electronic Arts) C 6 .4 5
Ghostbusters II fAclivision l
Infestation (Psygnosis)

£16.45
C1645

Gemini Wing lVirn f r
Ferran Fonnula 1 IElectronic Arts)

C13•45::.:i
£13.85

Iron Tractor (Intogrames) E12.75 GuinsNo Editor (Xenon Techrml)ay) t  4 4 5  ::::
AP R  (Tengen) C12.75 Gridiron (Bethesda) .... E16.45::::
Berbanan II (Psygnosie) £15.75 Triad II (Psyclapse) Cl 8.45
Dragon Spirit (Domark) E12•75 The New Zealand Story (Ocean) £13.45 :::•::Action Fighter (Firebird) C15•75 Future Wars (DelphinePalace) . . . .  ___ C16.45 ::::
Ivanhoe (Ocean) ..C15.75 Inlestation (Psygnosisl • E16,45
Demon's Tomb (Melbourne Wa lla ) £12.75 Iron Tracker (Inlogrames) £13.45
Never Mind (Psyclapse) C13•45 AP. B. (Tongan) £13.45
Bad Company (Logotmn) E16,45 Eaton  (Mirrorsoftl £16.45
Highway Patrol (Infograrnes)
Silkworm I Virgin)

£15.75
C12 /5 Dragon Scent (Domed()

Acton Fighter (Firebird)
E13.45::::
£16.45

Strider (US Gold) £16.75 Ivanhoe (Ocean) £13.45
Xenophobe (Micro Style) E16 45 Demon'sTomb (Melbourne House) £13.45
Mans Marauders (Psyche 's/ ) E13.45 Never Mmd (Psyclapse) £13.45::.:

.
:

Laser Squad iBlade l W A S Bad Company (Logotron) , .. £13.45::::Shutnepack Cale (Domark) £13.45 Highway Patrol (inlogrames) £16.45
Knightlorce (Titus) £16.45 Silkworm (Virgin) . C13.45 ::::
Super League Soccer (linpressiono) C111 45 F 16 Combat Pilot Editor IXenenTsdinalogy) t A cost:
Horse Racing (Mindscape)
Chicago 90 linlograrnes)

£16.45
E13.45 Xenophobe (Micro Style)

Main* Marauders (Psyclapse)
VI SAS:*
£13.45

Lite & Dea lt  (lAndscape)
Kees The Thiel (Electronic Arts)

C16 45
C16 45

Laser Squad (Blade).
FM Melody Maker (Hybrid Ads)

£13.45 ff.:
E47.56 :

Neuron/mow (Electronic Msit rita rp lay) £16.45 Knightlorne (Titus) C16•45::::Risk iLeisoce Genius) £13.45 Super League Soccer (Impressions) £16.45 ::::
Super Quintet (Inlogrames) E15.75 North & South (infogrames) V  6,45
Continental Circus (Virgm) £13.45 Chicago 90 (Inlogrames) 03.45
Ghostbusters 11 (Actleision) £13.45 &Mourne Ranger Editor (XenonTechnology) t  4 .9 5
Xennmorph (Pandora) -  -  _  . . . . . . . E16.45 F-16 Combat Pilot (N e a l  Integration) Cl 6.45
COMMODORE AMIGA HARDWARE Shurnepack Cate (Dolma rk) C13_45

Commodore A590 20Mb Hard Drive , I340.00 ALA (Leisure Genius) £13.45

Commodore A590 CMOS RAM Chips x 1 (1213K) 113.45 Super Quintet (Widow email) £1645:;:.:
Commodore A590 CMOS RAM Chms x 4 (512KOSMb) .. . ,.. C49.45 Continental Circus (Virgin) En 415•:••• .
Commodore A590 CMOS RAM Chips *  8 (1 024Kil M t ) E99.45 Drat In' Force IDigitalmaglcsAvere) EI6.45  ...
Comm000reA590 CMOS RAM Chips x 12 (1536K1.5  Mb) E149. 45 Xenomorph 116.46:::

, ••••:
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ATARI ST EDITORS
F-16 Combat Pilot Editor (E4.95)

Edits:
• Pilots Name
• Pilots Callsign
• Squadron
• Rating
• Hours & Kills
• Campaign Hours & Kills
• Aircraft Lost
1 Missions Completed
• Next Map To Be Used

Want to play Operation Conquest but can't complete all of
the missions? Sure •• lust cheat and aher your mission
marks! Like the map you're playing on. and don't want a new
one for your next campaign? No problem! Wipe those black
marks from your record? Easy! Early promotion? Why not!
Wanna be Topgun? Sure, go ahead!

Gunship Editor (E4.95)
Edits:

• Pilots name
• Score
• Status
• Rank
• Decorations (Medals etc)
• Reprimands

So you're missing in action or 'rust plain dead? Show God a
thing or two and resurrect yourself! Wanna show your gongs
to the ladies! (oo-er!) Here, have a Congressional medal or
two Wa n t  some more stripes on your sleeve? Certainly -
Colonel! Wipe those nasty reprimands? What nasty
reprimands!!

Airboume Ranger Editor (E4.95)
Edits;

• Ranger's Name
• Score
• Status
• Rank
• Campaign Duty
• Decorations (Medals etc)

Stuck on a campaign with nowhere to go? Sneak out with
easel Dead or missing? Nah, must have been a mistake...
Want some more medals? Sure Add a little to your score?
OK' Want to go up in the ranks? No problem!

Elite Editor ( E
1
9 . 9 5 )

Edits:
• Commander's Name
• Legal Status
• Credits
• Equipment
• Cargo
• Weaponry
• Next mission to be played and countdown to it
• Planet
• Galaxy

Waiting around tor a mission? Cut down on the waiting time
to mere seconds! Mission too tricky lor you? Skip on to the
next onel Lost your cargo to some Thargoid scumball Get it
all back for tres!Cops after you? Change your legal status to
clean! Outgunned by the pirates? Have a megablast at no
extra charge! Stuck in the middle of nowhere? Jump to
so m e wh e re  co m p le t e ly d if fe ren t  w it h o u t  u sin g  a  d ro p  o f  fue l!
A little strapped for cash? Have LOADSAMONEY!!

ec

Milleniorn 2.2 Editor
Stunt Car Racer Edilo i
Oloorrnych Rit te r

• Bo m b e r  Editor
Chaos Strikes Baca Faso(

COMING SOON!

)
1
:
•

Falcon L dam . . . .
:::: Lase r SquadEditor . . . . . . . .

1'4.115
,E4.95

£ 4 . 9 5
£ 4 . 9 5

£ 9 . 9 5

X E N O N  T E C H N O L O G Y  ( D e p t  1 5 ) ,
71 W a d h a m  R oa d ,  N o r t h  E n d ,  P o r t s m o u t h ,

H a m ps hir e ,  P 0 2  9 E D .  Te le phone :  ( 0 7 0 5 )  6 7 0 8 7 8 .

Special Offers!! Any less and we'll be giving them away. "And why not?" I hear
you ask? Because we're not as stupid as the competition looks!!

• x e n o n  ( z e n ' .  zen'on) a zero-valent element (Xe; atomic number
54), a heavy gas present in the atmosphere in proportion of
1:17)(10E7 by volume.

technology ( t e k i n - o - l i b l i i )  the practice of any of allot the applied science
that have practical value and/or industrial use: technical
method(s) in a particular field of industry.

xenon technology (zen 'on  telen-o-1-10
1
11) t h e  b e s t  
d e fi n i t i o n !

•

All products are dispatched within 24 hours (subject to availability) by FIRST
CLASS post. All new titles are dispatched when released. All prices shown are
fully inclusive of VAT, postage, packaging and a full guarantee (please add
E1.10 per item overseas). Please make cheques or postal orders payable to
"Xenon Technology
-
.
To order simply write on a piece of paper, your name, postal address, a
telephone number (if possible, only used if absolutely necessary), and the
software title (with the machine model) Then pop in your payment (either a
cheque or a postal order) and then pop it in the post (not forgetting of course
our name on the front of the envelope and a stamp).
VAT Registration Number: 543 9020 57

Proprietor: Steve Lowe
Note: Xenon Technology is Mail Order ONLY.gs

£495

•:::::

• .

ts:



I N T E R P H A S E  (image Works)
C HE CK the blueprint map as soon as you enter a new level or Kal-E may blunder intoa trap set near the left before you can stop her. Spend some time studying the map,
scrolling around it to take in as much detail as possible (the best time to do this is at the
start of a level, when things aren't too heavy) and map out a r oute for  her  to fol low

before opening any doors i r t e n ! l t * I l i t  Vand l et t i ng he r  wander
about.  Things to take in-
to consideration are:
•  The positions of doors
— where Kal-E is likely to
stop ( o r  b e  for ced t o
stop) moving.
•  Locations of robots and
turntables
.  —  
w h e
r e  
t h
e y

are goi ng t o move,  and
which way they will turn
when they reach a  junc-
tion-
•  Pr essur e p a d s  a n d thd
security camer as — any-
thing that is likely to trig-
ger a robot.

O
N  
t
h
e  
f
i
r
s
t  
l
e
v
e
l
,

don't try to pick off
the fighter  planes one by
one — it's a waste of time
and e f for t  as ne w  ones
are constantly being gen-

erated. D e s t r o y  t h e  first rst and then
mop up any of  the stray
planes- Y ou then have a
couple o f  easy mi nutes
until the generator  reap-
pears.
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levels/stories free of aliens, as you can use it as a
kind o f  'safe house f o r  w he n y ou ne e d t o  r ead
messages or  check the map.

lor E L Y  under  red bridges to gain energy — about eight
I F passes are enough to fully recharge an exhausted
supply. As each level is wraparound.  you don't need to
turn to go through again — just keep flying straight on
and the br idge reappears directly ahead. But  beware:
scrape any of the walls as you go through and you suffer
a massive energy loss.
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enemies c a n ' t  b e

your tractor beam first to
hold i t ,  then launch t he
missile.

C M
,
*

destroyed by laser fire. In
these cases, use missiles
Instead- Ther e  are a  few
enemies capable of  out -
running a missile, leaving
chasing i ts tar get indefi-
nitely. To  put  a  stop t o
this, catch the  tar get  i n

3D POOL
(Firebird)
I  HPROVI NG your game only comes through practice.

'Solving' the 19 trick shots on the other  hand requires
a keen eye,  a sharp mi nd and a steady hand.  Anyone
incapable of finding the correct table or ientation,  shot
strength and spin can cheat and use the (ul luwing 'co-
ordinates' for  each shot...

The numbers shown when playing a trick shot are for
eference, so once you complete a shot,  you can wr i te
down in shor thand exactly how you di d i t.  The  first
four numbers refer  to the r otati on of  the table,  the
next t hr e e  i t s  t i l t .  T h e  fol l owi ng pa i r  r epr esent
strength of shot (63 is the maxi mum) while the last two
digits indicate the amount of r ight-hand spin applied.
So now you know.

Uset h e  icons at the top of the screen to set up the
shot — it's not as hit and miss as moving the table itself.
Remember: pressing the left-hand mouse button per -
forms big steps, while the r ight-hand button produces
small steps for  fine tuning.

Once the shot is successfully executed,  click on the
icon in the top r ight hand corner of the screen to call up
the main menu.  Cl ick on E DI T S HO T — and you can
replay the shot you just played t i me and ti me again,
from any angle, by double clicking the left-hand mouse
button.

Oh yes, one other  thing: just t o make l i fe a  l i ttle
trickier, only the numbers of the first shot are correct.
The other  I S shots have had a single digi t altered,  so
some skill is required — but at least you get the general
idea.

S HO T ONE
07613 024 63 10

S HO T THREE
0132 100 63 00

S HO T FIVE
0512 025 63 10

•

S HO T TWO
1000 041 63 09

S HO T FOUR
0966 024 63 00

S HO T SIX
0405 060 63 20
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S HO T SEVEN
0405 010 63 20

S HO T NI NE
0933 024 6311

S HO T ELEVEN
0751 100 06 20

S HO T THI RTEEN
0014 054 58 20

S HO T FI FTEEN
0084 076 12 00

S HO T SEVENTEEN
0312 101 63 06

SHOT NINETEEN
0601 024 64 20

S HO T EI GHT
0171 099 55 12

S HO T TEN
0921 021 63 21

S HO T TWELVE
0916 025 56 10

S HO T FOURTEEN
0764 100 6310

S HO T SI XTEEN
0880 048 49 20

S HO T EI GHTEEN
0512 1005310

OUTRUNan Gold)
Amiga only . T upe R ED
BARCHETTA ( inc luding
the space) at any time to
activate the cheat Mode.
The following options are
now at your disposal:
T adds ID seconds to your
time.
B gives an extended play
bonus.
S pu t s  y o u  o n  t h e  n e x t
stage.

HYBRIS
(Discovery/
Softek)
Type C O M M A
,
N D E R  a t  
a n y

time then press fire to acti-
vate the cheat mode. You
can now press:
F ID: to make the ship invin-
cible.
F9: to skip to the next level.
F2-F6: for  all the different
weapon stages.
10 (again): to turn off the

cheat mode.

STATIsflei

THE NEW
ZEALAND
STORY
(Ocean)
There are two cheat modes
for this gem — one works on
certain versions o f  t h e
game, w h i le  t h e  o t he r
works with all the rest.

The most common cheat
mode is to type in FLYFFY
KIWIS (including space) at
any time for infinite lives —
buit it's not guaranteed to
work. I f  not, you've got a
different version, in which
case t r y  t y p i n g  i n
MUTHER*CKENKIWI-
B*STARDS (using your im-
agination to substitute the
two asterisks for  the cor-
rect letters!) for  the same
result.
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The meanest space minion of skill, speed and control that vAll take you to
Re alien planets of awesome landscapes.

From $tur fighter craft, face the fiery seas of menacing molten lava,
showering meteorite storms and rag)ng fountains or ere!

turn and Win through the cosmic labyrinths and psychedek tunnels
that will send your senses reeling!

Penetrate the enemy fortress and blast your way through underground
tunnels pecked with deadly costacres and enemy spacecraft.

And, if you get out alive - yotill see it's only the beginning of the greatest
battle in the Gately -GALAXY FORCE!

GALAXY R3RCe and SEGA' are trademarks of SEGA ENTERPRISES LTD.
This game has been manufactured untier licence from Sega Enterprises Ltdmpan.©. SEGA 1988.1989.

marketed and distributed by Activislon (UK) Litt
Consumer Enquiries/Technical Support Tel 0134 310003

M OW WIPEENS



THE ULTIMATE
six exciting action sequences
put you in control of Elliot Ness's
elite squad of malia-busters.ALLEYWAY HUME
T H E  B O R D E R  R A I D
The Railway Station confrontation and
Warehouse bust culminating in the thrilling
denouement of a

ROOFTOP
r
DUEL

as you re-live the knife ed existence of Ness
cin his struggle against thee  tribution of Capone!

• •••

THEUNTOUCHABLES
LIVE AN AMERICAN LEGEND

•
t
;
'

"a fine example of how to do the job
properly... a cracking conversion
easily one of the most successful -
licences to date"
Sinclair User

"an absolute corker of a game...as
smooth and polished as you can get
animation is top notch ...a brilliant
film conversion"
Your Sinclair

Ifit;
USER

Ocean Software Limited • 6 Central Street • Manchester • M2 5N5
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SCORE

5 Irsatme: 061 832 6633 - Telex: 669977 OCEANS G • Fax: 061 834 0650

"the film was great ...the game is
even better. Great atmosphere...the

music is brilliant ...a spectacular
combat game, an unbelievableet

,

b p i
package... and utterly superb game."

Zzap

"Apart from the sheer thought
apparent in the game design, there

are the superb graphics"
Games Machine

SPECTRUM
COMMODORE

AM STRAD

ATAR I ST
PC Et COMPATIBLESE19.99

AMIGAE24.99

T A K E  1
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4
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G a  ,P I• 1 1 0 .•
( c a w s

TM 6  topyt ight 4  1987
by Paramount Podures

Corporahon.
Alf Rights Reserved
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s a  shadow-BATMA is the darkness,
as elusive as a dream. High above
the seamy streets of GOTHAM,
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The only hope for a
desperate city —
BATMAN.

Ocean Software Limited • 6 s t e r  M 2  5NS
Telephone: 061 832 6633 • Telex 669977 0 . 0 6 1 4 / 1 1 1 6
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blockbusters We've already seen the latest
(and last?) Indiana J o a n  adventure,

caught a  glimpse of the darker side of 007 in
Licence To Kill, and, following an smvessive hype
campaign, we  were finally able to judge the
new-look Batman for ourselves

The nex t 'buster o n  the  horizon i s  the
long-awaited sequel t o  Ghostbusters U S
audiences queued around the block to see the film
at the beginning of the summer, but UK audiences
have had to wait for the longer nights and colder
weather to set in to get their chance.

But for a while a Ghostbusters reunion looked
about as likely as the Beatles reforming. The
original movie may have been the lop-grossing
comedy of all time, but rumours circulated that
certain cast members were unhappy with the profit
share and would need a good deal of persuasion to
go 'busting again. The main sticking point was Bill
Murray, whose rapid fire wise-cracks allowed him to
steal the first movie.

Murray, who made a name for himself on the hit
US comedy show Saturday Night Live (where he
replaced Chevy Chase and worked alongside John
Belushi and fellow 'buster Dan Aykrord), only
agreed to make Ghostbusters when he got an
assurance from Columbia that it would bankroll a
straight film he was planning to make.

That film turned out to be an expensive remake of
Somerset Maugham's The Razor Edge, the story
of a young man's spiritual search for himself in the
years between the wars. Unfortunately though.
Murray's audience only wanted to see him goofing it
up in movies like Meatballs, Caddyshack and
Stripes -  The Razor Edge wasn't even granted a
UK release. However, Murray is actually quite good
as a dramatic actor and the films certainly worth
looking out for on video.

Murray's response was to stay away from films
for four years -  briefly resurfacing for  a
scene-stealing cameo in Little Shop Of Horrors -
before making a  comeback with last year's
disappointing Scrooged.

During this time he consistently rejected offers to
star in another Ghostbusters: "I really didn't want
to do this movie for the longest time," he admitted.

The appointment of British film-maker David
Puttnam as head of Columbia between 1986-87
also diminished the likelihood of a sequel. Not only

f there's something weird in your neighbourhood -
it's probably Curtis Hutchinson. Don't call us... call
Ghostbusters.

did h e  publicly accuse Murray o f  being a
money-grabber, but he also hinted that the only
sequel he would be interested in backing would be a
low-budget affair with a new (and cheaper) cast.

If these lorces were working against Ghost-
busters II then the static careers of Dan Aykroyd
and Harold Flamm were surely willing it to happen.

Aykroyd originally conceived and wrote (with
Ramis) Ghostbusters as a vehicle for himself and
his fellow Blues Brother, John Belushi. Sadly
Belushi's life in the fast lane caught up with him (in
the form of a massive drug overdose) and his part
was rewritten for Murray. A talented actor and
writer, Aykroyd failed to establish himself as a major
star after Ghostbusters -  despite repealed
attempts (Spies Like Us, Dragnet, The Couch
Trip, My Stepmother's An Allen).

Writer-director-producer-actor R a m i s
experienced similar problems Despite  early
directorial and writing triumphs on Caddyshack
and National Lampoon's Vacation, his only
significant post-Ghostbusters outing was perform-
ing the same chores on the tedious Robin Williams
comedy, Club Paradise.

Murray finally relented and the original team.
including Sigourney Weaver, Rick Moran's, Ernie
Hudson (the fourth 'buster) and director Ivan
Reitman (Twins, Iron Eagle, Stripes, Meatballs)
began working on the $30 million sequel in New
York city last winter.

"None of us had ever done a sequel, although
we'd had offers on virtually every film we'd worked
on," recalls Ramis. "But then we started thinking if
we could come up with a concept that seemed
worthy, that really progressed us in some way, that
had something new to say, then we'd do a."

Ramis and Aykroyd's script picks up the story
four years a fter they  busted the  demonic
gatekeeper tha t w a s  terrorising Sigoumey
Weaver's fridge. At the end of the first movie the
quartet emerged victorious from their endeavours
and wandered out onto the battle-scarred New York
streets. However, an ungrateful City Hall blamed
the boys for the damage caused in the fray and
issued them with a  judicial restraining order
prohibiting them from pursuing their ghostbusting
activities.

Having gone their separate ways. Dr Peter
Venkman (Murray) now hosts a cheapskate cable
TV talk show dealing with psychic phenomena. Ray

n s e e s  a  Ghos t buster-
L/41C1.1 Lid!! Ay kroyd being lowered down

a s S p o o k s  attack from all sides, and Dan
shoots them with his weapon while swinging
from side to side h i s  main aim is to collect
three pieces of a scoop which is use n i l e c t
a sample of slime from the river
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Yo r s .  Th J e a  is to guide her along the
horizontally s r oiling street, shooting 011COM-
ing ghosts with her torch to the tune of Jackie
Wilson's Higher And Higher. The crowd is
used to collect the ectoplasm released by dead
(!) ghosts while avoiding other ghouls on the
floor, Hey. wait a minute! What happened to the
rest of this filml

nal section sees the busters inside the
• G a l l e r y  i n a  confrontation with the

arc ' l a i n  Vigo. Having carefully lowered the
foLJ o s tb u s te r s  down a rope into the gal len
(bu t o o  fin* or they die), your first objective
is I o o s e  of Janosz (Vigo's mortal minion)
anc c u e  the baby to prevent Vigo's power
beir, 000sted. But then Vigo steps out of the
painting and, via telekenesis, pulls the batr,
towards him. Quick! Avoid the energy bolts he
unleashes and sh int him to win the game.

FEATURE



Stanz (Aykroyd) and Winston Seddemore (Hud-
son) earn their living by entertaining at children's
parties and techno-wizard Egon Spengler (Ramis)
is continuing his research into the effect of human
emotional slates on the psychomagnetic energy
field.

But paranormal forces return to the city -  and
when Weaver, now a  single mother, notices
strange things happening to her baby... who's she
gonna call?

The reunited Ghostbusters find themselves
doing battle with a river of slime (which grows in
response to people's negative emotions) flowing
under New York and threatening lo engulf the city.

The visual effects were handled by Dennis Mu ren
of Industrial Light & Magic, the SFX division of
George Lucas' LucasliImi which in the past has
supplied effects for all three Indiana Jones films,
the Star Wars trilogy. ET. Who Framed Roger
Rabbit and Back To The Future Muren admits
that his most difficult task was creating the river of
pink slime, which had to look and move like a living
being to be effective. Part of his solution was to use
diamond dust', a chemical used to give a sparkle to

metallic painted cars.
"Multiple colours of diamond dust in the liquid.

flowing along, agitated with manifolds and pumps
and shot at a certain frame rate and aligned in a
specific way. make it all look like it's a  boiling.
churning, living being," he says.

The slime -  which some critics have said is the
real star of the film -  is a mixture of Methocel, a
vegetable-based biodegradable jelly, and food
colouring. Some 100,000 gallons of the stuff were
blended in several different ways to get specific
consistencies and colours depending on whether it
had to encase a building, a Ghostbuster or perform
in close up.

Interestingly enough the film was originally going
to be called The Last Of The Ghostbusters But,
judging from the enthusiastic response it received
in the States, and the teams' apparent enjoyment of
working together again, this change of title has left
everyone's options open.
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• p p e t s  of digitised images and sampled
sp c h  from the film. Following the  team'c
demise, this  picture of Vigo is  shown an
Janosz is heard to say: "You arelikethebuzziri
of flies to heeem".

YOU LOSf...
m.9. WOES INO OA 70 MU Of NEW

oh Ghostbuster is transferred
..,reen, complete with digitised
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the' i e d  with proton guns, and two with
stir [ u n s .  Janosz has to be shot with the
slim '  Vigo (who steps out of painting once
the bat r
e c o v
e r e d
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The editor's decision is final and no correspondence Vein tic
entered i n t o  Employees o r  Actatision, EMAP a n d
Ghostbusters haven't got a ghost al a chance of winning S o
spook off!

F AIME

EIGHT SPINE-TINGLING THINGS
YOU NEVER KNEW ABOUT
GHOSTBUSTERS II

•  The most unusual cast credit belongs to Judy
Ovitz (daughter of the legendary Hollywood agent
Michael Ovitz) who appears as 'Slimed Restaurant
Patron'!
•  Over 200 artists and technicians from industrial
Light & Magic worked on the film's special effects_
•  Run DMC can be heard performing a rap version
of Ray Parker Jnr's original Ghostbusters theme.
•  Bobby Brown makes a split-second cameo - as
a doorman'
•  The film cost $30 million to make b u t  its
predecessor made $220 million!
•  Director Ivan Reitman co-produces the cartoon
series The  Real Chostbusters and its new

Slimer! And The Real Ghostbusters_
•  Dan Aykroyd is the grandson of a  Canadian
mountle
1
!

•  Production designer B o  We lch  previously
worked on Beetlejuice and The Lost Boys.

F
VIDEO CAMERA!

Plus! 10 Special 'Glow In The Dark'.
Ghostbusters T-Shirts!

Plus! 20 BIG Posters!
All Courtesy Of Activision

mstrad's lightweight Videomatic VMC 100 camera recorder is simple to
A use, compact and has many handy features, Including one-touch operation
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pack, combined mains adaptor cum battery charger, shoulder strap, cassette plus
a special adaptor (which allows the miniature cassette to be used in a standard
video recorder).

So now thanks to this miniature marvel, one lucky reader will be able to record
all gf those magic moments for posterity. All you have to do is point and shoot
and it could be yours if you correctly answer the following questions:•
1. Which two Ghostbusters wrote the plot for the original film?
2. What was the name of Bill Murray's 'serious' film?
3. Activision is about to release a conversion of a driving coin-op... which one?

The winner will be the first entrant drawn from the hat, with the next 10 correct
entries each receiving a special Ghostbusters glow in the dark T-shirt and the
following 20 runners up getting their hands on a massive Ghostbusters II poster.

Answers should be written on the back of a postcard or sealed envelope (along
with your name and address) and sent to: GHOULISH GIGGLES, The One, Priory
Court, 30-32 Farringdon Lane, London EC1R 3AU, to arrive no later than Friday
December 22nd 1989.
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A game for 1-2 players featuring all
aspects of a real football match -
strategy, tactics, penalties, headers,
free kicks, throw-ins, crowds,
spectacular graphic routines and high
quality sound effects. It is officially
endorsed by the entire Liverpool team
who feature throughout. It's the next
best thing to playing real football at
Ant ield.
The ultimate in home entertain en t
football games.

IBM/PC

Available on:

ATARI ST

AMIGA + ATARI ST E19.99
C64 DISK E 1 4 . 9 9
C64 CASS E 9 . 9 9
IBM/PC E 1 9 . 9 9
SPECTRUM & AMSTRAD
TO BE CONFIRMED

0  1989 r a
Entertainments Ltd
All rights reserved
Grandslam House
56 Leslie Park Rd
Croyclon
Surrey CRO 6TP
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INDIrm THE GRAP HIC ADVENTURE
Available on: I BM PC • ATARI  Si' • AM I G A

EICASFILG A M E S

6861- 8391A9030



Way, Ballard, Birmingham
1 625 3388.
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The d e s e r t .  U n -
changed f o r  m i l l i o n s
of years ,  y e t  w i t n e s s
to  a  bilbical prophecy
come t r u e  t h a t  o n e
day t h e  m e e k  s h a l l
inherit  t h e  e a r t h

G a r y  W h i t t a  ge ts  b i t -
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smal l  but  thr i v i ng de s e r t  t o w n  of
Li z ar d B r e a t h .  O r  i s  i t ?  T h i n g s
a r e n' t  w h a t  t hey  us e d t o be  si nce
t he  a r r i va l  a t  a  l a r ge  m e t e o r i t u

t he  S t ol he i nz  A 2 2 1 3 5 7 .  N o w ,  u n b o l t "
fl ow n t o  t h e  t o w n ' s  h i c k  popul a t i on ,
ther e 's  t r oubl e  o n  t h e  hor i z on . . .  b i g

sur el y  i t ' st r oubl e .  A n d  s l o w l y  b u t
cor ni ng t hi s  w a y -

Y ou a r e  D o c t o r  G r e g  B r a d l e y ,  a
ge ol ogi s t  v i s i t i n g  L i z a r d  B r e a t h  t o
s t udy  t he  mi ner a l  c ont e nt  of  m e t e or i t e
t r a gm e nt s  i n  t h e  s ur r oundi ng  de s e r t ,
But  t he r e  a r e  m or e  t ha n  r oc k s  w a i t i ng
for  y ou i n t he  s un- ba k e d  s a nd

ur scrol l ing m a p shows t he  l ayout o f
tar t' Br eath and the  surrounding area:

here that locations are selected and
VIjked. Travel  time is taken into account -  an
Estimated Ti me of Arr ival  is displayed so you
can decide if there's time for the trip.

tilp! Here's the expia-
tion f o r  G a r ' s
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general w e i r dne s s  i n
Lizard Br ea th since t he
meteor  hi t . . .  a 10-metre
tall ant wi th gnashing pin-
cers and hummi ng anten-
nae! Dr a w i ng y our  I4S,
you take  a i m  a nd bl ast
away, hopi ng t o  ki l l  i t
before it gets too close. At
first this megal i thic mon-
strosity j u s t  s e e m s  t o
shrug of f  your  shots,  but
emember  . .  , every ani -
nal has its weak spots

hired hand at 113
1
s

doesn't t a k e
to your  presence,

esp.° By when you start
asking a bout  t he  myste-
rious decapi ta ted c o w .
Then,  w i t hout  war ni ng.
he r uns off ,  hi s face as
white as a sheet. What the

'managed t o  dow n t he  fir st ant,  but
e's no t i me t o dr aw br eath a n d

PI l o r e  where he came from.  This over-
heat_ ntul ti -di rectional  scrol l ing v i ew shows
lust how huge the mutated insects really are -
and h o w  m a ny  y ou  a r e  u p  agai nst! Y our
limited supply of hand-grenades and dynami te
will hold them off for a while, but before long
the sheer  number  proves too much t o cope
with and you have no option but  to turn tai l
and r un -  but not before you grab a piece of
blasted ant for  evidenci
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roo. 0 0 0
loft

1 nnta t i ng and wi th a  sm• u n  LI I
Jur hand, you rush into the n o f fi c e
ell h i m  y o u r  s tor y .  Monst r ous  a n t s
inching t h e  t ow n? Unsurpr isingly,  t h e

mayor doesn' t  bel i eve y our  ta l l  t a l e  a nd
promptly throws you out of his office, warning
you not  t o r etur n unti l  you have some evi -
dence- In order  to convince the mayor  that the
ant attack is real, four  pieces of evidence must
be found.  A plaster cast of a creature track, a
sample of an ant's body fluid, a recording of the
sound t hey  m a k e  a nd a  tissue sampl e wi l l
convince the mayor  to call out  the Nati onal
Guard -  with you in command of the emergen-
cy task force.

i
l
l
i
e
p

„ 'me is of  the  essence, a nd there's l i ttl e
•••, a r gi n for  error.  The action starts on the

rikoliitig o f  June 1st,  a nd  y ou  ha v e  unt i l
midnight ant he 15th to wipe out the killer ant
colony by disposing of the Queen.  Al ternative-
ly, convince the mayor of the impending attack
and get hi mn to call out the National  Guard.
Fail t o  do ei ther  and t he  ants over r un t he
town. The  clock i s constantly ti cking away
with a  second of  real  t i me  representing a
ninute of game time) and this must be taken

into account when visiting locations -  so don't
expect to find the University Lab open at three
in the morning! In order  to stay fit and active,

hours kip •  '

ling - c t o r  Pl an L i t t
'u noti ce he  seems be n -  a nd

wi f :Jed. The  rock sample you s•unt hi m for
analysis was a di rect result of the meteor  hit,
and as for the ant l imb -  there's no doubt that
it's from a giant harvester ant. Putting two and
two together ,  you conclude that  nor mal  ants
have been mutated to gigantic proportions by
the radiation emi tted f r om the meteor .  But
with no other  sightings, and little in the way of
evidence, who's going to believe you?

•

E m b
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THE TOP 10 'IT'
110111ES
It Came From
1953)
It! The Terror F
;pace (1958)
•I t  C onque r ed
(1956)
*It (1966)
•It Lives Again (1
tilt Came From
Sea (1955)
' I t  Stalked The
(1954)
*It's Alive (1968)
' It's Alive (1973)
' It! The Vampire
Space (1958)

14,

Outer Space

rom Beyond

The W o r l d

978)
Beneath The

Ocean Floor

From Beyond
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when confr ontd by a  swarm of  ants.
iker  you do lose precious ti me by being
in the local hospital to recover from any

rijuries you may have sustained. Tr eatment
an last as long as two days, so i f you don't
vnat to lose precious time, i ts necessary to

'El Still dressed in your  hospital robe,
wi ne  out  of  bed and make for  the
the doctors, nurse and securitya i lT-her  you stayed (for  your own be e l k

it course) and a hunt ensues. Running is t ring
vork, so grab a wheelchair to scoot away from
tour, pursuers, but  don't  tr y to go down the
.tairs wi th i t! Ma k e  your  way  down t o  the
l!round floor  via the elevator or stairs, get past
he burly guys on the door  and you are free!

SISAist•
ellcats are the i
t  , . a c t i t  
b a n d  
o f  
n o

punks who spend their  time either at
's Dr i ve-I n (whi ch constantly shows

re 4  Rocket Ranger) or on the road looking
for trouble.  Thei r  favour i te pastime is Chick-
en, the  moder n-day version of  the medieval
Joust played wi th cars. As the cars accelerate
towards each other ,  the  first one t o swerve
away is poultry.  Seeing as the Hellcats hardly
ever swerve,  staying on the road is not advis-
able unless you want  a  time-wasting spell in
hospital. Swerving takes you onto the desert
,
,
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-ast you walk away alive

e pi lot is only too pleased t o take
c i n his pl ane for  t he  purposes of

, a
-
v
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easily spotted from the air, and a limited
supply of  pesticide comes in handy for holding
t hem at  hay.

aor  N I E B E  P—S F  I_E

t's t  a  good i dea 1

I
t

the dr i ve- i n • too
n s  the Hellcats may
want p i c k  a fi ght wi th
you. I f push comes to sho-
ve, grab your  switchblade
and pair off with the Hell-
cats' l eader .  De fea t  hi m
and you get no more trou-
ble f r om t he  gang for  a
while -  lose, and you can
expect another  stint i n i
hospital bed



sing the  phone  Is a Muc h qui cker  (and 1es4
'ring) way of getting in touch wi th your

Unfor tunately characters are a l ittle
FM W i l l
i n g  
t o  
t a l
k  
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o
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want the full details it may be necessary to talk
-hem  in persori

Lr . - e  Tel ler  is  a va a t
formation.  Her  mystic p s  allow her

you t o  events befor e ti l ey happen.
- • u n a t e l y  her  information,  gleaned for m
the crystal ball, is never  that clear, and qui te
r t
-
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i
t  
t
i
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Otsiatik
1 1 .  •- ,  as s .  h e ' s  always got some piece of

. t t  r e p o r t e r  at the Desert Star,

u
Kar Ma l de n) .  Unf or t ur
4 information (and isn't he the image of

he's t ough t o
track down as he's almos
, ' - P o  
t h e  
t r a i l  
o i

some hot story

I s
t  
B
u
s t
y  
D
u
s
t
y
,  
t
h
e

I at  the local radio
. K B U G .  S h e ' s

g f o r  t he  odd bi t  of
information,  b u t  n o t  a
whole lot else

he Li z ar d Br eath Pol ice Force is a t  first
- t o o  co-operative,  but  once the an'

i ttacking t he  town,  the  Pol ice Stati
,as y r e n t r e  of  ope r a t i ont ,

-

A -
re

the ants appr oach Li z ar d Br eath,  t i
n is sounded and a state of emergen

aimed. The town's resources are put
your disposal, and ar e strategically al locate,
(wargame-style) vi a this si tuation map.  The
army, police force, local construction workers
and e v e n t he  townsfol k a r e  al l  r eady a nd
waiting for  battle.

k  e

final confr ontati on -  t he  enti r e a i
lony versus everything you can throw •

*may's out in force now, wi th you I
command of  a n enti r e tank  pl atoon a nd
squadron of jet bombers_ Tanks are ccpritrelk-
directly, whi l e t he  j ets ar e  handl ed by  t t
computer  -  you see a  fl i ght path for  the '
before take off and control  the bomb-droppin
(be careful not to bomb your  own tanks!)

D o h  dear .  Ata r i  I t  w o n ' t
a ppe a r  u n t i l  a t  l a s t
Apr i l  or  M a y  n e x t  y e a r ,
a nd vitheln i t  doe s  i t  w i l l
onl y  r u n  o n  a  1 0 4 0

m achi ne .  A s  t o  h o w  m a n y  di s k s  i t  w i l l
oc c upy  w h o  k n o w s .

E x pe c t  t o  s e e  s o m e -
t h i ng  c r a w l i n g  o u t  o f
t he  de s e r t  a n d  o n t o  the
s o f t w a r e  s h e l v e s  b y
t he  m i ddl e  of  ne x t  year .

Unf or t una t e l y  a  p r i c e  h a s  y e t  t o  b e
fi xed.

F

R E V I
E
W Ri ght f r o m  t h e  v e r y

s ta r t ,  w h e n  t h e  s a m -
pl ed s p e e c h  d e s c r i b e s
t he  s c e n e  a s  t h e
'cam er a*  p a n s  a c r os s  a

t w i l i ght  de s e r t  l a nds c a pe ,  y o u  g e t  t h e
fee l i ng y ou a r e  in f or  a t r e a t  — a nd y o u
are.  I t  C a m e  Fr om  T h e  De s e r t  i s  a r gu-
abl y  C i ne m a w a r e 's  m o s t  a t m os phe r i c
a nd fi l m -l i ke  pi ece t o  da te ,  a nd  a e s the -
ti cal l y i t  doe s  a  br i l l i ant  j ob o f  c a pt ur -
ing t he  t e ns e  fee l  o f  t he  classic S n's  B-
m ovi es .  P e r ha ps  w h a t  k e e ps  y ou  m os t
on t h e  e d g e  o f  t h e  s e a t  i s  t h e  s l o w ,
eer ie i n • g a m e  t h e m e  t h a t  w o u l d n ' t
A a n d  o u t  o f  pl ace  i n a  'B '  hor r or  fl ick_
The r e  a r e  a l s o a  c oupl e  o f  m or e  l i ght -
he a r te d m us i c a l  m om e nt s ,  s uc h a s  t he
doubl e -ba s s  j a z z  p i e c e  p l a y e d  a t  t h e
dr i ve-i n a n d  t h e  r a d i o  s t a t i o n ' s
c ount r y - a nd- w e s t e r n  r e p e r t o i r e .
G r aphi ca l l y  t h e  a t m o s p h e r e  i s n ' t  s o
te ns e  ( a l t h o u g h  t h e  a n t s  c a n t u r n  y o u
w hi t e  w h e n  t h e y  g e t  u p  c l os e ) ,  b u t
e v e r y thi ng i s  v e r y  s t y l i s h  a n d  •SOsl ,
especi a l l y  t h e  e l a b o r a t e  a n d  h i g h l y -
de ta i l e d ba c k dr ops ,  a n d  t h e  a n i m a t e d
cas t o f  c ha r a c te r s .  D e s i gn- w i s e  i t 's  a
l i ttl e l i k e  C i ne m a w a r e 's  ear l i e r  R oc k e t
Ra nge r  I n  t h e  s e n s e  t h a t  e v e r y t h i n g
de pe nds  on t i m e  a nd  h o w  w e l l  y ou us e
it i n  y o u r  r a c e  a g a i n s t  t h e  e v e r -
a dv a nc i ng per i l  — but  the r e  t he  s i m i l ar -
i ty  e nds .  T h e  fi r s t  ha l f  is a l m os t  l i ke  a
w hodunni t ,  a s  y ou pi ck  up clues,  w e i gh
up t h e  pe r s ona l i t i e s  o f  t he  pe opl e  y o u
m e e t ,  d e c i d e  i f  t h e i r  i n f o r m a t i o n  i s
r el iable a n d  s o  o n .  B u t  a s  t h e  g a m e
pr ogr e s s e s  i t  b e c o m e s  m o r e  o f  a n
a c t i on-ba s e d s t r a t e g y  a f f a i r ;  t h e  a n t s
ge t  c l oser ,  w hi c h m e a ns  y ou e nc ount e r
t he m  m o r e  o f t e n ,  t h e  pe opl e  s t a r t  t o
pani c  ( a n d  t h e i r  a t t i t u d e s  c h a n g e
a c c or di ngl y )  a n d  i n  t h e  fi na l  s t a g e s  i t
be c om e s  a n  a l l - o u t  w a r g a m e ,  w h e r e
y our  s t r a te gi c  ski l l ,  a nd s hr e w dne s s  of
t r oop d e p l o y m e n t  de c i de s  t h e  f a t e  o f
Li z ar d B r e a t h .  I t  C a m e  F r o m  T h e  D e -
ser t  m a y  n o t  b e  C i n e m a w a r e ' s
s t r onge s t  ga m e  de s i gn ( R oc k e t  Ra nge r
sti l l  ho l ds  t l i a t  t i t l e  — de s pi t e  t h e  f a c t
t ha t ,  w i t h  hi nds i ght ,  w e  di d unde r r a t e
i t) ,  b u t  i t  c om e s  a  v e r y  c l os e  s e c ond,
a nd a s  a n  a t m os phe r i c  m ov i e - l i k e  e x -
per i ence,  the r e 's  not h i ng  t o  t ouc h i t.

P R I C E
R E L E A S E  D A T E
G R A P H I C S
S O U N D
P L A Y A B I L I T Y
V A L U E

E 2 9 • 9 9
O u t  N o w

9 3 (
1
i
9 6 %
9 2
4 3
/ o
8 6 %

O V E R A L L  9 2 %

•
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ac I n  the 50s when Ike sat in the
White House and all was well with
the Western world (so long as you
were ,a God-fearing non-p inko),
Ho l(wo o d  d id  its b it  to  promote

the American Way of life with a succession of
cheaply-made science fi ct ion  mo vie s that
have since attracted a level of attention often
at odds with their actual worth.

A good many of these offerings were thinly-
disguised attacks on the evils of communism,
with invading a liens substitu ted fo r Soviet
infi lt ra to rs.  The  genre  a lso  a t te mp te d  t o
articulate some o f the fears and anxieties of
the new atomic age, although this was often
reduced to  the  leve l o f  nuclea r weapons
awakening hibernating monsters.
Revered and maligned with equal enthusiasm

by audiences today, the SF B-movies of the
50s were trade in response to real consumer
d e ma n d .
-
, Wi t h  
t e l e v
i s i o n  
m a
k i
n g  
a
n  
e n
t r
a n
c e

into most  American households during that
affluent decade, the  me d iu m wa s in it ia lly
perceived as an adult r T h e  newly-invented
AmpHran teenager . h e l l i o n  on his mind

MIAs p. . . a s n ' t  going to st ick
-t h ro -
-,  •  
-
-
i  
a
n
d  
d
a
d  
w
h
e
n

And where else
Dees in the dark

The giant ants in Cinemaware's forthcoming interactive
movie It  Came From The Desert look positively miniscule
next to some of  the monster turkeys seen in the cinema
over the past four decades. Curtis Hutchinson casts an
affectionate eye over the history of thO B-movie and some
of its more bizarre stars.

c o u l d  h e  m a k e  e Xp ia fi l iC , ..
but the cinema?

This was typified by the enormous populanty
of drive-in movies, where many a SF B-movie
took second b i l l in g *
.  m o r e  
p r e s s i n
g  
m a t t e
r s

on the back seat. ''''.•
With  an  in sa t ia b le A u d i T  t i n g  a

..._ demand for, more p  1  e n d e n t  fi lm
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t h e  fi rst  t ime  s in ce  t h e  s i le n t  e ra .  Th
.. oOdgates were opened fo r good, b
opportunistic film-makers - and it
new a t mo sp h e re  t h a t  t h e .
s
„
emerged.

The concept of the B-feature was not a new
one. During the 30s and dites, Hollywood had
ch inned  o u t  thousands o f  cheap  quo ta -
qu ia les which would be released a s
x
.

to the main features. The most Vir . :
B-rtiovies of the period were Westerns, but in
theipost-war era of atomic hydrogen bombs,
s c i e c e rfi c t i o n  e me rg e d  a s  i t s  n a t u ra l
sue:Cass&

•Bt did not always stand for bad, although an
alarming number o tmovies made in the SF
genre were quite appalling.

Directors working with  minuscule budgets
and largely inexperieticed casts and crews
e ither ca me  u p  w i t h  min o r c la ss ics  l ike
Invaders From M a n .  The  Blob, The Da y
The World Ended and,HLThe Terror From
Beyond Space (the p lot' &Which:Abates an
uncanny resemblance to Ridley Sccites M e w l -

or major turkeys like The Magnetic Monster,
Devil G i r l  Fr om  Ma r s ,  Atta c k  O f  The
Puppet People ,  The  Al l iga tor People ,  I
Married A Monster From Outer Space and

the all-time classic Bad Movie, Plan 9  F
Outer Space.

But by far the best of this
the ones that featured creature t' .  I  u

••
b l i i t i

size a n d  t e mp e r,  l a y i n g  w a s t e
unsuspecting mid-Western farmland o r
such cradle of innocence.

There's a scene in Monty Python And The
Holy Gra il where the Knights Of The Round
Table, led by Graham Chapman's King Arth
come across a cave through which  lies t
answer to their quest Th e  cave. h o we ve r
c
ris
guarded by a  small 4h ite  rabbit. When te ld
that th is is no ordinary bunny, bu t a deadly
killer rabbit, the KnightLare understandably
sceptical. However whefi lhe  P ylk in s take a
closer look, a  bloodbath follows as the bunny
rips out the throats and severs limbs. . . ,

This was a  typically Pythonesque situation
involving all manner of absurdities, y e t  it
wasn't quite as daft as a  fi lm rel d  three
years ea rlie r ca lled  Nig h t  O f  L e o n i a
(1972), where killer bunnies were,. a u g h i n g
matter. •  O k
i The fi lm's a  thumper from begIflnhi t o  end
as a  re d -n e ck  ra n ch e r t r ie s  t o
,
c u t - w i tusands f o u r - f o l  ' killer rabbits hell-bentoeking. e r  the '  a t e  o f  Arizona..  e
r 4 , i t s  ha u t a t e e t r a s  a result o f  a•.

i
pest co n t  p r o g r a n  . e wh icg  has tu
them into h - c r a v i r l  monSt irS .  This p i e
of dispose ce l lu lo ic t a lso  features Star Trek
sta lwa rt  o r e s t  ! O i ly  (a ka  D r a o n e s
1McCoy) co n g  in the b a ckg ro u n d ' ,

Night O f h e  Le pbs  was part & l a  70s
resurgence S c i e n c q i c t i o n  monster Movies
m o s  in  the sp irit  ot4the B-movies o f  yore,

this time around they allegedly benefitted
bigger budgets and t o re  sophisticated

making t e c h n i c l u e i i
-
T h e re  
a p p e a r e d  
t o  
b e

a dbmmgpstrmn running through this crop of
films wI f fS tost  o f them centring on mutated
monsters bilaught into existence through man-
made ecological disorders.

Of the  fi lms tha t  were made during  th is
periodemost have long-since been forgotten
by the  cinema-go ing  pub lic tha t  chanced
upon t h e m.  S o me ,  h o we ve r,  w e r e  s o
unredeemab ly b a d  t h a t  i n  sp i t e  o f  t h e
subsequent efforts o f  aestore,,,directors and
producers to  cove r t h e i r , t e k s i  they justrefuse to fade away.

Take f o r instance  Joan Co ll in s '  a l l-t ime
howler - Empire Of The Ants (1977). The film
traces the rapidly floundering fortunes of a
group o f  rea l e sta te  h u n te rs (led  b y  the
Dynasty dragon) who land on a remote island
off Florida hoping to make a killing. However,
the ' g e t  r i c h  q u i c k '  me rch a n t s  h a d n ' t
bargained on crossing paths with a colony of
ants metamorphosised into giants by illegally

d e Mp re a l t e a r waste.Thes t r a i g h t  f rom theSP
.Crossroads schoO m a  verite: the

re.

sets wobble and you can spot the joins r•

ants.
Director, Bert I Gordon made a name

h i m s e l f
.
l i t t e  
5 0 4
- ,
w i t h  
c h
e a
p  
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n
d  
c h
e e
r f
u l  
S
F

classics like The  Amazing Colossal Ma n
(1957). and Attack Of The  Puppet People,
Gordon prided himself on being something of

- SFX whizz, however with  th is movie  he
d t o  t a k e  i n t o  a ce o u n t  t h e  m o r e

h ist ica ted  e x p e e t a t i o n fl t  a la te  70s
thence. He relied heavily upon hia levourite

rick o f  p h o t o g ra p h ica l ly  e n l a r g l i t h i s
monsters - i l it th is instance the rad ioa
ants - and superimposing them upon foo
of his cast. Sleight of hand and b t l e ty  were
never thedirectorls strong p o i n t
s i fEmpire Of The Ants was, ofqburse, a total -
rip-off of Them! (1954), argue ly  one o f  the
best SF monster fi lms of all t i t re  Directed by
Gordon Do u g la s,  t h e  mo v ib  wa s sh o t  in
documentary sty ite n d  told the story of giant
Ants breeding, irethe desert after a  series of

,:p tomic tests. The  p icture  wa s g iven a b i g
'budget by Warner Brothers who t h e a t o o t h e
unusual step of keeping the film's plot a secret
until i t  was released. T h i t i l o y  w o rk e d a s
Them! became the studio,/b iggest  grossing
film, of the year, it  Also inspired a  number of
imitators like T a r a n t u l a
.
A 1 9 5 5 )  a n d  
T h e

Deadly Mantis (1957),
Understandably Joan Collins hardly wakes

lyrical on chat shows about the meaningful
experience Empire Of Theents  proved lc
during her own mutation into a  soap
Similarly Michael Ottine would probabi
want a  lo t  o f  peOPle to  kn o w abou t
S wa rm (1978),  i  b ig -b u d g e t  box-0(.11/4,u
blunder that probeibly still Causes h im a few.
restless nights.

1-1,0, Ca ine  s t t e  as a  t roub le -shoot ing
en o l o g i s t  (serioasly) called in to swat out a
SW o f  A t t ic&  killer bees terrorising an all-
star cast that should have known better.

MGM ploughed millions of dollars (and bees)
into the movie  hoping it  wou ld  be the 7 0
1
s
answer to  A lf red  Hit ch co ck 's  Th e  B i rd s .
Instead it 's probably the closest the decade
came to  p roducing  ano ther P la n  9  F ro m
Outer Space!

The o n c e  m i g h t y  d i r e c t o r  J o h n  •
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arid Seconds) turned
1 9 0  with Pmphscaffilegadificimorality tale
cie ingellPilia llorneaturing some ludicrously
militated bears of King Kong proportions. His
career has yet to recover.

Much more impressive, despite its title, was
The Frogs (1972), wher cantankerous old Ray
Milland fi n d s
e
h i m s e l f  
a n d  
h i s  
f a m
i l y  
o n ,
t h e

receiving end of a frog vendetta. -
Like The Swarm, the film owes much

plo t a n d  s t ru c t u re  t o  T h e  B i r d s .
p ro tagon ists i n  t h i s  fi l m  a r e  w a rp e d
psycho log ica lly,  ra t h e r  th a n  p h ys ica l ly ,
therefore  t h e y  re ma i n  s t a n d a rd -s iz e d
throughout the proceedings. Worth checking
out.

But few of the monster movies made during
the 70fl erith  the notable exception o f Ridley
S c o t r e a  horror c la ssica le n ) captured the
atmosphere and sheetinventiveness o f  the
508 vintage creature features. However with
coreent headlines about man's ecologica lly
r nStOu nd ideas, it's Surely only a matter of time
-fore we  witness the fi rst ozone-unfriendly
,
D
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NO MERCY NO SURRENDER
A NEW 3D DUO FROM LOGOTRON ENTERTAINMENT
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there are no good guys, just you, your sidekick
and wave upon wave of insectoid enemies who
have just one thing in mind - the total destruction
of every human they set their nasty little bug eyes

on. No quarter is asked and none is given, you know what
to do - if it's alien, blast it!

Bad Company is programming legend Steve Bak's latest
and greatest masterwork with scrolling of vanishing point
perspective surfaces, the latest superfast 3D sprite
techniques and featuring:

- Simultaneous two-player option
• Unique choice of weaponry, with fire power boosters
• Choice of eight different combat heroes
• Uncountable waves of sickening insectold attack

ATARI ST & COMMODORE AMIGA
END NOVEMBER 1
8 9 .  
P R I C E  
1 2 4 . 9
9
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S t I C E S M a l i k

NMI ST MTN SNOT

ATARI SI SCHEN SNOT

tarBiaze is pure solid vector 3D Shoot tom Up
from the programmers that brought you 16 bit
Elite! To  qualify  as a  Tamsinian warrior in an
intergalactic war of unptaralled ferocity, you
must prove your prowess by taking on scores of

fiendish alien attack waves and live to tell the tale. How
will you do it? With quick reactions and the fastest trigger
finger on the planet

StarBlaze is a  game which draws upon the strongest
features of the classic arcade titles to introduce a wholly
original style of game to the arcade genre, featuring:

Over a hundred different attack patterns
• Action-packed gameplay in stunning solid 3D
• Five colourful backdrops (forget boring starfields)
• Shield, smart bomb and extra power pickups

ATM ST & COMMODORE AMIGA
END OCTOBER 1
8 9 .  
P R I C E  
1 1 9 .
9 9

CHANCRY NOOSE, 107 ST PAILS ROAD. IONDON NI 2NA
the Logotten home and mut; a re  used under Maness from lagetron linseed.
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d a n g e ro u s  i n t o  R i c k  c o m -
es Gr e m l in ' s  m i x  o f  a c t io n

an d  e x p lo r a t io n .  G a r y  W h i t t a ' s  g o in g  u n d e r -
g ro u n d .. .R A I

FOR 10,000 TEARS HE M i n ,  WS ANNO
FEEDING ON THE NIGHTMARES Of N Et*411

NOW HE HAS AWAKENED

T he 128-screen Wnderci ty is self-mapping,It: locations are only displayed when you
enter  them.  I t  means the  need for  careful
observation and exploration is enhanced, or a
vital entrance to a new area might be missed.
l e

THEN THE SLAUGHTER N E T  NEVER Twoutirl H
E V E D I K E I  M E
W "
REGAN N O W  MANOR REIGNS THE UNDIRCETT

R E V I E
W

F o r
1 0 ,
0 0
0  
y
e
a
r
s  
t
h
e  
f
a
r
-

a w a y  cyber vvor l d of  Thr a x x
ha s  k n o w n  n o t h i n g  b u t
peace.  B u t  n o w  t h e  p e a c e
ha s  be e n s ha t t e r e d  — a l ong

w i t h  t h e  Fi r e bl a de ,  a  m y s t i c a l  s w o r d
t h a t  s y m bol i s e s  pe a c e  a nd  gi v e s  p o w -
er  t o  t h e  B l a d e k n i g h t s ,  t h e  p l a ne t ' s
r ace of  war r i or s_ Sei z i ng t he  oppor t un-
i ty,  t he  evi l  H a v o k  ha s  s l a ught e r e d t he
popul a t i on,  a n d  t a k e n  c o n t r o l  o f
Thr a x x .  B u t  H a v o k  d i d n ' t  r e c k o n  o n
K r ° ,  t he  l a s t  s ur v i v i ng Bl a de Kni ght . . .

AM HIRO THE LAST OF THE ItADENNIGNIS I
MUST REBUILD THE FIRIMADI ANU M P G  THE
DAM

ANO ITS POWER OIEDSwitch la e
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and chal lenging enter tainment.  Hi r o has
three combat moves at his disposal — a fast
punch, a kick and a deadly foot sweep, which
are 'power ed-up' before they are executed.
A neat touch is that Hi ro can wander  around
with a ful ly-charged kick a t  the ready.  The
basic minions, such as the crawling Spikelice,
are despatched wi th a single blow,  while the
more advanced enemies such as the Flame-
hogs and Crestheds go the full 12 rounds. But
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planet.  Exploration leads first to a cou-
ple of bonus letters and a weapon,  and then
to a  pr i mi ti ve entr ance t o  t he  Under ci ty
itself, where the adventure proper  begins,
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or so, barr ing the way to the rest of the
Undercity.  Bos s e s  i nc l ude  a  Scor pi on-
creature, a  shuffling Ar madi l l o and H a w k
himself, who can only be defeated wi th the

r • - r  I Th•tr.e l F P. - b la d e

te

A part f r om  t he  ar r ay o f  ba d boys t obattle,  there are objects to collect. Gl i t-
tering gems ar e onl y wor th points,  but  far
more useful  i t ems  include l etter s (whi ch
award extra lives and special weapons,  such
as laser bolts and futuristic shurikens) and the
16 pieces of the First:Jade.

A CUT ABOVE THE REST

S witchblade is the work of veteran game designer and programmer Simon Phipps.
talented 23 year-old's programming career began back in 1984 on the BBC Micro with
Jetpower Jack. a single-screen arcade affair for the now-dufunct Micropower. Shortly

after that he took up a computer studies at polytechnic before joining Gremlin Graphics. where
his first job was providing the pixelated Dolph Lundgren and all the other graphics for the ST..
version of Masters Of The Universe(!).

Next came a brief flirtation with 8-bit when Simon worked on Skate Crazy and Night
Raider (during which he spent his spare time learning 68000 machine code) before he left to set
up his own development house with a number of friends and colleagues — Core Design.

Immediately after founding the company, design work started on Rick Dangerous, Action
Fighter (the company's first licence) and Switchblade, which was put together in Simon's
spare time over the course of the next two years. Simon cites a number of sources of influence:
"Gameplay-wise I wanted to produce something very similar in style to the arcade and console
games of the time which no-one had ever tried to emulate on home computers before.

"I'm a big fan of the Japanese artistic style seen in comic books and cartoon films like Akira and
I've tried to get this across in Switchblade with the sprites and cameo portraits It's not the
easiest style to emulate, but a very clean and dynamic one, and so the results are worth it. I tried
to create a kind of claustrophobic atmosphere for Switchblade, and most of the ideas for this
came from Blade Runner and Duran Duran's Wild Boys video,"

With Switchblade complete, Simon is currently working on the Monty Python game and L
a  R i c k  Dangerous II, which he says: "will see -

Rick travel t o  outer  space t o  fi ght an ev il
tellar dictator. The puzzle element is going,

up. and the whole thing will be- ,
. '  •
F l a s h  G o r d o n  i n  
t h e  s a m e  
w a y  
k

was based on Indiana Jones,
t ideas for even more Rick

not going to reveal them just

p
. ST

P h ip p ' s  l a s t  m a s t e r p ie c e ,  R ic k  D a n g e r -
ous .  S w i t c h b l a d e  i s  l e s s  p u z z l e -
o r i e n t a t e d  w i t h  a  h e a l t h y  a r c a d e  f e e l .
A ls o ,  w h e r e  R i c k  o f f e r s  o n l y  o n e  w a y
f o r w a r d ,  S w i t c h b l a d e ' s  l a y o u t  p r o -
v id e s  m o r e  f r e e d o m  b y  a l l o w i n g  y o u  t o
c h o o s e  a r o u t e  ( o r  g e t  lo s t ) .  Th e  a d v e r -
s a r ie s  a r e  s u f fi c i e n t l y  v a r i e d  a s  t o
c h a l le n g e  e v e n  t h e  m o s t  a d e p t  fi g h t e r .
a n d  t h i n g s  g e t  p r e t t y  h a i r y  w h e n  y o u
a re  fi g h t i n g  t w o  o r  t h r e e  d i f f e r e n t
t y p e s  o f  e n e m y  a t  o n c e .  E q u a l l y  i m -
p re s s iv e  a re  t h e  c l a u s t r o p h o b i c  a t m o s -
p h e r ic  b a c k d r o p s  a n d  d e t a i l e d  s p r i t e s
( p a r t i c u l a r l y  H i r o t s  w h i c h  m o v e s  e x -
q u is i t e l y ) ,  w h i c h  c o m b i n e d  w i t h  t w o
m o o d y  t u n e s  a n  i m p r e s s i v e  c a c h e  o f
s p o t  e f f e c t s ,  e n s u r e  a  c o n s i s t e n t l y
s l ic k  p a c k a g e .  A n y o n e  h a r k i n g  f o r  a
s lic e  o f  a c t i o n  r e m i n i s c e n t  o f  c l a s s i c
a r c a d e  a n d  c o n s o l e  g a m e s  o f  d a y s
g o n e  is  in  f o r  a  t r e a t .

PRICE E l  9.99
REL EASE DAT E O u t  Now
GRAPHICS 8 4 %
SO UND
P L A Y A B I L I T V 9 2 0

V A L U E  1 3 9 c ) : :

O V E R A L L  8 8 %

S w i t c h b l a d e  i s  a  fi r s t -
c las s  s l i c e  o f  c o m p u t e r
g a m i n g  -  s u c c e e d i n g
f o r  e x a c t l y  t h e  s a m e
r e a s o n s  a s  S i m o n

A  n e a r - a s - d a m m i t  id e n -
t i c a l  A t a r i  i n c a r n a t i o n
s h o u ld  a ls o  be  o u t  n o w ,
a t  t h e  s a m e  p r ic e .

De s p i t e  p r o v i d i n g  a  P C
v e rs io n  o f  R ic k  D a n g e r -

has  n o  p l a n s  t o  r e l e a s e  a n  M S - D O S
c o m p a t i b l e  S w i t c h b l a d e .

d e e d  f o r  G r e m l i n  a s  i t  1

ous  f o r  M i c r o P r o s e ,
Co re  d o i n g  t h eI s n ' t



WARP
Destroy the energy stations in
this action filled shoot-ern-up.
At the end of each completed
level you must guide your
craft through the warp tunnel,
a 3D flight sequence, to reach
the next, highe v e l .  You will
need strength,. anning and
strategy in or o  i
emaps, energy
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AVAILABLE ON:
AMIGA £24.99
ATARI ST £19.99

01989 Grandslam Entertainments It  o a d  Croydon
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Available on:
CI IM 64(128 & AMSTRAD

Cassette & Disk
SPECTRUM 48/128K Cassette

ATARI  ST, CI IM AMI G A &
IBM PC & COMPATIBLES

1989, CAPCOM CO.. LTD Matalactand laday
lkosas tram CAPCOM CO LTD,  JAPAN. STAMMI'ld
and especial" are tradtaisits at Caposa Co., DA
Mansfactund and diatilband m in  Weans by ISA Gold
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ONE MAN - ONE SWORD ONE FREE WORLD
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Ma!

p o w e r - u ps put juice into your  hammer.  In the twinkl ing of an eye, your humble lump 01 hand-held iron is transformed into a mean machine capable of zapping enemies from a distance and
dissolving whole rows of adjacent blocks at a single stroke. Pi t it only has a l imited effect.

" " h e r e  are plenty of enemies out to make a
i  humbl e  hammer -wi el di ng he r o mi ser -

able. A good thump normal ly does the trick
on small-fry, but  natural  hazards and a few
particularly macho types won't  respond t o
violence at all. Avoid them.

)C!

T here's nothing handier than a helmet forhead-butting blocks -  especially w he n
they'd take ages to get to on foot.

REVIEW
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rner, s h e ' d  h a m -
A  mer  in  t h e  m o r n -
ing — but she doesn't ,
so K a t i  H a m z a
spends h e r  m o r n i n g
playing w i t h  G r e m -
lin's l a t e s t  instead.
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through the  treacherous terrain lead
Ins t o  t he  castle.  T h e  backgr ound blocks
come in two varieties -  hard boiled and soft
centred -  with the latter  melting away at the
mere touch of our  hero's powerful  thin. The
bonuses they leave behi nd can be anything
from food,  poi nt bonuses and power -ups to
coins. 100 gold coins automatical ly buy ow
extra life.

• ic Hamme
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The y ' v e  c a r v e d t he i r  i ni -
.t i a l s  i nto a n ol d oa k  t r ee,
t he y ' v e  s p e n t  t he i r  l a s t
f e w  penni es  on an e ter ni -

t y  r i ng a n d  t h e y ' v e  e v e n  g o t  a  l i m e
gr e e n s uns hi e l d  i n  t h e  c a r  i ns c r i be d
f or e v e r  w i t h  t he i r  na m e s .  B u t  one  h o t
a nd s u n n y  a f t e r noon  -  W H A M !  di s a s -
t e r  s t r i k e s .  A  h u g e  g r e e n  d r a g o n
s w o o p s  d o w n  a n d  w h i s k s  A ;  at's t r ue
l ove c l ean a w a y .

A l e s s e r  m a n  m i g h t  c r um bl e  u n d e r *
t he  w e i ght  of  his gr i ef .  A c ow a r d m i ght
r un ba c k  t o  hi s  m ot he r .  N o t  Axe l .  He 's
de t e r m i ne d t o ge t  Lucy  back. . .  even i f i t
does  m e a n  n e g o t i a t i n g  e i g h t  h a i r -
r ai si ng l evel s of  a r c a de  a c t i on i nf e s t e d
w i t h 1 3  di f f e r e nt  t y pe s  o f  e ne m y  a n d
a ny  a m o u n t  o f  n a t u r a l  h a z a r d s ,  t o
m a k e  i t  t o  t h e  fi na l  s h o w d o w n  i n t h e
castle_ A f t e r  a l l ,  n o  o r d i n a r y  g u y  i s
e qui ppe d w i t h  a  m a r v e l l o u s  M a g i c
H a m m e r _
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I ) e e p  in t he  Egyptian underwor ld,  you'dbe i n  f or  thi nki ng t he  movi ng
blocks and disembowell ing traps bear  some-
thing of a resemblance to their  counterparts
in Rick Dangerous. I t's not surprising really, as
graphics for both games were the responsibil-
ity of  Terry Lloyd.
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your hammer survive the end-of-level
boss the key to the next world is your special
reward.

E v e r y  cloud has a  si lver l ining, and just
when you think things are getting really

tough, there's always a bonus piece of  frui t
(for ener gy) or  a  fuse bom b lying around.
Question marks hide extra-powerful  goodies
like time,  a free life, keys or  a helmet.
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I r S ecret food and energy stores are hiddenall over the place -  but not necessarily in

the most obvious locations. I f  in doubt,  tr y
ducking -  a good grovel can wor k wonders.
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riTH-015-
T he programming duo at the heart of Axel's Magic Hammer comesfrom the up-and-coming Core Design stable_ The graphic artist (and
chief map designer) is Terry Lloyd. whose most recent work was on Rick
Dangerous and Dynamite  Dux -  and he's also one of the few people in
Britain to own a PC Engine, no less

The actual coding spadework was performed by Andy Green. who
worked on the C64 for a couple of years, co-writing the classic Bounder,

before switching to 16-bit. His first project was convening He-Man for the ST whilst still learning
how to use the machine!

When he's not tapping keys and thinking logically for a living, there's nothing Andy likes more
than to sit down to a good game of Hard Dr iv in' at his local arcade in
Derby. He also likes roller-skating and juggling (but not at the same time!):
"when you're struggling away with a piece of code, it's very therapeutic
just to pick up three balls and start throwing them around in the air."

Workwise, Andy prefers working on the Amiga, and his ambitions
include writing "a dedicated Amiga game." In fact, he intends that to be his
next project though he's keeping tight-lipped about the details.

EaA n y o n e  w h o ' s  e v e r  f r i t -
t e r e d a w a y  t h e i r  c a s h
on S u p e r  M a r i o
Br othe r s  k n o w s  h o w
a ddi c t i v e  p l a t f o r m

ga m e s  l i k e  t h i s  c a n  be .  A x e l ' s  M a g i c
H a m m e r  i s  n o  i n c e p t i o n :  W s  g o t  d e -
v i ous  l a nds c a pe s ,  a n  i m pr e s s i v e  a r r a y
of  c ute s y  e ne m i e s  a n d  l oa ds  o f  e x t r a s
t o  col l ec t.  W h a t  s t a r t s  o u t  a s  a  fa i r l y
di ffi cul t  j a unt  ge t s  e x t r e m e l y  t o u g h  on
t he  Later  levels,  s o a ny one  w h o ' s  l ook -
ing f o r  a  La s t i ng c ha l l e nge  s h o u l d n ' t
ha v e  a n y  c om pl a i n t s .  T h e  o n l y  r e a l
ni ggl e  i s  t h e  c ont r ol  m e t h o d .  J um pi ng
is o n  t h e  a w k w a r d  s i de ,  m a i n l y  b e -
cause  y ou  c a n't  c ont r ol  h o w  m uc h di s-
ta nc e  y o u  w a n t  t o  c o v e r  o r  c h a n g e
di r ecti on in m i d-fl i ght .  I f  y ou'r e  us e d t o
the  m or e  fl ex i bl e  c ont r ol s  of.  s a y ,  Ri c k
Da nge r ous ,  y o u  m a y  fi n d  i t  a  b i t  l i -
m i ted.  T h e  gr a phi c  s ty l e ,  o n  t h e  o t h e r
ha nd,  is bol d a n d  c ol our ful  w i t h  l ots  o f
a ppr opr i a te l y  c u t e  a n d  c a r t o o n Y
touc he s .  T h e  s o u n d t r a c k  a m o u n t s  t o
not hi ng m o r e  t h a n  a  g r a t i ng l y  t i n k l y
t i t l e  t u n e  a n d  a  f e w  a t m os phe r i c  di gi -
t i s e d e f fe c ts ,  b u t  o n  t h e  w hol e ,  Ax e l 's
Ma gi c  H a m m e r  is s l i ck  a n d  e x c e l l e nt l y
de s i gne d.  S tr i k i ng.

PRICE
REL EASE DATE
GRAPHICS
SOUND
PLAVABI L i r (
VAL UE

E19.99
Out Now

73%
65%
8 2 %
7 3 %

O V E R A L L  8 0 %
The  b i g  que s t i on . _  w i l l
this ver si on ha v e  sub-
stantial l y d i f f e r e n t
ga m e pl a y ?  Wel l ,  no,  bu t
I t s houl d ha v e  e nha nc e d

gr a phi c s  a nd a  m uc h l a r ger  se l ecti on of
di gi t i sed s ound  e ffec ts .  A n d  t he  pr i c e ?
O nce a ga i n,  1 . 19 . 99

I BM - Com pa t i b l e s  w i l l
be  r a i s i ng t h e  c u d g e l s
w h e n  t h e y  h e a r  t h a t
ther e 'l l  b e  n o  A x e l
w i e l di ng no Ma gi c  H a m -

m e r  on the i r  m achi nes .  Com e  on G r e m -
lin — how  a bout  a fa i r  deal  for  MS -DO S -
er s?
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AMIGA

THE SEVEN GATES OF JAMBALA

Escape from the caves of Jambala in this fun-filled jump and run game with stunning graphics and
sound.

You will face a labyrinth of caves which not surprisingly hide a host of inhabitants, good and bad,
ireasures, puzzles, magic spells and many hidden screens.
I  you are lucky enough to find all 7 pieces of the missing magic wand and reach the last city you
will finally have the chance to escape from the labyrinth.
A fascinating voyage of discovery through an unknown world of fantasy.

AVAILABLE ON -
AMIGA E24.99
ATARI ST E19.99
C64 DISK £14.99
C64 CASS £9.99
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darkened room lit  only by shafts of
light coming through partially opened
blinds. A  man behind a  la rge oak

desk stirs, his face emotionless and his lower
lip d ro p p e d  t o  an imp ro b a b le  ang le .  He
speaks slowly to himself, pausing uncertainly
on every syllable: " I 'm uh gon-na have to uh
make uh  h im an o ffe r he ummmh can 't  un
refuse."

Having de live red  h is so liloquy the  man
swive ls i n  h i s  c h a i r  a n d  t a k e s  a  lo n g
thoughtful draw on h is Havana as he tries to
remember his next line - it's on the t ip  of his
tongue (actually it's written on the side of his
cigar).

His left eyebrow raises a full 45 degrees (a
handy lit t le  gestu re  he lea rn t  f ro m Roge r
Moore), he's got it. Here goes. "Tell Michael
umm, t h i s  a in ' t  u h  a n y t h in g  p e rso n a l,
uhmmmm. th is is business, uhhh." The man
then wa lks ove r to  the  window and peers
through the blinds, the light catches his face
and re ve a ls  t h e  fe a tu re s o f  e ve ryo n e 's
favourite I ta lian-American. Sylveste r Sta l-
lone...

Unlikely as it  may seem, Sly was until quite
recently the most likely contender to make the
third instalment o f  Mario  Pun)Is God fa the r
saga.

Fortunately for the movie-going public the
deal fell through leaving Francis Ford Coppola
with the unenviable task of following parts I
and ll with a real show stopper.

The Godfa ther I l l  has been on the cards
for so me  ye a rs now, p ro b a b ly  s in ce  the
•returns on Pa rt  I I  started ro lling in  back in
1974. Yet the climate hasn't been right. The
orig ina l mo v i e  sp a rke d  o f f  a  m i n i  r e -
emergence of the gangster genre in the early
70s. But fi lms like The Valachi Papers with
old granite-features Charles Bronson as the
lead mobste r and the absurd Th e  Do n  I s
Dead made sure that the revival was short-
lived.

Since then several worthy gangster movies
have been produced but none of them have
made it at the box office. Coppola tried again
with The  Cotton Club, a  sumptuous looking
movie let down by an indifferent script and a
dodgy lead from Richard Gere. Burt Reynolds
and Clint Eastwood teamed up for City Heat,
a spirited homage to the gangster classics of
the 40s and 50s. Despite the big dollar billing
the movie, as the saying goes, stiffed.

Other fo rays in to  gangster land include
Brian De  Pa lma 's ove r-the -top  remake  o f

Scarface, with  Al Pacino as the eponymous
villain, snorting vast mountains of cocaine like
a man de te rmined to  ge t h imse lf  in to  the
Guiriess Book Of Records.

Th ings imp ro ve d  wi t h  S e rg io  L e o n e 's
reconstruction of Prohibition era New York in
the classic Once Upon A Time In America.
Despite first-rate performances from Robert
Be Niro and James Wood, the fi lm proved to
be too long and, with its elaborate flashbacks,
too unconventional fo r mass consumption.
John Huston injected some black comedy into
the g e n re  wi t h  P r i z z i ' s  H o n o u r  a s  d id
Jonathan Demme more recently with Married
To The Mob.

However, the real winner proved to be The
Untouchables.

On p a p e r i t  so u n d e d  l i ke  a n  u n l ike ly
success. The fi lm was based on the  real-life
attempt by FBI agent Eliot Ness to  bring Al
Capone to justice. But, as everyone knows,
Capone was never successfully prosecuted
for his Mafia operations - instead he was put
away for tax evasion. So the film couldn't have
the bad guy going out in a  blaze o f bullets.
Furthermore. Eliot Ness, the squeaky-clean G-
man is hardly the most plausible of heroes for
a hard-bitten late 80s audience.

Despite all this, Brian De Palma (a gifted yet
disappointing director who hadn't scored a hit
since the days of Carrie and Dressed To Kill)
turned in  one of the best mainstream movies
in recent years. The penod setting is brilliantly
realised and the film boasts fine performances
from the Armani-suited cast.

Best o f  a l l though  a re  the  se t  p ie ce s.
Namely the western-style horse raid on the
bridge by Ness and the  Mounties, Capone
swinging a baseball bat at a  meeting of h is
busineds p a rt n e rs  a n d ,  o f  co u rse ,  t h e
sequence at the railway station.

This part icu la r segment. wh ich  featured
Ness and his men setting a
. t r a p  a t  
C h i c a g o ' s
Grand Central Station, was largely borrowed
from t h e  in fl u e n t ia l Ru ssia n  mo v ie  Th e
Battleship Pote mk in directed by Sergei
Eisenstein in  1925. Even so  the  e f fect  is
stunning as panning shots, stop action and
slow motion are meshed together to provide a
stunning climax.

The film's success saw an instant revival on
both sides o f the Atlantic o f  the enormously
popular (and badly dated!) 50s TV Show, also
called Th e  Un t o u c h a b le s .  Wo rd  on  th e
inevitable sequel is still very hush hush, bu t
rumour has it  that it 's already reached scrip t
stage so it won't be that long before Ness and
his men return to 'do some good'.
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sion series to  a  block-
busting movie . . .  E l i o t
Ness a n d  h i s  e l i t e
gang o f  cr imebusters
are n o w  on the  16-b i t
beat  c o u r t e s y  o f
Ocean and Special FX.
Gary  W h i t t a  co l lec ts
his badge.
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in ful l  s w i ng  a nd t he  bl a c k
m a r k e t  f or  i l l egal  l i quor  i s
l ar ger  t h a n  ever .  P r ofi t i ng
m os t  f r om  thi s  i l l ici t e nt e r -

pr i se is one  Al f ons a  Ca pone .  cont r ol l e r
of  t he  e nt i r e  unde r gr ound  booz e  bus i -
ness,  a n d  — ha r dl y  s ur pr i s i ng — t o p  of
t he  Chi c a go Pol i ce De pa r t m e nt ' s  m o s t
w a n t e d  l i st.  Unf or t una t e l y ,  w i t h  m o s t
of  t he  pol i ce  f or c e  e i t he r  on  Ca pone ' s
payr ol l  o r  t o o  f r i gh t e ne d  t o  d o  a n y -
thi ng,  a r r e s t i ng hi m  a n d  ( m or e  i m por -
t a nt l y )  secur i ng a  c onv i c t i on is a l m os t
i mpossi bl e .

E nt e r  E l i ot  Ness ,  a  Feder a l  Tr e a s ur y
Offi cer  a s s i gne d t o do t he  j ob t he  cops
c a n' t  a n d  w o n ' t  do .  T o g e t h e r  w i t h  a
smal l  h a n d - p i c k e d  t e a m  c o m p r i s i n g
Ji m M a l o n e ,  a n  h o n e s t  Ch i c a go  b e a t
cop.  O s c a r  W a l l a c e ,  a  W a s h i n g t o n
a c c ount a nt  o n  t h e  C a p o n e  c a s e  a n d
c r a c k - s hot  r ook i e  G e or ge  S t one ,  Ne s s
sets  a bout  t he  a r duous  t a s k  of  put t i ng
Ca pone  be hi nd ba r s  a nd  s t e m m i ng t he
fl o w  of  i l l egal  a l cohol  f or  good.

C  I lot Ness begins his crime-busting crusade
by launching a  surprise bust on one  of

Capone's maj or  l iquor  warehouses and i m-
pounding all the booze.

A :  luck woul d have i t ,  1 0  o f  Capone'sccountants are at the scene, wi th valu-
able evidence i n the  for m of  ledger  pa ge .
Protected by  a n a r m y  o f  tommy-gunni ng
bodyguards, the accountants do their  best to
avoid Ness by  l eapi ng u p  a nd dow n t he
packing crates ( the  scroll ing war ehouse is
about twice the  hei ght of  the screen), and
only reveal  thei r  vi tal  l edger  pages when
shot. Wi th al l  the pages collected. Ness has
enough evidence t o  pr oceed t o  t he  ne x t
se c t io n

T he bridge is roughly four scrolling screenslong, w i t h  swar ms o f  Capone's  gun-
toting forces to shoot,  Operation Wolf-style.
The real  objective though is t o shatter  50
bottles of  illegal booze,  thus render ing the
shipment worthless.

A cting on a tip-off fr om one of  Malone'ssources, the gang of four  fly to the US/
Canadian bor der  to intercept a huge l iquor
shipment as it crosses a bridge on a convoy of
trucks. Taki ng the bootleggers by surprise,
Ness leaps into action armed with a machine-
gum
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E xtensive stor yboar ds w e r e  dr a w n b yOceans in-house ar ti st Michael  Macdo-
nald, and later copied to Deluxe Paint by Snes
Andy Al son-

n the  onl y par t  of  the game tha t  hasn't
been di rectly tr ansl ated f r om  a  specific

movie scene, the crusading quar tet attempts
to make its way through eight alleys deep in
Capone ter r i tor y.  Shooti ng t he  henchmen
before the clock runs out isn't easy, especially
as you've onl y got  t w o shots between r e-
loads. As the action hots up,  the henchmen
appear in cars at the end of the alley, thr ow
dynamite and l et r ip wi th tommy guns. By
regularly switching control between the four,
the dor m a nt  thr ee  r ecuper ate whi l e  t he
other  fights i t out.

'his section's animations wer e dr awn up
twice -  the first set included gory graphic

scenes of the accountant's head being blown
open by  a bul let,  and of  the gunman being
thrown back,  his head sprayed all over  the
wall behi nd hi m.  These scenes have since
been graphical ly toned down so as not  t o
outrage any Wil l iam Rees-Moggs out there.

r
-
-

D esperately t r y i ng t o  fi ndenough ev i dence  t o  g e t
Capone i nto cour t,  Ness inter -
cepts t h e  gangster 's  b o o k -
keeper at  Chicago Central  Sta-
tion, But when he finally appears
(with an ar med escort) Ness is
busy helping a young mother  get
her pram to the top of the steps.
When the gunfire starts, Ness is
forced t o l et go of  the pr am -
and i t  star ts t o  tumbl e  back
down the  steps a t  an alarming
rate. T h e  objective her e i s t o
protect the pr am by  guiding i t
down the steps and ar ound ob-
stacles -  i f I t  hi ts an obj ect i t
overturns, ki l l i ng t h e  ni pper .
There's also a blaring firel ight to
be won along the way,  as Capo-
ne's m e n t ur n out  i n force t o
protect the book-keeper .
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the remaining gunman panics, grabs the book-keeper  and puts a gun to his head, threatening
to kill him if he's not al lowed to escape. Crackshot George Stone immediately takes aim, waiting
for Ness' or der  t o take  hi m out. . .  A  dead book-keeper  is no use i n cour t,  so his survival is
paramount.  Viewed through Stone's eyes, this penultimate section is one of the toughest of them all
-  the lack of any hi-tech targetting devices combined with the weight and inertia of the gun make
aiming tricky at the best of times, and with only a few seconds before the book-keeper  has his brains
blown out there's no time to waste
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2. What was Special EX% last movie adaptation?

P RI CE £ 2 4 . 9 9
R E L E A S E  D A T E O u t  N o w
G R A P H I C S 8 9 %
S O U N D 8 0 %
P L A Y A B I L I T Y 8 9 %
V A L U E 8 1 %

Ve n  n n  ire
ILA IA l e t t a l l IS EA

WIN I C I  1
UNTOU „HR ALES
STORY BOARDS!
PLUS 10 COPIES OF THE GAME
Courtesy of Ocean

C M
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Untouchables storyboards -  as created by top artist Michael Macdonald mad used
by Special FX on the development of the game There are seven tur colour boards

in tota l deptcting each of the genes scenes What's more. they've all been signed by the
Special F X team! And as if the wasn't enough. you abo gee a copy of the gamel Also. a
farther 10 copies of the game are on offer to the runners up.

To win this unrepeatable prize  all you have to do is correctly answer the questions
below on a  postcard or the  back o l a  sealed envelope and send it  to: C APO N E
CACKLES, The One, Priory Court, 10
-
12 F a e r i n e d o n  
L a n e .  
L o n d o n  
E C  
P R  
3 A U .

Entries must M lle *  no later than 23rd December 1909

THE QUESTIONS
I, Who won a Best Supporting Actor Oscar for his role in The  Untouchable&

3 Brian De Palma directed a more modern gangster rookie before The Untouchables
Wine was it railed?

Tee F a r ' s  deonman •  Ind  and no cone ape atatte  ana be alte re d Imo Esnosereet of 11•AP• t i c s ,  Spend FM and
°M u m  of Se  Tr/Envy Depettroon den'i Shwa a Napa at vsinerst r o e  minx •  wee thrum down 117IF e v e n  and
ce n t out se d
, n e w  
h a n d
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a
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S uccess! Capone is in court,  and wi th theaback-keeper  spilling the beans. Capone is
getting his lust desserts. But when his r ight-
hand man Frank Ni t t i  is spotted carrying a
gun in the courtroom,  all hell breaks loose as
he makes for  the r oof -  i t's up to Ness to
bring him down...  dead or  alive.

M or e shooting action here,  but this timeyour  ammuni tion is l imited.  Ni tti 's no
big gir l 's blouse ei ther: he's likely t o pump
you full of holes at any second, so it's best to
stay in hiding for most of the time and wai t
for hi m  t o  r un across t he  so- ten befor e
opening up on him.  Every t i me Ni tt i  is hi t
he's pushed back towards the ledge -  the last
shot sends hi m tumbl i ng over  t o a  messy
demise.

S pec ia l by  n a m e
-  t o p  
r o w  
f r o m  
l e f t  
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Paul Finnegan,  K e i t h e r  Robins on,  Co l i n
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and I v an  Dav ies .  B o t t o m Ro w f r o m le f t  t o
r i g h t  Robbie Tinman,  I an Moran and J immy
Bagley.
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March, Special FX started life primarily
as an 8-bit development house -  the

two co-founders were Paul Finnegan (formerly
Ocean's Sales Manager) and ex-Ocean program-
mer John Smith who programmed many of its
best-known Spectrum games, including Green
Beret, Mikie, Hypersports and Cobra. The
company's first game was the shoot 'em up
Hysteria for Software Projects, followed by
two more blasters, F irefl y  and G u la  for
Ocean. Its first I 6-bit project was unfortunately
one that has yet to be released -  an innovative
3D shoot 'em up tatted Vertigo, which was in
development for three months before it had to
be shelved to  make way for  Batman: The
Caped Crusader. Nevertheless there's a
chance that the boys will pick up the project at a
later date and finish it off. More recently, SFX
has been responsible f o r  pixellating Arnie
Schwarzenegger in  the adaptations o f  Red
Heat, and work  is soon to  begin on a new
project -  the tearn's first original IS-bit design is
a multi-directional shoot 'cm up going by the
name of Metallic  Crab. Details beyond that
are a  litt le vague, but don't expect t o  see
anything until next year.
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Special  F X  h a s  p r o -
duc e d o n e  o f  t h e  t i gh t -
e s t  fi l m  t i e - i ns  t o  da t e .
The  s h o o t  be m  u p  fl a -
v our  of  t he  s i x  s e c t i ons

Is v a r i e d  e n o u g h ,  w i t h  pr e s s i ng t i m e
l im i ts a n d  ' i nte l l i ge nt '  c ha r a c t e r s  c on-
t r i but i ng t o  a n  e nt e r t a i n i ng c ha l l e nge .
I t f e e l s  g o o d ,  t o o ,  p a r t l y  be c a us e  t h e
ga m e pl a y 's  h a r d  b u t  fa i r ,  b u t  m a i n l y
because  o f  t he  e x c e l l e nt  v i s ua l  a t m os -
pher e  ge ne r a te d.  The  onl y  qui bbl e  her e
is t h a t  t h e  p i x e l l a t e d  U n t o u c h a b l e s
don' t  l o o k  m u c h  l i k e  t h e i r  bi g-s c r e e n
c ount e r pa r t s  -  b u t  i n  f a i m e r 's  t h a t ' s
onl y  be c a us e  o f  a  c ont r a c t ua l  obl i ga -
t i on t h a t  s t a t e d  t h a t  t h e  g r a p h i c s
c oul dn't  l ook  t oo m uc h l i ke Ke v i n Cos t -
ner  a n d  S e a n  C onne r y l s  c o p y r i g h t e d
m ugs !  S ound- w i s e ,  t h e  g o i n g ' s  g o o d ,
w i t h  a d e q u a t e  s p o t  e f f e c t s  ( i nc l udi ng
a n a goni s i ng s c r e a m  w h e n e v e r  one  o f
Ca pone 's  m e n  s nuf f s  i t ) ,  a l t h o u g h  t h e
m usi c  i s n ' t  a s  w e l l  s u i t e d  a s  i t  m i g h t
ha v e  been.  C h a t a n o o g a  C hoo- C hoo a nd
t he  C h a r l e s t o n  a r e  a l l  v e r y  ' R o a r i n g
20s ',  b u t  t h e y  d o n ' t  d o  m u c h  f o r  t h e
atmospher e.  The  movi e's soundt r ack
w a s  v e r y  s om br e  a nd dow nbe a t ,  w hi c h
he l pe d g e n e r a t e  a  r e a l  f e e l i ng o f  t e n -
s i on -  p e r h a p s  s o m e t h i n g  s i m i l a r
w oul d  h a v e  b e e n  m o r e  a p p r o p r i a t e
her e.  S t i l l ,  t h i s  i s  a  c o m p e t e n t  a n d  a
hi ghl y  e n t
e r t a i n i
n g  
p a c
k a g
e  
w h
i c
h ,

c ont i nui ng the  t r a di t i on set by  Ba t m a n,
l ook s  l i ke l y  t o  i m pr ov e  t h e  r e put a t i on
of  f ut ur e  fi l m  ti e -i ns .

O V E R A L L  8 6
1
%STThe r e 's  n o  d i s c e r n i b l e

di f fe r e nc e
Ata r i  a n d

b e t w e e n
C om m 0 0 0 r e

U n t o u c h a b l e s  -  t h e
ga m e pl a y  a r e a  is s l i ght-

ly  s m a l l e r ,  b u t  o t h e r w i s e  i t ' s  b u s in e s s
as us ua l .

E l i ot Ne s s  a n d  hi s  m e n
s houl d b e  s t r u t t i n g
the i r  s t u f f  on y o u r  I B M
or  c o m p a t i b l e  i n  t h e
ne w  y e a r  c o u r t e s y  o f

As t r os ,  the  t e a m  t h a t  c o n v e n e d  Rol l o-
Cop t o  the  PC.  CG A,  E G A  a nd T a n y  ar e
all  s uppor t e d ,  a n d  t h e  pr i c e  h a s  be e n
set a t  E .24.99.



1
W

ims,9111P — • • • . —

Ullt SOFT
vole Felix Eboue

94021 CRETEIL CEDEX
1
.
6
1
.  
3
3 
1 
4
8 
9
8 
9
9 
0
0

Lt)

OKAY TENN
NOW'S YOUR CHANCE

TO COMPETE WITH THE BEST.
Pro Tennis Tour - The Ultimate Tennis Simulation ranks you 64
thamongst the best tennis players in the world.
Set your sights on such championships as the Australian Open,
Roland Germs, Wimbledon, and the US Open.
Step into center court, tighten your grip and prepare to serve
up your best shot - Pro Tennis Tour is about to begin.
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Wa rm up on one of six
practice programs
containing three levels of
increasing difficulty. Put
away shots like a Pro 1
Master back-hand volleys.
passing shots, and other
winning tennis strokes.

A

Rush the net with
confidence, knowing you
can strategically place
your next return
Feel the excitement build
as you challenge your next
opponent and make your
way to the lop !
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ot t o  be  c onf us ed wi t h  Domark ' s
c o in -op  c onv ers ions  o f  Tengen' s
Dragon Spirit, Dragon's Breath is
a c omplex  s t rategy  game wi t h  t he
ac c es s ib i l i t y  o f  s o me t h i n g  mo r e

arc ade-or ient at ed.  I t 's  a  t hree-play er  game,
whic h giv es  t he p lay er  t he c hoic e of  play ing
either man,  woman or demon.

You h a v e  t o  f e e d  a n d  t r a i n  y o u r  b a t t l e
d r a g o n s ,  a n d  b r i b e  o r  c o n q u e r  v i l l a g e s
s u r r o u n d i n g  y o u r  c a s t l e  i n  o r d e r  t o  g a i n
cont rol o f  areas  o f  t he wor ld.  Somewhere  in
the wor ld  are t he piec es  of  a great  Talisman,
through whic h you may  acheive immortality .

To help you in your quest  you have the secret
of a lc hemy  and a  s pec ial laborat ory  t o he lp
y ou m i x  t h e  ma t e r i a l s  f o r  ma n y  d i f f e r e n t
my s t ic a l ly  ac t iv e  c o mp o u n d s  t o  c o n d i t i o n
your dragons  or at tack villages.
The t hree f e l lows  res pons ib le  f o r  Dr a g o n ' s
B r e a t h  a r e  A n d r e w B a i l e y  ( p r o g r a mme r ) ,
Dav id Hanlon (mus ic  and sounds),  and Simon

Hunter (artist). "Dav e and I are f rom t he same
school, " explains  Andy. "That 's  where we met .
I mov ed  u p  t o Gui ld f ord t o s tart  my  degree,
where I  me t  t he guy s  wh o  we re  t o  b e c o me
Bul l f rog.  Da v e  c a me  u p  t o  h e l p  wi t h  a  P C
Show or  s omet h ing and  ended  u p  get t ing a
job wit h t hem as  well.  And that 's  when Dav e
a n d  I  s t a r t e d  w o r k  t o g e t h e r  o n  A m i g a
sounds. "

S o u n d s  l i k e  t h o s e  w h i c h  t i c k l e d  t h e
eardrums  in games  such as Popu lous  - that 's
Dav e' s  m o o d y  s c o r e  y o u  c a n  h e a r  in  t h e
b a c k g r o u n d .  " O u r  fi rs t  t h i n g  wa s  a  d r u m
mac hine called ADrum.  Then about  t wo years
ago I had  t he idea f or Dragon ' s  Breat h,  and
s tarted on i t  a lmos t  s t raight  away .  J us t  as  a
sort  of  text thing,  really."

So Dr a g o n ' s  B r e a t h  b e g a n  l i f e as  a  t ex t
adventure.  But  h o w did i t  t ak e on it s  graphic
shape? Cinemaware had s omet hing to do with
this -  De f ende r  Of  The  Cr o wn  in part icular.  It
s h o we d  t h a t  y o u  c o u l d  h a v e  a  c o mp l e x
s imulat ion/s t rategy,  but  with pret ty  graphics  to

make it more interes t ing and atmospheric .
"I did the original moc k -ups  myself , " explains

Andy. "Then  we  were in a  pos it ion where we
n e e d e d  a n  a r t i s t .  S o  I  w e n t  t o  m y  l o c a l
c omput er shop in Guildford. . .  and bought  one.
No -  I  k n e w t ha t  t hey ' d  k n o w o f  one.  And,
what  was  it  S imon? Three week s  on an Atari
ST was  y our total ex perienc e?" S imon nods .
"Yes that  was  about  it. I 'm a c omic -book  art ist
at heart .  That 's  what  I want  t o  do.  Comput er
art  c o me s  as  a  s ec onda ry  wa y  o f  ma k i n g
money, really . " Bu t  it  was  his  c omic -book  art
which i n
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as his  c ompu t e r  port f o l io was  non-ex is t ent .
' 'When we  v is ited Simon's  house,  he had t ons



of  t hes e s k et c hes  l y ing  abou t  wh i c h  rea l ly
impressed us," says Andy.

Apart  f rom the t rans it ion f rom text  to graphic
adv ent ure,  Dr a g o n ' s  B r e a t h  has  c h a n g e d
quit e c ons iderab ly  ov er  t he las t  t wo  years .
Ideas ev olv e f rom way s  of  do ing  t hings  and
ways  o f  doing t hings  ev olv e f rom ideas .  And
new t h ings  e me r g e d  f r om Andy ' s  on -go ing
lifet ime hack attack.

S .

'5 the  choice of three characters: a
She, and an it.  Clicking on the  little

m i n  fr ont o f  the m turns  the m  i n to
co p u t e r s ,  w h i c h  m e a n s  t h a t  t h a t
particular charac te r wi l l  be  c ompute r .
controlled.

.1

HAVING chosen a character you must then
beef up your dragons and head for  the
plains. Thi s  a ttra c ti v e  ov e rhe a d m a p
coarsely selects an area for you to attack.
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T H E  T H R E E  c a s t l e s .  W h e n  y o u  a r e
adbiliting your dragons or casting spells,
you see your castle. This  was originally
going to  be  pic ture s  o f  the  c ha ra c te r
s itting on  his  throne ,  b u t  the  c a s tle s
looked better.

IW,ORTURE your dragon eggs to hatching in
Me  Egg Room.  Spe l ls  a re  c a s t on the
seedling egg using your alchemy set in the
Spell Room.



"Andy's p rogramming  made most  th ings
possible. He gets up in the morning, turns on
the computer,  he 's there  a ll day un t il t wo
o'clock in  the morning and then i t  goes o ff
and h e  s le e p s.  Wh i l s t  d re a min g  a b o u t
computer games. He  also has th is habit o f
saying, 'no, that can't be done', then coming
down half an hour later and not only having
done what he said couldn't be done but also
twice as much again."

Arr
Having done ADrum. and got all that out o f
the wa y,  Da ve  a n d  An d y app roached  a ll
manner o f  co mp a n ie s t o  ta ke  Dra g o n ' s
Breath, but they say Palace put the most into
it, in terms of ideas for improvement. "All the
pictures except a  few are second attempts,"
says Andy. "Orig inally the game was a  one
player affair, but after meetings with  Palace
we changed it to a three player game. When I
came to the first meeting here I didn't expect
anyth ing l i k e  t h e  a mo u n t  o f  re se a rch
everybody had done."

Dave added: "They'd say 'yes, that's good,
but what about this?' and we'd like it go away
and develop it .  They d idn 't so  much te ll us

3 w h a t  to  do, so  much as suggest things that
might be nice. In fact, in most cases they'd be
very surprised when we came back and we'd
actually done it."

The sound e f fects were  a ll done b y Dave,
using h is home set-up of A500, sampler and
MIDI box, a  Yamaha DX7, Roland JX3P and
SHIM, plus: "a Korg Vocoder, my mouth and
other household items and CDs." So how do
you go about designing sound for a game like
this?

"The first constraint is memory - how much
can I use. As much as possible is what I ask
for, and (with  forefinger and thumb an inch
apart) th is is what I  g e t _  The style  o f  the
game obviously sets the style o f  the music,
and you do the samples - and only then try a
few th ings and see. I f  you have experience
with the sampler you know what to  go for,
obviously. The tunes are in  my head a ll the
time anyway, so... there it is."

Dra g o n ' s  B re a t h ' s  g ra p h ics  a re  q u i t e
stunning, wi t h  v ie ws o f  ca st le s on ro cky
landscapes to  take your breath away. Ho w
does Simon come up with them? "I attempted
to sketch first and then draw onto the screen,
but I  found  yo u  spend  t wo  h o u rs on  the
sketch, and put it on the computer only to find
it doesn't look anything like the original. So I

— h a d  to sketch on the computer, using rubber
S I M I =M i r
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l e r  Spe l l  Room you a dd he rbs  a nd
mrifilirals f r om  t o  bo t t l e s  t o  th e  s e t ,
choosing to  put the m through a  slicer,
chopper or  grinder, he a t the m or  send
them through cold. The  resultant mix  is
collected in the  glass dish a t the  bottom.
If you combine the  wrong things (or too
much o f  the  right things), the n the  dish
explodes and you have to wa it a  turn to
repair your set. It's  worth blowing 11 up a
few times just to see it happen!

LISMAN is  what you are looking for, as finding all the  bits of i t and going to the

I  l l r
room a t the end of the game gives you immortality. We won't spoil the  end of the

ga b y  te lling you what happens, but you will be surprised - promise.

Heal th

HOW' the  game there are traders
at your castle. They bring things

to o u r  dragon and materia ls  for  your
alc e my  experiments.
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I ,  i ffe rent,  the  scenery is bui l t from
grounds and sprites.

H E S  the  a nima tion fra me s  as  y our
•  n  emerges from its egg, and blinks

ight for the first time. Simon's roots
comic a rt show through in frames like

this, as well as his luxurious backgrounds.

R DRAGONS are found in their stalls.
an use alchemy on them to improve
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attributes, simply move the  mduse to the
part of the body, like stomach for General
Health, and eyes for Eyesight.

THE R A G O N S  were  originally drawn as
ope ra te  de s igns  w i th  d i f fe r e nt
legs and tails. But they were soon

chopped up so the  same body was used
but the body parts change. The palette for
the dragons has been carefully mixed, so
replacing one  spread o f  e ight colours
alters the  colour of the scales. Therefore,
you end up with 256 different dragons!

BY WAY  o f  l i gh t  re l i e f,  t o  t r a i n  y our
dregons you send the m on a  ra id under
fullopiperator control .  This  boosts  y our
dragon's experience and resilience. Oh
yes, and it's also a lot of fun.

DAVE HANLON (Sound), ANDREW BAILEY
(Programmer), SIMON HUNTER (Graphics)

band on DPain t.  I  want to  make the actual
drawing perfect and THEN shade it."

It seems the problem was that he spent too
much of his creative energy getting the paper
drawing right, so when it  came to the screen,
nothing was left.

"I d id  use a fractal generator to make the
rocks around the castle before touching them
up. I found it was really boring drawing rocks,
so that solved the prob lem? And very n ice
they look too. So those were his only tools.
DPaint, fracta l generator... and a  book on
Canada?

"I had the book on Canada for the skies_ I did
one of the skies entirely by hand and it  took
ages_ Then I  used some o f the effects that
DPaint has to offer, such as blend and shade,
and it worked fine."

Fortunately for Simon, the ST graphics won't
have t o  b e  re d ra wn  f ro m th e  A mig a  -
program called PicSwitch  will be responsible
for the conversion.

Sadly, the  team is short ly to  be broken up.
Andy h a s  l a n d e d  a  j o b  i n  A u s t ra l i a
programming fo r Nintendo fo r two years. So
sun, sea, sand, surf and hex is the order of the
day. Simon on the  o the r hand is  cu rren t ly
working for Bullfrog with the intent of moving
further into the comics business, while  Dave
will continue to  be a  freelance sound person
for Bullfrog and others. But they did meet, and
they did make a game together. So although
they aren't a team anymore, Dragon's Breath
is complete and that's all that matters.
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remin isces when  yo u  a sk h im
where the name Paradroid came
from. "That's what Technobo ts
always reminds me of... We were

messing a ro u n d  w i t h  s o me  n a me s  a n d
somehow we  came up with  Technobo ts.  I
even had it on the title screen for a while," he
continues. "But then Paradro id  came along
and saved the day. It 's a  play on PARAnoid
anDROID -  everyone's out to  get you." And
the 90?  " I t 's coming  a long qu ite  n icely. I t
should be out next year"

Andrew's clear about his direction! "The idea
isn't simply to produce a 16-bit version of the
original, but to convert the feel of the original
and make  i t  more  appropria te fo r 16-b it.  I
want t o  a p p e a l t o  anyone  wh o  e n jo ye d
Paradro id  the fi rst t ime  around bu t is now
currently enjoying what 16-bit has to offer"

But f o r  a  m o r e  c o mp le t e  p ic t u re  o f
Paradroid 9 0
1
s  
o r i g i n s
,  
w e  
h a
v e  
t
o  
g
o  
b
a
c
k

deep in t o  And rew's past .  Be fo re  Grib b ly
Grobb ly and Dragon  32s,  t o  the  d a ys o f
working a t  Marcon i on  an IBM Ma in f rame
CMS (Conversiona l Mo n it o r System),  f o r
which, incredibly, Andrew wrote five original
games -  a ll in COBOL, and a ll presented in
text, before producing a real-time version of
Space Invaders.
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drew Brayb rook's fi rs t  game e ve r was
Sritace Chase. written in 1979. "There was a
Star Trek game on the system, but I wanted

build a more interactive version. There was
trading o r anyth ing like  that -  you ju st



Andrew Braybrook: bass player, Graftgold coder,
Best Programmer Ever (see pages 160 and 161)
and all-round nice guy. He's currently beavering
away on h is  fi r s t  -
o r i g i n a l '  
1 6 - b i t  
g a m
e  
-  
a

conversion of Paradroid for Hewson. But success
hasn't gone to his head, and he consented to give
Gary Penn the time of day.
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jumped  a ro u n d  f r o m g a la xy  t o  g a la xy,
shooting alien ships."

A year la ter came Da le k  Hu n t :  "an early
fo rerunner o f  P a ra d ro id ,  I  suppose ,"  he
confi rms. Spread o ve r two  lif t -connected
maze-like levels, the objective was to destroy
Davros (the  Da le ks
1  l e a d e r ) ,  
a v o i d i
n g  
o r

destroying the dozen o r so  Da leks do tted
around (" I 'm a  b it  o f  Docto r Who fan,"  he
admits). The Daleks can't turn around, so you
can sneak up behind them and shoot them.
You eventua lly make  it  to  the  l if t  and the
second leve l.  B u t  the  mo me n t  you shoo t
Davros, a ll the lights go out (sound slightly
familiar, Paradro id  pickers?) and the Daleks
become in v is ib le ,  t h e i r  p o s i t i o n  o n l y
discernable when they fire. With Davros out of
the running, you make your way back to the
lift to  the top level again.., only this time there
are more Daleks and a  deadly Black Dalek -
get it and get out in as few moves as possible.

"With Rubble (1980) I tried to take the idea a
bit further..."  The Daleks were replaced by
Mechanoids (wh ich  appeared in  ea rly B ill
Hartnell Dr Who stories), and th is t ime you
input fi ve  moves in  advance, wh ich  meant
that: ' Y o u  h a d  t o  g u e s s  w h e r e  t h e
Mechano ids w o u l d  m o v e ,  b u t  b l o c k s
appeared on the screen and changed the their
direction. You could shoot the blocks, but you
couldn't guarantee they would disappear, and
you 'd  d ie  i f  yo u  mo ve d  o n to  th e m.  Th e
objective was to kill all the Mechanoids before
you got blocked in."

1981 s a w  a  s l ig h t  d ig re ss io n  w i t h  t h e
appearance of Navigate, a simplistic blend o f

trading and fighting action. I t  wasn 't until a
year later, when all the machines in Andrew's
office were linked via a network system, that
he created Survive (spot the ideas that made
it to Paradrold).

The action took place in a 10-level dungeon,
with l if t s  between levels. The tension was
further increased b y  the  presence o f  two
computer-controlled assassins, which moved
in a  predictable enough pattern.., until they
saw you. The on ly t ime  you cou ld  see an
assassin - o r the other players for that matter
- was when they were in your line of sight. A
message in formed you o f  another p layer's
presence on you r level, bu t  o f  course  you
couldn't tell if it was alone. Players could ram
each o th e r (a t the  expense o f  energy) o r
shoot, b y  fi rst ly by drawing a string o f  plus
signs on the map and then pressing RETURN
to 'light the fuse'.

"I thought it  would be nice,to play a game
with up to four people. A referee program was
set up on a  remote machine and it  knew the
posit ion o f  a ll the  p laye rs.  Each p laye r's
moves were sent to  the referee, then sent
back to the other players,"

The Paradmid most Commodore 64 owners
have come to know and love came after the
cute platform pranks o f Gribb ly's Da y Ou t
and two  conversions o f Steve Turner shoot
'em ups - one for the now defunct Dragon 32
and the other the 64.

Paradro id 's scenario concerns a fleet o f
Battle Droid-bearing freighters on their way to
the Final Frontier. Something mysterious hits
the fleet and activates most of the droids, who
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present. The  Influence Device is to
of the  console in the centre of the

picture. Shadows are used to good effect
to fur the r  e nha nc e  the  sol idi ty  o f  the
metallic surrounding.
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hn C u m m i n g ' s  s k e t c h e s  f o r
90 dmids, including the  original

8 -bi t boy s  p l us  s o m e  i de a s  f o r  n e w
creations.

consequen t ly k i l l  t h e  human  cre w.  Wit h
contact lost,  the  space fre ighter company
beams across an Influence Device - a  droid
capab le  o f  in t e r f a c in g  a n d  u l t ima t e l y
controlling hosts.

The I D  i s  p re t t y  we a k  re a l ly ,  mo s t l y
unpro tected  and  a rme d  o n ly wit h  a  lo w-
powered laser. Understandably, your priority is
to take over a stronger dmid.

Each freighter is split into decks, linked by
lif ts a l t h o u g h  n o t  a ll fl o o rs a re  d ire ct ly
accessable as some decks are split into more
than o n e  area. I h e  idea  is t o  make  each
f re igh te r sa f e ,  b y  e i t h e r  d isp o s in g  o f
everything on it  or actually destroying the ship
outright. You can then beam out to next.

Andrew's been working on Paradmid  90 on
and o f f  for  three  months ,  a nd he 's  not
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scheduled to finish until April '90. He's writing
for the ST fi rst  using Do min ic Rob inson 's
OOPS development system. " I 'm hoping to
make some improvements on the Amiga, like
scrolling in all directions [it scrolls vertically on
the ST, with the possibility of a fi lm-like fade
from one 'st rip '  to  another] and hardware
sprites for the score and energy displays."

Taking co n t ro l o f  a  d ro id  isn ' t  s imp ly  a
matter of bumping into it. Having collided with
your t a rg e t ,  y o u  e n t e r  a  su b -g a me .  A
representa t ion  o f  the  d ro id 's  c ircu i t ry  is
displayed, and the idea is to gain control o f
more data lines than the computer-controlled
droid.

Apart from the Battle Droids there are many
other t yp e s on  b o a rd ,  l ike  S e cu rit y  and
Main tenance, a n d  e a ch  h a s id e n t ifi a b le
characteristics, such as speed and level o f
aggression. Some patro l se t  routes, some
stand guard, some are dormant and activated
by high activity in their vicinty, while others are
rogue. Some detect your presence by radar,
some require visual contact, and others, like
the Daleks in Dalek Hunt, can be approached
and shot from behind. Andrew has a dozen or
so d e sig n s p lanned ,  b u t  even  mo re  a re
required. So, here's your opportunity to  see
your name in lights - design a functional droid,
and send it to us. Who knows, it may get used
and married after you if it is!

The pirates are more humanoid than the
other droids, so you won't be able to  transfer
to them," Pirates? "Yes, I  thought it 'd  spice
things up a bit. A  pirate ship docks with the
fre ighter you are on, and the  p ira tes pou r
through the a irlock. Some will probably be
teleported in."

Coming up with new, innovative firepower is
only half the battle. Implementing it is another
matter entirely: "The prob lem with  rotating
robots is  tha t  you  can  fi re  in  a lmo st  any
direction, which means that the bullets have
to be circular or you have to produce frames
of animation for each direction. Mind you, you
do get some interesting combinations with
some dro ids only capable o f  fi ring in  e ight
directions."

"I wa n t  t o  h a ve  1 0  ra d ica l ly  d if f e re n t
weapons, each with  different strengths and
reload t ime s.  The re 's a  too thpaste  la se r
[similar to the effect seen in Defender]  -  in
fact it  could also bounce around off surfaces.
Mmmmin... yes, and Daiek gas, a  few more
standard p lasma bolts, and some proximity
mines - you can leave a trail of them and after
a short while  they explode." No t  forgetting
every ardent Paradroid player's favourite, the
disruptor, which may end up behaving like the
smart bomb in  Andrew's space exploration
epic Mo rp h e u s.  "Oh, I 'm hop ing  to  have
some rapid-fire machine guns, too."

plistic cutaway side-view of the
ip is shown whenever you access a

liftWo move between floors. Extra detail
has yet to be added.

GRAPHICS
Translating the harsh, bas-relief environment of the 8-bit original to a more refined, metallic 16-

bit surrounding wasn't as easy as Andrew anticipated: "The most difficult thing is developing a
style - I like to have a style, not scrappy graphics bolted together. I want it to look as much like a
real spaceship as possible. You can't have anything looking out of place. I  want to incorporate
more detail, which is easy enough in  terms of quantity because whereas the Rainbow Islands'
scenery was produced from 256 building blocks, Paradro ld 9 0
1
s  i s  b u i l t  f r o m  
1 , 0 2 4 ,  
p r o v i d i n g

plenty of possibilities.., perhaps tob many."
initially developed some graphics for a very early, four-colour multi-directional scrolling ST

version, based on Heavy Me ta l Paradro id  [an enhanced version o f  the original]. When I saw
Xenon 2  though, it  was obvious that my attempt wasn 't  good enough, so  I  changed style
completely. I 'm very impressed with Xenon 2's graphics - they're the best I've seen on 16-bit. It
uses double-lighting - not a higlight and a lowlight, but two highlights: the main white light from
the top  left, with  a  red light from the bottom right. The colour palette seems really flexible -
basically we realised that they used less colours, but more shades. John Cummings tried to build
a similar palette, and we changed all of the graphics over a couple of days wc rcmappcd all thc
backgrounds and robots, and spread the colours to create a  more solid effect. I was trying to
redraw the walls as there were but with the new colours, but then I decided to  incorporate the
metal-cladding."
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collection o f  building blocks. Extra
shades of colour are used to create more
solid scenery. Note the  extremely tasteful
metal cladding.

I I F  pane l  fl i c k e rs  t o  l i fe  a nd  t h e
reen lights up when you log-on to

on o f  the  many consoles dotted around
the decks. You can then view a plan of the
deck you Inhabit, a  side view of the ship,
or v i e w  da ta  on  r obots  w i th  a  l ow e r
secutiry code  than tha t of the  host you
possess. Unl i k e  the  tw o-di me ns i ona l
display of i ts  8 -bi t parent,  Paradrood 90
fe a ture s  a n  i m pr e s s i v e  3 D  di s pl a y ,
complete with blueprint-style plan, s ide
and front views.
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wo i h o r k i n g  w e a p o n s  -  t h e
othpaste  laser (le ft) a nd puffs  o f
ve Da le k  gas' (left), which should

in fact be grey in colour.

"I leave the sound until the end - but it's not an afterthought. I think about how things will behave
in general as the genie's developed, and this encompasses the sound."

Jason Page has already written a title tune on the Amiga, complete with electric guitar sample
and incorporating the original 'talking' using a  sound not too d isimilar to the martian voice in
Aegis' S o n i t  He develops on Soundtracker but actually uses Gmllgold 's own sound routine to
alay the tunes.

The atmosphere would be destroyed if  a tune was played as you did, so  tythmic, slight ly
inpredictable pulses suffice to unnerve in much the same way as the Space Invaders heartbeat.
it gives the game life. It makes you think that the whole ship is alive - that there are other things

ioing on." It certainly does, especially when coupled with the swish of doors, and other suitable
noises for the different droids - like high-speed whines fo r fast dmids and slow throbs fo r the
bigger boys.



1 miiiiinte

•
•
S T A R
PLAYER
.dollh
• ,

BLISTERING PACE
PIXEL PERFECT PASSINGe

UW • E T A C T I C A t i

ti
t o

eague competition for
ave league facility.
imple controls to drib

f Corner Kick
oot,_ c h i
Ries, l o w  an e d

ners

4
4
t
o
o
e
,
„

E19.95
CBM 6 C T R U M  - AMSTRAD
ATARI . 9 5  Cass/214.95 Disc

\sl iding tackle.
r i i :

re f e r e e s ,  Host of other features.
a

y r

B rava la '41'1121
1
1-Ir 47
: 1

95 SP
NEW PLAYER ATTRIBUTES - EXTRA TACTICS - FOUR DIFFERENT PLAYING SURFACES - LEAGUE
AT 3 LEVELS - FULL CONTROL OF POWER (SHOOTING, PASSING, CHIP AND HEADERS) - NEW
REF EREES A N D  MU C H  M O R E E X P A N S I O N  DISC FOR KICK OFF ( t t s  Kick O i s e  to Load).

Most pla •  e r  simulati i n a r y
- So Reali •  Fun, S0000 i v e .
MAT G  - 9 1 %  - The b a l l  g
8% - The game is such a joy t B y  far t
OMPUTING WEEKLY - 94% - o p p o s i t i o n

of KICK OFF, which has the proper options and the best game
* THE ACE - A great football game that will have you queuing u
* NEW COMPUTER EXPRESS -Simply the best football sim.wel
* THE GAMES MACHINE - 87% - Best 16 bit soccer simulator
* ST USER -  The whole game is a complete delight to play a

action games round •  just has e  best tooth •

le&

LY R
foothill o n  e  cr

to date.
r on 16 bit.
ay by the utter brilliance

n any football game.
• on ticket.

any micro. It's fast, furious and immense fun. Goand
football skills are needed in every sense of the word.

addictive. This is one of  the fastmt and most exi

L  PLAYING IT IS EASY-MASTERING IT WILL TAKE TIME-A LOT F  TIME
-
a
t
t
-

O

' Wi l l ifi n  m i r r r  ,

ANCO SOFTWARE LTD., UNIT 10, BURNHAM TRADING ESTATE, LAWSON ROAD, 111t
o

DARTFORD, KENT.
Telephone No.: 0322 92513/925M18ay O
r d e r  b y  C h e q u e ,  
P o s t a l  
O r d e r ,  
A C C E S
S  
o r  
V I S A
.

FAX No.: 0322 93422. ''

DECEMBER 1989



1

bob

EVERYTHING FOR YOUR ST & AMIGA UNDER 1 ROOF

-;;; o t t
o r i k
i k

1 , 1
0 fiscs

12-1 3-14 JANUARY 1990
ROYAL HORTICULTURAL HALLS,

VICTORIA LONDON
SAVE 50%! 1

I S a v e  50% by Pre Purchasing your Fast Lane ticket I I
I —  THE FIRST 50 APPLICANTS FOR TICKETS WILL RECEIVE THEIR MONEY BACK — 1
1 REGULAR TICKET PRICE /A F A S T  LANE TICKET E2 CHILDREN UNDER 10 ADMITTED FREE Ii
I P o s t  to: THE 16 BIT COMPUTER FAIR, PO BOX 68, ST AUSTELL. PL2b 4YB I
I IPlease send me F A S T  LANE TICKETS at £2 eachI 1
I Cheque/PO enclosed for t   N A M E    I
I ADDRESS  II I

POST CODEI   1
I 1
1 o r  phone 0726 68020 with your credit card number M
i .  V t 3 A  [ 2
6 . . .
:  j

L

FOR FURTHER INFORMATION
CONTACT
.WESTMINSTER EXHIBITION

SURREY HOUSE
34 EDEN STREET

KINGSTON
SURREY K V  l ER

PHONE: 0 1 -5 4 9 1 4 4 4
FAX01-547-1311

HaEIVU0a0



T
H
E
S
E  
t
h
i
n
g
s  
s
e
e
m  
t
o

go up and down, as the
bishop said to the net-
ball te a m B u t  this
month seems t o  b e

eye-high with  music. The  Zone
Troopers' UFO is very long sample
of the complete opening theme
tune to  the old Gerry Anderson
series Nice nostalgia trip there for
I he wrinklies among us - and a nice
novelty f o r the  late-night new-
comers t o  th is classic science
fiction series. Actually ifs brilliant
the first tome, okay the second time
and thereafter it 's simply 'UFO'.
Batman on the other hand is a
not-so-bad picture of Bats copied
from the other of the comic of the
;I'm, accompanied by yet another
sample of the Minneapolis Midget's A  "You cannot beat me!"
Batdance. For yet another samp-
bold disk, this time on the Amiga.
check out this pictureless rendition
of Stay by.. well, most of us aren't
old enough to remember (and the
rest of us too old to admit that they
remember), but it could either be
The Four Seasons or some old
Motown crooner (a n y  sugges-
tions?) I t  s the one that goes: "Why e m o S S I S
don't you staaaaayayayayi just a
little b it longeeerrrrr. "  and je lly
trifle it is too The other major trend
seems to be towards rolling and
occasionally interactive demos of
forthcoming g a me s.  Cu rren t ly
doing the rounds are Readysoft's
Space Ace, Image Works Inter-
phase, US Golds Moonwalker.
and Activision's Ghostbusters II
the only one to feature a playable
level, and when you play it you can
see why. The Moonwalker demo
shows NM w e l l ,  h is  'p lates
anyway b a t h e d  in spotlight and
clumping across the screen Then
he strikes that familiar knee forward
and on tippy-toe stance that we all
know and love and he turns into the
MJ lo g o  K E R R A N G F  C u e
sampled gu itar chord  a n d  th e
opening bars of Bad. From here on
it s an animated treat of what's in
store from the game, complete with
sampled sn ip p e ts o f  S p e e d
Demon a nd Smooth Criminal
trom his latest disc. It all looks quite
different in a familiar sort of way,
and makes you wonder lust what
the games going to turn out like By
the way. Jacko's nose was recently
put out of Joint by an 8.000-brick
Lego model made by the company
to promote its wares complete with
the line 'lust look at what you can
make with plastic these days' (or
words to that effect) Interphase is
an interesting enough 3D scenario,
but nothing really In the way of
crowd pleasing Fa r and away the
best romp of the month is Space
Ace, in the cartoon trailer mould
in fact. that's probably where it

DEMOS? Yes, demos. Demonstrations of what
programmers o r  machines are  capable o f
achieving. Demonstrations of talent musica l ,
visual or technical. A means of expression or
promotion. An entertaining alternative... Each
month The One features a selection of software
available on the Public Domain network. But we
also want to see your pictures and animations
and hear your sounds. Send anything vaguely
interesting to: DEMOS, The One, Priory Court,
30-32 Farringdon Lane, LONDON EC1R 3Ati.
Please note: we can't guarantee to return your
disks unle s s  a  suitable  s tamped,  s e l l -
addressed envelope is supplied.



came from. It lasts for seconds but it
seems l i k e  min u te s T h e re  s
sounds, voice-overs. music a n d  a
real taste o f the game I t ' s  got
WOWZAI I WANT ONE written all
over it A s  for the Amiga Hacker
Music type compilations, we have
Magnetic Beats by Beatmaster
(Mike Archer, more famous for his
Sono( sluff). which gives us a dose
of house music. whether we like it or
not T h e  rather straightforward
DTack Compilation has some fair
enough deep house, plus a neat
Kitaro rip-off and synthdrum all by
the F ly in g  Du tch ma n ,  B r ia n
Postma Hassle Free PD has its
own catalogue d ist  which as well
as listing its PD wares. also has a
couple or three demos on it. with
Amoeba Invaders, Tetrix (a sort of
two-player Tetris) and VirusX 3.2
The good bit is the SAE Spectrum
Emulator Demo. yes. it's a special
loader that looks like a  Sinclair
Spectrum loading. B e s t  Othe r
Demo of the month has to go to the
weird-but-engaging P u g g s Th e
Alien, by Dionysus. Its an 'off-the-
wall (so was Humpty Dumply and
look wh a t  happened t o  h im)
attempt at a computer cartoon (XI
the Amiga, but while you laugh for
all the wrong reasons you can't help
thinking that it only someone would
come up with a  decent script it
would all have been worthwhile A
truly vapourous experience with
plenty of format potential. And as
Tommy Trinder would say see  you
next month' (well he would if he
wrote for this magazine).

• 41
A Standing tall atop Gotham. the Dark Night.
-

to earth.

GET 'EM 'ERE!
AMIGA
Interphase, Stay, Magnetic  Beats, Ghost-
busters II, DIack ,  and Moonwalker are all
available f rom 17-811 on  d isks 522-521, and
Space Ace and Puggs The Alien are on 514 and

• c, respectively. Contact: 17 Bit Software, PO
/ 97. Wakefield WIF11XX. Tel: (0924) 366982.

- Free PO is to be found at 168 Wolsey
ston, lekester LE7 8NX. Tel: (0533)

ATARI ST
Batman and UFO are from Riverdene POL. 63
Wintringham Way. Purley On Thames, Reading.
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It i m  n  Beach Volley -
hall I k e  on the world!

Your team travels the globe from London to
Sydney challenging all comers in the latest craze
that's sweeping the beaches.

Fantastic action with variable service and play
controls as you lob the defences, try a lightning
reflex short smash to win back your service, jump
block to defend your match winner
This is Beach Volley y o u  may even catch a tan!.

Ocean Software Limited • 6 Central Street Manchester - M2 5NS
Tele • hone 061 832 6633 Telex
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T/ALL THE FUN 0 901'
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Your dates:

1 3 t h - l e t h

S e p t e m b e r

Your venue:

E a r l s

C o u r t

Your show!

SEE YOU NEXT YEAR ni

Continuing the tradition
but dedicated to leisure.

Sponsored by CENG, SINCLAIR USER, CU, ACE and THE ONE

Contact Sally Boner at (MAP International Exhibitions:01 -25)6222 ext 2406
or Gary Williams ext 2518
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knowledge P h i l
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how to put words
to your pictures
while k e e p i n g
your own style.
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remarkably subtle and
sophisticated thing. I t
just sits there on your
screen being a t once

readable and exciting -  and even
evocative -  and you never really
notice i t  But sure enough, when
you come to design your own you
realise wha t  a  devilishly t ricky
Johnny fOuntography is.

And so it is with computer games.
You can't just use the same system
bunts in your games as you use on
your desktop o r workbench, o r
everyone would just die of boredom
and fall over, So you have to get to
grips w i t h  t h e  l i t t le  beggars
somehow. Fount design, like any
other kind of design really, is one
pa l mechanical, one part expertise
and one part dumb luck.

The l u c k  co me s  i n  wh e n
something unexpected happens,
and you use your skills to incor-
porate it. Founts are a sort of allied
skill to sprites, really. Its all drawing
small and experimenting with the
screen resolution to get an effect
which isn't really there but looks like
it is, especially if you squint, And
you'll squ in t permanently a f te r
drawing founts fo r a  couple o f
hours, I promise you.

You can use a utility (thousands
exist in the Public Domain) or if you
like you can even code one, using
graph paper, a  stout pencil, an
assembler and a  bucket fu ll o f
aspirin .11's preferable to get to grips
with a decent package if you can of
course, as this will automatically
save your work in the right format,
and, on the Amiga, even in the right
directories.
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multicoloured fo u n ts  a r e
available. They have an eight-
colour palette all of their own,
and alter the  palette o f  a ny
picture they appear in. For titling
and such, they're priceless.
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T he possibilities are great for animation in founts. You can use a routine to skew them like italics. or even wobblethe raster lines to make them ripple. But how about Andrew Braybrook's idea of changing the colours? You
could do an animation likeour example here, based on the BBC 2 lettering, which throbs in and out as you look at it!
No stupid jokes please.

t i a = i 1 C O I L I t a %
INklult i l  c o l  o a r
n fl u l l t i c c o l l o u r b

Nklialit=thAtzsatisra
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O ne neat and very cheap trick is to base your fount around a singlefeature, like a diagonal line, being based on a circle, or even being made
of something soft and fluffy. Ahhh! But just go through the alphabet and
always begin from that one feature.

Peotaletr
MODE]

tnd more style
ndrew Braybrook n e e d s
very little introduction. Graft-
old, a  software company

he set up with friend Steve Turner,
is one of the most famous in the
business. His games Uridium and
Paradroid cleaned up on the 8-bit
formats, changing the way games
were made, and are soon to do
similar things to 16-bit. Rainbow
Islands, although falling foul o f
computer business polit ics, i s
undeniably the best arcade conver-
sion ever seen.

And yet none of this has gone to
Andrew's head: h e  t e l ls  y o u
everything yo u  wa n t  t o  know,
without t h e  slightest t ra ce  o f
snobbery o r  go-away-I'm-busy-
ism.

A feature of all his games are the
brilliant founts, so how does he
do them?
"On Art  Studio. mainly. Up until
three or four weeks ago we were
only doing single colour founts, but
now we  a re  working o n  mult i-
coloured ones. Actually, I  sa y
single colour, but they are sort of
rainbow coloured. The first routine I
ever wrote on a  16-bit computer
was a fount routine which gave you
a different colour for every raster
line."

What limitations are there?
"Not many... well, just one actually.
Memory. Y o u  ca n  theoretically
have any size letter you like in our
new system, as long as you have
the processor welly to handle it."

Do you use Gem founts on the ST
and PC?
"Gem on the ST has a fount editor,

but it's not very efficient. And only
single colour, too. Mind you, having
said that, our fount routine isn't
THAT efficient, as you have to save
each character separately! Can
you imagine how mind-numbingly
.boring that is?

"Anyway, w e  had  a  heated
discussion about this whole founts
problem the other day, and John
(Cumming, Graftgold 's g raph ic
designer) said he wanted colour

Sounre font

Round ona 610669
0 I bw T A L.7
1

V o u  have to tailor the text to the program it's for as well, so a jungle story
could have a yellow leopard-skin fount, or maybe even a brown fount

based on coconuts!? Take your Inspiration from the program you'rewriting.

founts and  anti-ahasing. Tha t 's
where you smooth the jagged lines
out by using a darker colour.., you
know a l l  th is.  S o  we  thought
four-colour? Nah, let's do a  16-
colour routine. Its very flexible this
new routine, allowing you to remap
the colours very simply. So you can
do an outline around the fount, and
a drop shadow in another colour
and fi ll the  fount with  another
colour. Then as you change the

C °lou rs collide, hues appear andtade and shades sharpen -  and
that's on ly the letters! Fountastic,
eh readers?  A n d re w Etraybrook
(left) th inks so

•

colours the fount changes from
dropshadow t o  outline a n d  t o
normal, as you alter the colour.
Neat eh?"

Hey, that saves a lot of memory
for different founts, doesn't it?
"Yes it does. You can fit what looks
like a whole range of founts into one
of about 10KI And then there's this
new routine which prints up text as a
string o f  sprites. Th e  graphics
functions read the text file, and
create a sprite for that letter. Once
the letter has been created its gone
from the  process, so  a s  more
stream in the back, more print out
on the screen. It's a small routine
and no processor time is taken up
by already printed letters. Its like a
sort of graphics sausage factory."

Do you like founts, you certainly
seem to do a lot of them?
"Yes. I'mtheonly one here who sits
down and does it.1 likethe mindless
tedium of it. Everyone else here
won't do it. I  like founts that fi t
together nicely. Like the one I did
where if  a  'I ' was followed by a
vowel, I'd do a custom version of
that vowel, like a tiny 'o', just above
it."

Any advice  t o  budding foun t
freaks?
"There's a few approaches you can
take. Jeff Minter uses a basic fount
and applies a mathematical opera-
tion to it, like skewing it or whipping
a line out of it. We've got a Letraset
book of all the founts you can get, so
we get a lot of ideas from that. The
only other thing is to mess around
until you find something that works,
but make sure there's some sort of
pattern to it."
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STUNT CAR RACER
"The tracks are superbly designed starting wi th  a
fairly straightforward bu t l umpy oval and  progres-
sing to  such del ights complete w i th  massive ( &  I
mean MASSIVE) j ump  &  rol ler coaster track which
has enough hil ls to  turn the stomach o f the hardest
drivers." — C &  VG
"Quite simply Stunt Car is the best racing game yet
seen on a home computer — check it out." C  &  VG
"Stunt Car Is utterly bri l l iant and offers adrenaline
pumping gut wrenching high speed action that will
keep you engrossed for months — C &  VG
"An action packed game that had us on the edge o f
our seats." — TOM

RITE
The motor bike simulator of the Honda 750 RVF. Race
on Clubman and world famous tracks.
"A near perfect blend o f simulation &  action" A C E
"Amazing graphics" — CU
"If this, as MicroProse maintain Is the shape o f  the
Amiga games to come then everybody should buy an
Amiga now" — CU

FEBRUARY 1990
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A top q u a lit y sound sa m pling
•yste m  a t a  re a list ic p rice .
1 oceb m a ch ine  code  softwa re  f o r
re a lt ime  fu n ct io n s.
H iR e s sa mple  e d it ing .

R e a lt ime  f re que ncy d isp la y.

Adjusta ble  m a n u a l/ a u to m a t ic
re cord t r ig  le ve l.

Ii

The  co rre ct  t im e / d a te  e ve ry t im e
you swit ch  on yo u r ST .
Works w it h  m ost  G EM  typ e
a pplica t ions.

Ba tte ry ba cke d C lock/ C a de nde r
ca rtridge .
On boa rd L it h iu m  ba t te ry fo r e xtra
long life .

D ispla ys in  1 2  o r 2 4  H r. forma t

Comes comple te  w it h  se t-up d isk et
a la mt clo ck u t ilit y.

ONLY £29.99

•  F e a t u r in g  the  la te st  I  M e g  fa st R a m  ch ips.

Amiga  ve rsion  ( ome s com ple te
with  "JAM M ER " softwa re  for
pla yba ck/ se que ncing o f  your
re corde d sa mple s.
Lots o f  use ful fe a ture s.

ST ve rsion  ha s M I D I  p la yb a ck
option. Pla y re corde d sa mple s via
e xte rna l M I D I  ke yboa rd .

Comple te  H a rdwa re / Softwa re
v  So f twa re  fi le s ca n be  use d w it h inothe r m u sic u t ilit ie s. p a c k a g e .

O N L Y  £ 6 9 . 9 9  PLEASE STATE A5001100012000 OR ST VERSION £ 5 9 . 9 9

Va ria ble  sa mple  ra te  & p la yb a ck
speed.
Separate  scro ll lin e  wa ve form
windows f t  zo o m  fu n ct io n  w it h  Ed it
windows for fi ne  a ccura te  e d it ing .
3D sh o t  o f  so u n d  wa ve form. Wa ve
e ditor to  de sign yo u r own
wa ve forms o r a d just  e xist in g  one s.
M icrophone  l i n e  in p u t .

M
EXPANSION

Now wit h  t h is supe rb 5 1 2 K e xpa nsion u n it  yo u  ca n  sim p ly p lug  in  m o re
me mory. B r i n g  yo u r Am iga  up  to  1 M e g R a m  I n  se conds!'

•  C o m e s com ple te  w it h  dissa ble  sw it ch  (not  offe re d b y some  othe rs,  in clu d in gAS0 1  u n it ) .

•  Ava llsb le  w it h / w it h o u t  clo ck/ ca le n d a r fe a ture . C l o c k  ve rsion  ha s h igh
ca pa city N iCa d ba t te ry -  n e ve r ne e ds re pla cing.
Low ch ip  co u n t  me a ns e xtra  lo w consum pt ion .

I F  H i g h  gra de  PC B w it h  q u a lit y conne ctor.

•  B u y  d ire ct  f ro m  the  m a nufa cture r a nd ga ve l

"  S i m p l y  p lugs in t o  in te rn a l R a m e xte nsion  slo t  • n o  knowle dge  a t a ll re quire d
ONLY £69.99 COMPLETE
O N L Y  £ 8 4 . 9 9  F O R  VER SI ON  w iT H  C L OC K/ C AL EN D AR  C OM PL ET E

AC E 3

AT L AST  - A  TOP
QU ALI TY. FU LL
FEATU R E GEN LOC K
I N TER FAC E F OR
TH E AM I GA AT  A
R EALI STI C  PR I C E.

ONLY £89.99 COMPLETE

VIDEO

W I S E R

•  2 5 b  x 2 5 6  d isp la y w it h  1 6  gre yle ve ls.

•  R e a lt im c fra me  gra b I / 5 0 t hse cond.

"  T a ke s sta nda rd composite  Vide oinput f ro m  ca me ra  o r Vide o
re corde r.

•  Scre e n  upda te  I  f ra m e  pe r se cond,
single ,  co n t in u o u s o r buffe re d
displa y.

"  L o a d ,  Sa ve  fa cilit ie s in clu d in g  F I TSave .

"  E d i t  p ictu re . cu t ,  copy,  pa ste  a ndundo.

1 1  Sp e cia l e ffe cts,  re ve rse ,  ne ga t ive .mirror,  com pre ss. e t c.
•  I n cre a se  the  w id t h  o f  the  d isp la yto 3 2 0  x 2 5 6  a u to m a t ica lly o r

ma nua lly.
Plugs I n to  the  pa ra lle l p o rt  o f  your
Amiga  1 0 0 0 / 5 0 0 / 2 0 0 0 .
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powe r p e ck.
ONLY E89.99

Ge nlock is the  la te st  "b u zzwo rd " o n  t h r  Am ig a  -  i t s  a  de vice  th a t  a llows yo u  to
m ix com pute r te xt / g ra p h ics w it h  live  vide o  p ictu re s f ro m  e ithe r a  ca me ra  o r
VC R . " D e s k  Top  Vide o" a s it 's be come  is proba bly the  fa ste st g rowing
p ro d u ct ivit y a pp lica t ion  fo r the  Am ig a

v  P lu g s in t o  R OB port  o f  A5 0 0 / 1 0 0 0 / 2 0 0 0 ,  P r o v id e s  composite  vid e o  output  t om o n ito r/ VC R / su ita b le  T V e tc.

✓ S w i t c h  se le cta ble  t o  vie w  vide o in p u t / o ve rla y g ra ph ic o r both  (combine d
signa l).

•  U n iq u e  fa de r co n t ro l a llows ove rla y t o  fade  in  o r out . P e r f e c t  f o r vide o t it lin g .ca pt ions o r yo u r own a n im a t ion  p roduct ions.
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TERNAL 3.5" DISK DRIVE
•  M in a b le  e xtra  lo w profi le  u n itOnly 6

-  
l o n
g I
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compa tible

•  T h ro u g h p o rt  a llows da isy-cha in ingothe r d rive s (Amiga  on ly)
I F  A  supe rbly style d  ca se  fi n ish e d  incompute r co lours

•  I  m e g  unforma tte d ca pa city
.
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on yo u r de sk e tc.

V.?: TWIN DISK DRIVE ONLY El 29.99
ADD CS FOR COURIER DELIVERY IF REQUIRED
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•  S w i t ch  in / o u t  o f  e xte rna l d rive s. D E I  &  D F2  co n t ro lle d .

•  S a ve  on m e m o ry a lloca te d fo r O N L Y  E 9 . 9 9drive s no t  cu rre n t ly in  use

11
,

2 5 6  r  2 5 6  d isp la y w it h  1 6  gre y
le ve ls.
R e sit ime  fra me  gra b I / 5 0 t h
second.
Ta ke s sta nda rd composite  Vide o
I nput f ro m  ca me ra  or Vid e o
re corde r.

•  Scre e n  upda te  I  f ra m e  pe r se cond.
single ,  con t inuous o r buffe re d
displa y.
Load. Sa ve  fa cilit ie s in clu d in g  I FF
Sa ve .
Ed it  p ict u re . cu t . co p y p a st e  a nd
undo.
Spe cia l e ffe cts,  re ve rse ,  ne ga t ive .
m irro r. compre ss,  e t c.
Increase  the  w id t h  o f  the  d isp la y
to 3 2 0  x 2 5 6  a u tom a t ica lly o r
ma nua lly.
Plugs in t o  the  pa ra lle l port  o f  yo u r
Am iga  1 0 0 0  / 5 i3 0 / 2 0 0 0
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power p a ck.
ON 3 9 . 9 9

p .

TIMEKEEPER
CARTRIDGE
•  T h e  co rre ct  t im e / d a te  e ve ry t im eyou swit ch  on  yo u r ST.
•  W o r ks  w it h  m o st  GEM  typea pplica t ions
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On boa rd L it h iu m  ba t te ry f o r e xtra
long life .
D ispla ys in  1 2  o r 2 4  H r. fo rm a t .

;  C o m e s comple te  w it h  se t-up d isk &
a la rm clo ck u t ilit y.

ONLY E29.99

5.25 EXTERNAL
DISK DRIVE -

V  A d d  a n e xte rna l 5 .2 5 " D isk D rive  t o y o u r  ST,  •

4 0 / 8 0  t ra ck switcha ble .

I F  U p  t o  720101

$  I d e a l f o r PC  D it t o  e tc.
a  At t ra ct ive ly style d  in  co m p u te r

colours.

4 C o m u r  comple te  w it h  it s own p o w e r  supp ly u n it  b u ilt  in

t
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NLY E99.99

AMIGA VERSION SINGLE
DRIVE

ONLY -
S 9 . 9
9

ST VERSION
ONLY £89 . 9 '  WITH
FREE OCP ART STUDIO
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mouse  on  ST / Am ig a .
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Spec i a l  of fe r  - t r ee  m ous e
m a t  4- m ous e  hous e

( w or t h t  7-99)-

ONLY £29.99
COMPLETE M A T E  ST OR AMIGA

512K RAM
EXTENSION

CARD
a  Ava ila b le  w it h / w it h o u t  ca le nda r/
v  c l o c k  opt ion
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I F  Acce p t s 4 1 2 5 6  DRa ms (ze ro KR AM  fi tte d) .
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date  a u to m a t ica lly boote d.
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N I - Y  C 1 9 , 9 9
FOR S TANDARD CARD TO
ACCEPT 5 1 2 K
ON LY £ 3 4 .9 9
FOR VERSION WI TH CLOCK/
CALENDAR
NB T H ESE PR I C ES AR E F OR  BOAR D S
WI TH OU T R AM  C H I PS. PH ON E 0 7 8 2
7 4 4 7 0 7  F OR  R AM  PR I C ES.
PHONE F OR  L AT EST  FU LLY
POPU LATED  BOAR D / R AM  PR I C ES.

ACE 4

illiM EI WI R

$  A n  e a sy to  ha ndle  H a n d y Sca nne rfe a turing 1 0 5  m m  sca nning wid t h  &
400 dp i re so lu t ion  e na ble s you  t o
re produce  gra phics & te xt  o n  yo u r
compute r scre e n

✓  Ad ju st a b le  switch e s fo r brightne ss& contra st

✓  P r in t o u t  f o r Epson compa t ib le s

✓  W i t h  Ge nisca n yo u  ha ve  th e  a b ilit y
to e a sily sca n ima ge s,  t e xt  &
gra phics in t o  the  ST / AM I G A.

COMPLETE WITH OCP ART STUDIO (ST) OR
DE LUX E  P AI NT I  I ( AMI G A)  FO R O N L Y  E l  8 9 . 9 9

L  S P E C I A L  O F
-
E R

INCLUDING HARDWARE/SOFTWARE

A L L  O RDE RS  NO RMA L L Y  DL S P A L CHE L  1 I N  48  I I R

HOW TO ORDLR
BY PHONY

IT 3 :
0 7 8 2  7 4 4 7 0 ,

2 4 hr C re dit
Curd L ine

UK OR D ER S POST F R EE
EUROPE AD D  L I

OVER SEAS AD D  £ 3

PRICES AN D  SPEC I FI C ATI ON S C OR R EC T AT  T I M E OF  PR ESS
AN D  SU BJEC T T O C H AN GE WI TH OU T N OTI C E

CALLERS WELC OM E P le a se  re se rve  goods by te le phone  p rio r t o  visit

S E L E a t t
r i
t i t E i tDATE L  E LE CTRO NI CS  LTD. ,  FE NTO N I NDUS TRI AL E S TATE

G O V AN ROAD.  FE NTO N,  S TO KE - O N- TRE NT,  E NG LAND.
SALES ONLY
0 7 8 2  7 4 4 7 0 7

BY POST

Send che que s/ POs ma de
payable  t o

'Date l Ele ct ro n ics"

A powe rful pa rtne r fo r D e sk T o p
Publishing.
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most le a d ing  pa cka ge s in clu d in g
D EGAS. N EOC H R OM E,  F L EET
STR EET. D EL U XE PAI N T  e tc.
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fa cilit ie s sim p ly no t  offe re d b y
othe r sca nne rs a t  t h is unbe a ta ble
price .

•
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F A X

0 7 8 2  7 4 4 2 9 2

TE CHNI CAL ONLY
0 7 8 2  7 4 4 3 2 4
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SPECIlit CRI MAL INVEST
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the h o m e
con-ver si ons
of Chase HO
make i t i nt o

Boots  a n d  S m i t hs ,
Tai to's s e q u e l  i s
al r eady se t  t o be gi n
gobbl ing cash in your
local arcade,

The  p l o t  h a s n ' t
changed much,  onc e
agai n i t ' s  s i m pl y  a
case of  appr ehendi ng
the motor i sed vi l lains
who ar e r aci ng dow n
the hi ghway in various
getaway vehicles.

The mai n di fference
is t he  ne w  i mpr oved
speed.  b u t  c l e a r e r
speech,  e x t r a  w e a -
pons and mor e com-
plex scenarios are also
on offer .  Thi s i s l i ttle
more than Cha s e  HQ
wi th k nobs  on -  but
surely t ha t ' s  a  b i g
e nough r e c o m m e n -
dation in itself.
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off  t he  r oa d t hi s  t i m e  a r ound.  I ns t e a d,  y our
par tner  pops  up  f r om t he  ope n  s un r oof  t o N a s t
them wi th his pistol  - unl ess of cour se you'r e ar med
w i t h a  r o c k e t  l a u n c h e r  o r  o t h e r  b e e f y  t o o l .
Whatever  t he  means ,  t he  r esul t  i s t he  s a m e  -  t he
enemy's c a r  bur sts  i nto fl a m e s  a nd t he  of fender s
flee the wr eckage i nto your  wai ting arms.

T H E  MO RE  t hi ngs  c ha nge ,  t he  m or e  t he y  s taythe same. . .  a l t hough t he  r a nge  of  mi ssi ons i s
sl ightly di f fer ent  ( i nvol vi ng hos t a ge s  a nd t he  l i ke)
t he y  be g i n  i n  pr e c i s e l y  t h e  s a m e  w a y  a s  t he i r
pr edecessor s: w i th a  cal l  f r om Na nc y  a t  HO  a nd a
qui ck enemy r ecogni ti on sequence.

I  N  A  cont i nui ng que s t  t o upda t e  t he  or i gi nal 's
stunni ng gamepl ay,  extr a featur es ar e i ncl uded

such as a gr oup of  motor cycl e r iders w ho come to
your  a i d a nd  -  m or e  c ha l l e ngi ng -  a  Conti nental
Ci r cus-styl e d o w n p o u r  w hi c h a f f e c t s  y our  car l s
per for mance.
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ARCADES

Midnight
R e 5 i 5 t a t e s t
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for some  t ime ,  M i d -
night R e s i s t a n c e
was one  o f  the  f e w
h igh ligh ts o f  t h e

recent Preview '90 Expo, where
next year's supposedly big coin-
ops are touted, promoted and
sold to the trade.

Only the Japanese could have
come up with a  plot like this: a
fascist  Jun ta  is ho ld ing  yo u r
family captive, bu t  even if  you
make i t  a ll the way to  the end
you can still only rescue them if

you have co lle cte d  su ffi cien t
funds along the way to pay their
ransoms.

Sick storyline aside, th is is an
a ll-d irect iona l sc ro l le r in  th e
Strider mould in which you fight
off the  enemy onslaught f ro m
foot-soldiers, machine gunners
and various armoured vehicles,
blasting doors and manholes to
proceed.

Mi dni ght R e s i s ta n c e  i s
entertaining, chal-lenging and a
certainty fo r conversion to  the
16-bit machines.
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family empty-handed, so  you 're  equipped wit h
a meaty flamethmwer that's boosted by purchasing
power-ups in the stores between levels - if you can
get to them. Ransom currency is collected by taking
out t h e  l a r ge r  e ne mi e s ,  s u c h  a s  t h e  ta nk s ,
armoured vehicles and rocket launchers.
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through the  ma n-
hole pla tforms be fore
t h o se  c i r c u l a r  s a w s
turn you in to  sandwich
meat.
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liant A - T y p e
damn n e a r
bankrupted us all
a couple of years

ago, hem seems to have
got stuck in a rut, since all
it seems to come up with
these days are reworkings
of its own ageing classic.
This c r i t i c i s m  c o u l d
certainly be  made of the
recent Dragon Breed and
now also of X-Multiply - a C  ifact whic doe s n 't  bode •si. , : .I

t  
–

well for I I  due  to
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HE VI SUAL simi lar i ti es be t w e e n X-Mul tiply a nd
em's ear l i er  e f for ts  a r e  obv i ous .  Thi s  gi a nt
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weapons are connected to the shi p by chains.  These ar e just as deadl y as
the w e a pons  themsel ves,  a nd s o ther e's a n extr a  ne e d t o car eful l y pl an t he
way you power -up your  ship in or der  to gain the best configur ati on.



A POWERFUL PACK OF FOUR

key called International Karate
l i t  greatest Karate beam 'ern
ap yet' (Commodore User).
Sled who are we to argue?
Da ARCHER MACLEAN has
acne up with a stunner: A third
gghter. An amazing animated
Background. New moves
Oacluding double head-kick and
a spectacular backflip).
Ile-mixed music by ROB
11111BBARD. And balls!
•1967 Archer Maclean
ea/ System 3 Software Ltd

E24.99

BIO CHALLENGE
For centuries mankind has been on the
wane The genes that each generation
of humans passes onto ille  next are
becoming weaker The  human body
will soon become too tra il to survive.
Finally. scientists seem to have the answer.
They have discovered a revolutionary
technique to graft the human brain into the
body or a robot
The results of these experomems are to be
tested in the BID CHALLENGE -  the
ultimate ordeal
You are a I t L I  FIT -  the latest generation of
human robot engineering -  an extremely
sophisticated human brain in a highly
manoeuvrable precision-engineered steel
body. Your only mission is surviva l f o r  the
human race
• D i  I PH N  F SO F  TINARIL

VOVAG E R
In 1977Voyager II was

launched - inviting all life
forms In the Universe to

visit our planet. Get ready -
company's coming. Luke Snayles -
returning to Earth after completing a
SO year sentence of "Investigative
exploration" is not a man you'd wish
to meet. After half a century of
solitude, he's bored and hungry, On
Earth the gate crashers are about to
arrive - they are the ROXIZ, but
Snayles has got other ideas - no-one.
but NO-ONE is going to spoil his
home-coming party!
61 Ocean Software Ltd.1989.

R-TIFPE
Deep in the cosmos, the ultimate terror

The Bydo Empire - evil. horrific, deadly
In the dark recesses of time and space.
its terrifying creatures roam the cosmos.
waging war on the Planet Earth The
desperate battle has just begun A s
pilot of the R-9 fighter plane, it Is your
mission to crush these interstellar
monsters using every sophisticated
weapon at your disposal Only your skill
and reactions stand between brilliant
victory- and the devastation of Mankind

At last. thearcade sensation bursts on
to your home screen with several stages.
terrains and a compelling scroll feature
the ultimate in thrilling gameplay
R Type .1 9 8 1 1  RE AA Corporation
Licensed to Electric Drrarns

Ocean Software Limited • 6 Central Street
Manchester • M2 5145

Telephone: 061 832 6633
Telex: 669977 OCEANS G • Fax: 061 834 0650
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ATARI ST
Games for HIRE of PURCHASE

TRY before you BUY
At least 15% off all software

Guaranteed Originals
We have the LOWEST Membership & Hire Fees of any ST Club

Try our Public Domain at LOW LOW prices
Swop your originals In our SWOPSHOP

VERY SPECIAL OFFICER:
All New and existing members will receive a

FREE HIRE this XMAS!!
New Releases added WEEKLY

Monthly Newsletter plus lots of Membership Interaction
Please enclose LARGE S.A.E. to

Cum-Corn Software, Dept THO,  Mermaid House, Nonvood Street, Ashford, Ken t  I N2 3  1DG

E2 AMIGA PD
All the Latest Demos, and P.D

&Ware at 12.00 or less per disk
Send E2 for our cat disk. to:

HASSLEFREE
finciodes two games. three demos.

tWO o res M ist s,
168 Wotsey Wa y. Sysio n . Leicester

LE7 BNX Te l: (1533 694629.

DO NOT BUY
P.D. SOFTWARE

• t least nel until you have seen the latest
FREE catalogue tram GOODM AN P D
All the latest demos, games and utiMies

available from on ly E2  00 R d isk
Send 2t41 stamp at  telephone

tot further details
GOODMAN P.O.L.

16 Conrad Close . M e e  Ha y Esta te .
Lengthy'. St o ke  o n  Tren t  5 7 3  1 5 W

Tel
. 
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l'm CLASSIFIED COUPON ' a••
••

All you have to do is fill in the coupon below including your
name, address and telephone number and send to:
Classified Dept, The One, EMAP, Priory Court, 30 - 32
Farringdon Lane, London EC
-
I R  3 A U .
Maximum 30 words. Your advert will appear in the earliest
possible edition_

Name•
Address'

Te l :_

Have you included the  fee of E6.00?
Make cheques payable to EMAP PUBLICATIONS LTD

. .
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16/32 P.D.
PUBLIC DOMAIN

FOR THE ST

Large Selection
Prices start from E1.00

Send A4 SAE with 25p stamp for
catalogue or 11.25 for catalogue DISK

with extra goodies to.

35 Nodhc ote  Road, Strood
Kent ME2 2DH

Tel 0634 710 788

XMAS GAMES11
,; n e v I

•  Very latest releases
•  Rock bottom prices
•  Free games
•  Fast delivery

Write now for our Xm as
Catalogue

CJC Market ing  IDept -
1 1 1Unit 2  •  355 Newmarke t  Road

•  Cambridge •  CBS 111,116
Tel: 10223) 324166

1111

AmicANAuts UNITED
Hap  Po t a t e ,  o  to o  t e a l  old and lo S al ve d  No  I on
,u/Nono oil A s p .  (an o n  c f ro x i co  to p ia hold 01
Doman Nixon:tem 0 p n o p  Not I n  o Int Lewin, lo my Itnowleoga
Nan  nnonaldre she
if you supply your own d a l  Ond ' ru n  pentaito the Lopeng toot
coo on law = Fifty ponce Gael to l o p e .  you coo dNootocr toNdie l
Aeoleo I A *  wary ion ope n. , ,
,
d A rra d

yo4 wai t  o w lo wo o ly rho dash co wadi d i  ye w hope To d o ' ,
n a n o  on OAMI 11511 lyo t con oho l ay 1 0  b l o at Iron, mo
CI9 0 3  p o e t
'AA A Aliawkwy Oil Ter Librory to /  W i t  cp San k de l olowg writ,
alu m port and procaine nod atk Ford ire a copy n i my l o ss
throry d ie  co w i n '  5 0  ond I ye ll Apply Na rink air Pid e ll de
nut iorgni ka go .. your O de on
Chogool/pc000l onion powah• kp

l ay Bo rrarn al ,  1 0  Dale  Valle y NA l imi l taro u t,
Soe llaawason S O N

N OVA PR ESEN T S —
FOR TH E AM I G A
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n o  S p e d  a t  An d e s PO

FREE h i *  mernanerth•p AA i p o p u lar Arnion PO
colle clions. on ly El pe r O ita lo t dose  rin ks a FREIE
tate logua Elites on ly (5 5 0  U p  to  TbAl
ClOtnellerCIAP Wollwank annoy mo re  be rte lin  Ye n ta
of p an n e  Inc O MAill

NOVA DISK stAtIA21011
Issue  3  awailo No  ro w '  I  O aks -  o n N l a  Garn e t
°e d am .  artAl e t g rave n , '  and Io la MCM1 1 1 ,0 Pa* .
p lans to, a ccanolole  * r a d  samp le
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OF A R E  EX HANCE
Swap your used o r completed Amiga and

Atari S I  programs F R EE M EM BERSHIP.
The economical way to  serve your hobby

Don't leave programs on the shelf  collecting
dust Oa t  replacements to  su it  your tastes in

software for a  I l ia c
-
I ko n  o f  
t h e  
c o s t  
o f  
n e
w

programs H o w l  J u s t  send a  SAE tor lu lldetails to
UK Software na nny ,

Club iTtla)
1 5  TU11•1311
Sheffield, 55 9OB

ATARI AND
AMIGA SOFTWARE

Wa h aVit an  al l  ro u n d  ao le ctio n  u l  d ialkt
FOR HIRE A pp ly  now and hire your  fi rs t treat

games tree. A r ound 1.500 different enginel id les
r nr ful l  details  sends  s tempad addressed envelop*

or telephone Tuesday to  Fr iday. N a r n
- 1
0 P l n  •

LOW ATARI PRICES
A t a ,  S T C P J  fl e e  e a pnict fo to  •  l c  d ialta

Am i g a A5 0 0  al  o n ly W N W  se t t  N W
REST QUALITY  DISKS

op q u al i ty u n lab e lle d  3
1
a•  d o u b l e  
s i d e d  
d i s k s

10 to r M I S  5 0  I ra M t  115
J S t o .
1 2 9
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Happy Discovery cartridges for  theST
Only I T O  10 or U N " )  Fag?

V e al  in clu d e  ru n n in g  M ac S O ftwate  an d  h ackin g  up
an d  ST  so ftware  to  d ate

Send SAS fo r  details

GAMES & SOFTWARE
Dept THO, 35 Tilb u ry Road, M o rn a y Close,

Sunderland SR3 4 P0
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WCA BUSINESS SYSTEMS
We  (M e i  a wi d e  ran g e  o r & A w ar e  Ica th e  Co m m o d o re
Amiga and A len ST machines. A l  Ins  hien! MOS al
torment...re pncea We  als0 W O  a  wide ;L i ge  or

loysloctis an d  pe riphe raleHARDWARE
antepa A503 with I  3. Photon P ent aria Modulator

t310.115
Alan  5 2 0 5 1 1
-
1 4 1  E  
c a d r e
,  
P N
A  
1 :
2 9
1  
$
O

M ed 50124 I t  High Resolution M onitor E l le  St5
DISKS

10 unbranded Top Duality  O5;013 f t  e l
I D CylndiTIASIda Do ke  D S D I D  E I S  W

10 M ani! Disks DSADD £21.90
le  TON Deka 0 5 0 0  M i l e

Aft paces •nitimitt VAT And Carnage
Fce your tram caLake9.• confect ue !d e m i  mese arta

mend*, 01  tetArinarma

WCA BUSINESS SYSTEMS
Dept le 295 Peniel Green Road. tionsamiti.

SWANSEA SAI 98,1 Tot ID792I 172745

COMPUTER REPAIRS & SALES
• AMIGA " ATARI •

COMPETITIVE PRICES
All t ypes o f  h o m e  compute rs Am st ra d .
Sincla ir,  e t c — p rices f ro m  (TOO in c VAT

and p o st  and packaging e n d  three m o n th
guatorilee.

Also  ava ilab le
- 
s p a r e s ,  
s o f t w
a r e ,  
c a b
l e s
,

peripherals e tc
WE STOC K SAGE BUSI NESS SOFTWARE
SALE OF AM I GA AND ATARI COMPUTERS
Tel:10702) 618455 for immedia te  estimate

THE COMPUTER FACTORY
Analytic House Uni t 18A.
Grainger Road Ind Estate,

Southend-on-Sea

5 DISKS OF MAMA PD copied tor 13.00,
includes Space Ace, Baamix. latest demos
etc. Other disks copied for 90p. Disks, Cash,
postage. to me. Andy, 40 Vine Road, Back-
lord Cross, S Wirral. L66 2XX
ATARI ST Original tor sale, more than 150
programs, f rom 12.50 up to 110.00 each.
Also like to buy or swap. J Vroem PO Box 76,
2005 1.1. Heertansdam, Holland.
ATARI ST Originals for sale Prices from
13.00 including l3loodwych, Populous, Robe-
cop, Rocket Ranger, Darkside, Battle Chess
etc. Please tel, ()273) 820112 for full list.
ST DIG! GRAPHICS DISK,  Any subject
16 Oa Also Graphics Adventures written.
Just state interests 112 Inc M Cowley. 1
Severn Road, Stonehouse, Glos GL10 2DJ



CORNWALL
Truro Micro Ltd
Bridge House,
New Bridge St,
Truro,
Cornwall TR1 M A
0872 40043

Helston Computer Centre
Russell Knights House,
Comagehall St,
Helston,
Cornwall TR 13 8E13

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

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

The Games Cupboard
5 New Bridge Street,
Exeter,
Devon EX4 3J1W
0392 214128

DORSET
Columbia Computers
17 Columbia Road,
R OU tr ie  m o u th ,
Dorset
0202 535542

ESSEX
FES Computer Ltd
8 8
,
9 0  
L
o
n
d
o
n  
R
o
a
d

Southend on Set
Essex SS I 1PG
0702 354624
0702 335443

Ilford Computer Centre
122 Lex Street,
Ilford,
Essex
01 553-4139

lby- your nee9test M
. o f f  
g a m e s  
s p a t h e
s
-
I

HERTFORDSHIRE
Faxminster Ltd
25 Market Square,
Hemel Hempstead,
Hertfordshire
0442 55044

Games Keeper
10 Station Road,
Letchworth,
Hertfordshire
0462 672647

KENT
The Micro Machine
354 High Street,
Chatham,
Kent
0634 831870

LANCASHIRE
PV Computers
104 Abbey Street,
Accrington.
Lancashire BB5 I  EE
0254 35345

VU•Data
203 Stamford Street,
Ashton under Lyme,
Greater Manchester,
Lancashire
061 3390326

LEICESTERSH IRE
Mays Computer Centre
57 Churchgate,
Leicester
0533 516789

LONDON
Adams World of Software Ltd
779 High Road,
North Finchley,
North London N12
01 446-2241

Adams World of Software Ltd
265 Station Road,
Harrow.
NW London
01 8637262

Spectresolt
Jubilee Covered Market.
Covent Garden,
London WC2B
01 2401765
(Tues-Fri only)

ST and Amiga Shop
201/203 Shopping Hall,
Myrtle Road.
East Ham.
London F6
01 4718900

NOTTINGHAMSHIRE
Long Eaton Software Centre
Commerce House,
West Gate,
Long Eaton,
Nottinghamshire NGIO IEG
0602 72 555

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

Adams World of Software Ltd
190c Station Road,
Edgware.
Middlesex
01 9520451

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

SURREY
Barkman Computer Services
1st Floor,
Cardinals,
Kingston,
Surrey KT I I VY
01 5465941

SUSSEX
Worthing Computer Centre
7 Warwick Street,
Worthing,
West Sussex
0903 210861

Garner Computers
I I East Street,
Brighton.
East Sussex
0213 7213681

WALES
Patton Ltd
Micro Store,
35136 Singleton Street,
Swansea SA1 3QN
0792 467980

Solt Centre
28-30 The Parade.
Cwbran Town Centre,
Gwent
06333 68131

WARWICKSHIRE
SPA Computer Centre
68 Clarendon Street,
Royal Leamington Spa,
Warwickshire
0926 337648
Fax: 0926 425985

YORKSHIRE
Just Micro
22 Carver Street,
Sheffield,
Yorkshire SI 4FS
0742 752732

SCOTLAND
Vic's Computer Supplies
3 1 - 35 South Street,
Perth PH? 8P0,
Scotland
0738 367134

:•••••
DEALERS

JUST £20 PUTS1
YOUR SHOP
IN FRONT OF
39,219 16 BIT

GAMES
PLAYERS! ••••

kk
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Priory. Court
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Apart from spook-etti, what is a ghost's favourite food
'

Apart from In-spectre Morse and Horrorday 1
8 9 ,  c a n  y o u  
n a m e  a  
I

ghost's favourite Television Programme?

Hey Ghoulish L o ver b y Exorcist  Express is  a  recen t  spooky
smash. But what is a ghost's all-time favourite song?

NAME
ADDRESS

T-SHIRT SIZE (S/M/L)*

I OWN (TICK ONE)
ST A M I G A
'DELETE AS APPLICABLE The editor s decision is final and no correspondence ooll
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lay the 13VAST soccer simulation_ 'Blistering?ace - ?Ise% -Perfect Passing,

Unique facility toiVidttal play

desgn your ovm INCTICS.
•

Over 1000 i n d
e r s  
e a c h  
v i r i t h  
a

unicku b i n a t i o n  of attribu,ivelY transfer marl(
llaggle for a l l y

the best de2a.

camera on the ball or
player on the field.

r  Save game facility.
Vague and Cupt o
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PLAYING SKILLS OF THE MANAGER
This part of the game is a refined version of the KICK OFF,
retaining it's pace, flavour and the universally acclaimed game
play. Play in your position or control the nearest player.
The first option combined with a tailor made tactics can
play havoc in the opposition goal mouth.
MANAGERIAL SKILLS
Devising winning tactics, acquiring players with right skills
from the Transfer market and selecting a well balanced team
is the test of his Managerial skills. When to hang his boots up
is the toughest decision he has to make.
TACTICS
Four well proven tactics are provided to suit most situations
but you can design your own tactics. See the tactics in action
using the Ray Trace facility.411111111mw A l m s
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ATARI ST .E19.95
M 64 - SPECTRUM -AMSTRAD -

I 800 .0.95(Cassette) £14.95 (Disc)

THE PLAYERS
Over a thousand players in the four division league.
Each player with a unique combination of the
following attributes: SHOOTING ACCURACY,
PASSING ACCURACY, PACE, STAMINA, APPLI-
CATION, AGGRESSION, HEIGHT and TACKLING
SKILL.
These attributes are influenced by the player's
Age, Mental and Physical Dexterity, Quality o f
Experience, Weight, Temperament and Morale.
There are several other factors such as injury,
disciplinary points, unsuitable playing position
which influenc e  player's performance.

Bring Back The Glory Days, the brief of the newly appointed
PLAYER MANAGER, an International class player, as he takes
charge of a third division club. His success depends on four distinct
aspects of the game.

•

Hosts of other factors like referees, injuries, disciplinary problems, team morale etc. can lay to waste the best laid
plans of a ma •  t.:•  The P •  YER M • k A E R  •  •  •  i t i es of a Menai -
f e ,  h i s  t a l e n t s  a s  a  
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1713IT SOFTWARE
THAT BIT BETTER THAN THE REST!

THE UICs LARGEST AMIGA ONLY USER-CLUB WITH OVER 7,500
MEMBERS, AND A REPUTATION SECOND TO NONE FOR SERVICE
I 7Bit have one of the largest PD Selections around and prices start from just 12 per disc* fully inclusive of

all postage and packaging costs. All PD used is the best around, you would be amazed at the ease of use and
quality of it all s o  good other libraries use the discs and claim they have compiled them! So make sure you
deal with the people in the know A n d  we don't just handle PD, we supply all the latest software at amazing
prices to members, give out hints, tips and help with all sorts of problems and much more Subscribe to the

best Disc-Magazine around NEWSFLASH (from 17Bit/UGA) - 0111)/2.99 per issue!
Join now! Quickstart + Pack: Utility Disc, Demo Disc, Catalogue Disc and

an issue of our Disc-Magazine PLUS Membership for just £6.50
1 7 B I T  S O F T W A R E ,  P O  B O X  97,

* 1  W A K E F I E L D  W F 1  1 X X ,  E N G L A N D
C A L L  0924 .366982

Indiv idual discs E2.50.. In discs for C211 incluse% c of all piistagc. packatdol2 and 1 1
%

(DEPT THE ONE)
41 SOUTH STREET
LEIGHTON BUZZARD
BEDS LU7 8NT
MAIL ORDER ONLY
TEL 0525 377974

TIME
10 POOL
M I ATTACK SUB
ACTION FIGHTER
ADDISAS GOLDEN SHOE
AIRBORNE RANGER
ALTERED MAST
A P
I' ANCHIPILAGOS
ANEW*
BALANCE Of POWER 1910
BARBARIAN II 1 1
1
4 1 / 0 /

si A m ot s •Pc MAC
99 T i l l  N A  M A

* A  M A  1111 11111
i t  11 11111111 M A
13 111 1AM M A  M A
IAN 1111 16 16 1611
13M 169e tfi n  M A
1111 13101 5619 1611
14 ea 1573 t111
16 99 16/1 16 n  11,11
1411 l e n  56111(111119

l i t t  M A  M A
BUMS TME 1 I  51 1 5 0  F M  / M I
BARDS TALI II 1 6  I I  1511 1 6 n 1411
IATMECIOSS 1 4 1 1  M IS  16 0  16.11
BATMAN THE MOVIE 1 3 1 1  1511 M A  M A
'AMIE Of AUSTERLITZ N M  1611 M A  M A
BATINHAWITS 1512 O l e  M e  i ti l l  1111
BEACH VOLLEY 1 1 1 1  1111 M A  N A
BLADE WARRIOR 1 5  511 1111 1110 11111
BLOOD MONEY 1 6 1 8  I L O  M A  r i la
BLOODWYCH 1 6 1 5  IIS A M A  W A
111WRIR ) 1 1 9  11,1t 24 I I  7411
BRIAN CLOUGH 5 FOOTBALL 6 1 9  M O  A M  I I I
MEMO PLAYER A O 1 1 1 1  1311 1311 W A
CABAL 1 3 1 1  lifi n M A  W A
CAPIAIN BLOOD 1 1 1  1111 I n  fi n
CARRIER COMMAND I S O  N IS  11.11 1411
CENTREFOLD SOUARES 1 3 1 1  13111351 111
1
1
CHAOS 51110S BAD( 1 3 1 1  U M  W A  N /A
CHASE NO 1 3 1 1  11111 WA  W A
015SMAS11121/1317101111111 1119 I L O  1111 1691
CHUCK YEAGER'S A l t  M A  N A  1631 1631
COLOSSUS CHESS I  l i n  1111 M A  M A
COMMANDO l i n  1 3
.
1 1 1 1 1 1  N A
CONFLICT EUROPE I S O  DIM  IASI M N
CONTINENTAL CIRCUS M O  l i n  W A  M A
CORRLWT
ION 
1 1
1 1  
1 1
.
1 1
1  
1
6
1
1  
N
/
A

CRAZY CARS II 1 2 1 1  IS O 15111 IS M
CU1151 Of Willil BONDS M A  M A  7111 2191

▪ D A M O C L E S  i l n  11111 1611 1411
()MISES O N  1111 M A  N /A

Ft:. DOUBLE DRAGON 1 1 1 1  131
1
1 M A  N / A
0111Fitt imutOtE ii N O  i l te  N /A  N /A
DRAGONS Of FLAME 1 1 1 1  1611 1111 M A
 DR ImOMs REVENGE I s  AS lb I I  56.11 IS  11

t v  D R A G O N  SPIRO 1 1 1 3  1111 1611 1611
.:. : D U N G E O N  MASTER 1 1 1 0  ifi l t 1111 N A

ELITE 1 5 1 1  1611 1613 N A
::•.: E m p l i o  O n  N M  1411 1411▪ 1 1 /1 1 0 P E A M  SUPENLEAGUE 1 3 1 1 1 3 9 1  M A  M A

 I l l  STRIKE EAGLE N M A  M A  D M  7313
I I I  COMBAT PIT IC IATIAI 1511 1611 1111 1611
 III FALCON CIA USA • 17 11 11.18 1119 M N  N M

et •  . . . . . . . . .  t i s t .  . . . . m i t t s

T U R B O S O P T
TITLE S T  AMFGA MAK 3I1PC
I I I  STEALTH H1.0111R N / A  M A  n i l  N M
IN  RETALIATOR I G O  1111 N /A  W A
FALCON MISSION DISC 1 1 1 6 1 3 . 1 1  N A  N A
N N W !  FORMULA 1 1 5 7 1  1611 11119 I I M
FIENDISH 111111DYS ST FUN IS M  1611 1111 N /A
FISH 1 5 1 1  14311111 M A
RIGHT SIMUIA101 II 7 1 0 2 1 1 1  73,M TIN T i n
FLIGHT SIMULATOR III 1 1 1 1  W A  3/10 3711
FLIGHT DISC 1 10  .1 M A  M A  1111 14/A
RIND DISC 1111 1 4 . 0 1 4 1 1  14n 14311 M A
MIGHT DISC ERPE, JAPAN 1 4 1 6  1415 1415 M A
FOOTBALL DIRECTOR II 1 3 . 1 1 1 1 1 1  1116 N A
FOOTBALL MANAGER II S N  5911 6111 M A
FORGOTTEN WORLDS 1 3 n  1111 i n t  N A
W W I I  WARS 1 1 1 9  1611 M A  W A
GAZ7AS SUPER SOCCER 1 4  91 1411 H IM  1111
GHOSIBLISTEAS II 1 3 9 1  1111 167/ M A
GUNSHIP I S  11 1618 7319 73,11
won noon*  N M  1311 13 0  M A
HEROES Of THE LANCE l e r  H i n  IS M  1611
HIES FAA M A I  1611 I I  11
N OY JONES ACOOk GAME 1316 13.01111 M A
INDY JONES ADVENTURE 1 6 1 9  5 4
1 1
9 1 1 1  I L M  W A
INFECTION 4 7 1  4 1 1  4111 N A
INFESTATION . 1 5 1 3  M IS  W A  M A
INTENNIASE 1 1 . 1 0  11.1111
.
11 1 1 1 3
MOM LORD 5 1 1 5  1/11 1111
11/011401 1 1 . 1 1  ifi l l  M A  W A
JAC* NICKLAUS G a l  1 1 1 1 1  11/1 11111
JET O M  7111 L IN  D O
JET FIGHTER M A  N A  n  10 7711
JOAN Of ARC 1 1 . 1 1  1619 1619 W A
IEEE THE TWEE 1 1 1 1  11911419 16M
NOW CO CHICAGO M A  1 1 1  l i e  M A
NICK DIE 1 2  18 12M  ISS I M A
KINGS GUEST PACK 11.11,111 I S M  1191 1111 1111
KINGS M IS T IV 1 1 9 1  1111 11111 1911
11111G111 FORCE 1 4 1 1  1411 I a n  1411
KIIII 1 5 5 9  1511 IS M  M A
LASER STRAD 1 4 1 1  3 1 1  1611 1611
LAST NIPIJA II 1 3 1 1  ible  DIM  M A
LOW IWCONMMAMICAI 1 3 1 1  1511 M A  M A
LEM:ONBOARD BOWIE 1 1 1 8  lb 11 M A  M A
LEISURISIIII TARRY 1 1 1 1  13191311 1399
LEISURESUIT A M Y  II 1 1 1 t  i1 I9  1911 1111
LICENCE 10 NM 1 3 1 1  1311 15161511
LITTLE COMPUTER PEOPLE 4 1 1  4 1 1  4 1 1  M A
101111M0 RALEY 1 1 1 3  N O  1111 11,11
LOST PATROL 1 3 1 6  1111 M A  M A
MI TA N / A  N /A  O l t  M A
111 TANK PLATOON N A  M A  211171
.
11
MANHUNTER IN NEW Y OU 11111111 1111 1111
MANHUNTER IN SAN NAN I I  IS
MARBLE MADNESS fi n
micilOPROSE SOCCER I l
l SMIDWINTER 1 1 1 1
MK LEITRIM 22 1 6 1 9
MOMNIALKER N I S
ANNOUNCER 1 1 , 1 1
• • • • — / • • • , . . . • • • e c e e e t

TITLE S T  AMIGA 3
1
4 P C  3 7 / 9 C
fi llvimitith N o  1111 M A
NEW ZEALAND S I M I  1 1 1 1  1611 M A  N /A
Nolti El AND SOUTH I S O  1111 N A  M A
ONSLAUGHT 1 1 1 1 1 6 1 1  N /A  M A
OP1RA LION NEPTUNE i n  I M  7 1 1  71A
OPERATION MONDE MOLT 11111411 M A  M A
OUTRUN 1 1 1  /OA  1111 M A
OUTRUN 111110PA 1 1 1 1  1331 IS O W A
PIT 1 1 1 1  1419 l i n  W A
PACIAND I N  5 1 1  M A  M A
RACOON% 1 1 8  6 1 1  M A  N /A
PALADIN 1 1 1 1 1  1511 1511 M A
PAPIEWO Y M I S  1311 1611 N A
PICTIoNART 1 1 0 1 6 1 1  1191 1111 16 91
M ANS  l i n  M A  1411 1611
POLICE QUEST 1 OR 2 1 5  I I  1111 M O  16 91
PIJOIS OF RADIANCE T O  11 P I /1 le  le N  I I
POPULOUS 1 1 9 1  1691 1611 1611
POPULOUS PROMISED LAPID I l l  6 9 9  N /A  W A
POWER/NIT 1 3 1 1  16S4 N M  16.11
PRESIDENT IS MISSING i t  11 N O  6  11
OINIIII t I A S I  1631 IS O 11.11
REUNION ISLANDS 1 3 1 4 1 1 1 5  M A  M A
RED LIGHTNING 1 1 1 1  1118 1111 N /A
RED S IN N  RISING l i t e  M A  11111111
RICK DANGEROUS N O  1113 1191 W A
RISK 1 3 . 1 1  13.11 1111 W A
11011000P i i n  t i n  1311 M A
ROCKET RANGER 1 1 1 1  1111 I I I  N /A
RYE HONDA I I  11 N O  N /A  N /A
SHADOW OF TOE BEAST 2 1 5 5  7199 N A  M A

ti. s m n o l i i  I a n  1191 N /A  M A
SAINT SERIAC1 1 1 9 1 1 6 7 3  1619 I I IM
S S  CITY M A  1111 1111 M A
SKATE OR DIE M I S  l o l l  i t  El 11111
SLEEPING GODS LIE 1 4 1 1 1 5 1 6  1119 II 11 1411
SPACE ACE N O  N O M A  2111
SPACE QUEST I OR II i t  11 1111 1119 1491
SPACE QUEST III 1 1 1 1  1911 1311 1111
SPIEDBAll I I  no i l l t  1.91 M A
STAMMER II T I M  1SM i t  M W A
MEW DAVIS SNOOKER 1 1 1 1  1311 M A  W A
STRIP POKER II-  5 9 1  l l e  M A  W A
MUNI CAR RAVER 1 6 1 3  1511 M A  W A
STRIDER 1 1 1 1  13/4 13.111 W A
SUPER 71011011110Y 1 3 1 3  1611 1611 M A
SWORDS OF PAALIGNE 1 4 1 1 1 1 1 1 5 1 1  it DI M A
IIIM AIE  GWEN T o  1 1 1  P IS  1 1 1
TIMES OF LORE A l e  IS 11 1615 16.111
TIN TIN 00  THE MOON I S O  16 91 1511 M A
1110E111 1 6 7 1  1691 N A  M A
TRIVIAL PURSullS 1 1 9  1 1 9  lim i M A

1111 1111 1111 n / 5 0 1 1  i t  11 1691 1613 M A
fi n 1 1 9  W A  I N  SPORTS 10411BALE 5 6 . 1 1  1211 N /A  M A

N is  N i s  W A  U m 3  10)11 io N O  1571 16.11 N A
1111 N IS  M A  U N I T I L I C H A B L  ES 1 1 1 1 ) 6 1 1  M A  M A
M O  1619 W A  M I T I  M A  M A  M A  l A n
1611 1610 N A  W A N  IN MIDDLE EARTH 1 1 1 8  117I 11119 W A
11111114 W A  W A T E R L O O  I A S I  1111 16 a  IS IS

•  •  •  •  •  •  •  •  •  •  • •  •  •  •  • • • •  •  0  M t  •  I  •  4 • •  i  •  •  •  I  •  • •  •  •  i t • •  •  •  4  I +  •  •  •  •• • • I  .• j•• • •••• • ••• • • 1•I• • • • .• • •

PLEASE MAKE CHEQUES AND
POSTAL ORDER PAYABLE TO
TURBOSOFT. ORDERS OVER

E5 P&P FREE, UNDER E5
PLEASE ADD SOP PER ITEM.
EUROPE ADD El PER ITEM,
OVERSEAS ADD E l l a  PER

ITEM, PLEASE STATE CLEARLY
TYPE OF COMPUTER

TITLE S T  AMIGA 51/49C 3.4PC
WILD STREETS 1 3 1 1  IS M  15 n  15 01
WORLD CLASS 1DERBOXAD 7 1 4  711  7 1 1  M A
XENON II MEGAtitas I 1 4 1 1 1 6 1 1  IS IS  M A
AFT, SOINDS AMD "1111115
A ABLEM M A  7711 W A  M A
ADVANCED AM 5111010 W O  W A  M A  W A
A-MA' M A O  M A  W A
A MAX WITH ROMS W A S ?  W A  W A
AMOS W A  M I I  M A  W A

It/A

MA
WA
NA

DEGAS RITE i i  sii M A  M A
DELUXI PAM1 3 M A  4111 N O
DELUXE PAINT 2 N A  4199 M A
DEVPAC t  4 4 1 6 4 4 1 6  M A
DIGICMC D M  2714 1111
EAMAVISKII M A  7971 N E I
ANT, WOWS  AND UTILITIES
TIME ST AMWA S'APC 3
1
M
1
C

FIRST WINO PLUS O M  M A  M A  W A
8  M A BASIC V I M A  3111 M A  W A

GEA WANK Ell A  IS M A  W A  N /A
H O W  BASIC 5 1 1 5 5 9 1 5  M A  W A
KINOWNIDS W A  1311 M A  W A
LATTICE C115 n o  ode  M A  W A
MASTERSOUND 7 1 1 9  M A  N A  W A
MAIM BEACONS TYPING 1 1 1 1  1A19 1199 W A
MID OFFICE PROFESSIONAL M A  N A  3111 W A
PRO SOUND DESIGNER 4 4 1 1 5 4 5 5  M A  M A
FROMM V4 4 4 9 9  6199 11113 M A
WAPITIS  FAINT PRO / I  11 W A  M A  N A
SPECTRUM I I I  4 2 1 1  M A  M A  W A
STOS 1 1 9 1  N /A  W A  W A
MOS COMPILER I T O  W A  W A  W A
LEOS MAESTRO O M  N A  W A  W A
MOS MAESTRO PIUS 5 2 9 5  W A  W A  W A
STOS M OD S  N o  W A  W A  IIIIA
ST REPIAY 4 be 73 M A  M A  W A
SoPERBASE PROIESSIIMAI ti a l l ta l M  M A  M A
SUPER CONDUCTOR 3 7 5 4  M A  N A  W A
WORABENCA I )  M A  1211 M A  M A

EDUCATIONAL SOFTWARE
Al ZOO 1 1 1 5 1 1 1 9  M A  M A
ADD WITH OSCAA N I S  M A  M A  M A
rostrIall MATHS M A  14111116 1111
DISCOVER NUMBERS M A  1411 11145116
DISCOVER TOE ALPHABET M A  1 4
.
1 6 1 1 1 6  1 1 1 6
PON SGH004 /  M OIR  1 1 1 1 3  I L O  13.111311
FUN sc51001 2 6 1 1 3 1 1  M O  11111145
FUN SCHOOL 2 I  p I N S  1311 13111 1311
SPIII WITH OSCAII 1 0 1 1  M A  M A  M A  ) t .
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FEATURE

The w a y  s o m e  c o m -
puter game characters
behave, y o u ' d  t h i n k
they w e r e  a l m o s t
intelligent. Of  course,
as w e  al l  know, com-
puters a r e  n o t  i n t e l -
ligent -  i t 's us people
who use and program
them that have all the
grey matter... isn't it? In
the fi rst half of a two-
part investigation, Kati
Hamra delves into the
twilight zone o f  Ar t i -
ficial Intelligence.
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Space O d y s s e y  m a d e  s o m e
revo lu t iona ry a s s u m p t i o n s
regarding the future of computers.
Even before the fi rst man had set

foot on  the moon (using a  mere 64K o f on-
board computer memory), Kubrick predicted a
supe r-powerfu l,  in d e p e n d e n t ly  t h in k in g
machine - Hal.

This multi-circuited mega-brain wasn't just
capable of working out split-second calculus,
defining probability factors or running a whole
spaceship by itself - it  could actually perform
every in te lle ctu a l t a sk a  human be ing  is
capable of - only about 50 times faster_ In fact,
Halts circuits so closely resembled the human
brain that a  malfunction manifested itself in
uniquely human terms. Instead of losing a few
flashing lights o r a circuit board, Hal became
paranoid.

Of course, if  you were to believe everything
you saw at the movies or read in books you'd
qu ickly beg in  t o  su f fe r f ro m a  ve ry nasty
persona lity d iso rde r.  On  the  o th e r hand,
supposing you could go back in time, it would
be pre tty hard to  convince a Victorian that
your ran t ings about the  successfu l Apo llo
missions were perfectly sane.

Everyone's familia r with  the  cliche; wha t
sounds like science fiction can all too quickly
become science fact, Who'd have thought 50
years ago that one o f  the most  successfu l
marketing p loys o f  the  1
8 0 s  w o u l d  
b e  
t h e

Filo fax? Wh o 'd  have  though t  tha t  o n ly a
couple of years years later one of the second
biggest ma rke t in g  p lo y s  wo u ld  b e  t h e
computerised Filolax?
The big questio
are we really likely to see computers with the

artificial intelligence capabilities of Hal within
the next 10 years? To find the real answer
you'd need a  time machine, but judging from
some o f  t h e  p ro b le ms  e n co u n te re d  b y
scientists a ttempting to  simula te  even the
simplest human ab ilit ies (walking, ta lking ,
hearing, t h in k in g ) t h e  d a wn  o f  t h e  f u l ly
independent, intelligent computer is still a long
way off.

Computers are better at some things than
they are at others, Program a system to work
out the biggest prime number calculable and,
providing it 's powerful enough, it ' ll come up
with a  65,081 digit figure. Ask it: "Hi, how are

you doing, tiger?" out loud and you might as
well b e  talking to  a  b rick wall. What comes
na tu ra lly t o  h u ma n  b e i n g s  i s  a l m o s t
impossible to translate into computer terms.

Human inte lligence is extremely subtle. I t
learns a lmost  au tomat ica lly f ro m the data
provided by the five senses, it  generates new
ideas, adjusts to  new sources of knowledge
and re l ie s  o n  a lmo s t  l imi t le s s  me mo ry
capab ilit ies.  O n  t h e  o t h e r  h a n d ,  m o s t
computers which give the impression of being
intelligent actually re ly on pattern matching
(comparing input, say to  an adventure game,
with stored templates) or traditional logic. This
stipulates that if  an assumption is true once,
it's always true.

Most computers can't modify their programs,
learn f ro m t h e ir mis ta ke s o r  a p p ly t h e ir
p ro b le m-so lv in g  sk i l ls  t o  mo re  than  one
subject. A  ca r mechanic could conceivably
apply his knowledge to mending a motorbike:
Ken the computer might have a more exact
knowledge of the capacity of a Mini, but give
him a Honda and he'd draw a blank.

Research in to  A rt ifi cia l In te lligence  (A l)
continues apace, but although computers are
capable of solving low-level intelligence tasks,
displaying some visual and voice recognition
ability, it 's looking pretty unlikely that the all-
singing, a ll-dancing  co mp u te r is go ing to
make its debut by the year 2001_

In 1981 Japan pledged itself to produce •5th
generation' co mp u te rs capable  o f  a  wide
range of artificial intelligence techniques. Rival
companies agreed to  exchange information
and work together to produce machines with
re la t ive ly h ig h -le ve l v isu a l,  sp e e ch  a n d
problem-solving capabilities in 10 years.

They've got two years left.
What will finally be achieved remains to  be

seen -  b u t ,  b a r r i n g  r e v o l u t i o n a r y
breakthroughs and discoveries, one thing's
certain; it won't be a computer quite like Hal.

EXPERT ON A DISK
Suppose y o u ' re  a n  o i l  b a ro n  wh o ' s

prospecting so  much  in  Alaska, tha t  you r
fi e lds a re  sta rt in g  to  resemb le  a  hunk o f
cheese. A ll the data you've collected needs
expert analysis, bu t  expert advice  doesn't
come cheap and you'd probably need to hire
more than one boffin. So what do  you do?

111111111111ift
„,,

DOM DO YOU DO? P L IA S ' :  ' E L L  PIE YOUR PRORLEM

D i  m o t h e r  b o a t s  m e

FELL H E  H Ol e  AILOUT Y o u a  FA N1LY

ny f a t h e r  i s  n o  a l e o n o t i c

WHO ELME I A  TOUT Fk i tTL Y  I S  A P  A LCOHOLIC?

Ay o l d e r  b r o t h e r

YOUA 8110111E4?

Yes

WY W I  YOU S O P OS ITIV E ?

N a t i o n  I  t r y  t o  l o o k  o n  t i e  h r I g h t  s h i t  o f  L O W S
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fe's jus t becoming too muc h o f  a
n? Too e mba rra s s e d t o  go t o  a

psychiatrist? Then turn to  Eliza.
Joseph We i z e n b a u m 's  ' i n t e l l i g e n t '
c ompute r is e d pa r ody  o f  a  Roge r i a n
therapist has been around for 20 years, so
she should know what she's talking about.

Except s h e  d o e s n ' t .  L i k e  m o s t
computerised psychotherapis ts ,  E l iza
doesn't actually  have any  independent
inte l l ige nc e ; s h e  m e r e l y  g i v e s  t h e
impression of being smart. Blurt out your
worries and Eliza gives you encouraging
answers. Suppos ing,  fo r  example , you
typed in: "I am worried about my Oedipus
complex", Eliza 's  reply  would be : " Is  I t
because  y ou a re  w or r i e d a bout y our
Oedipus complex tha t you came to see
me?".

For Oedipus complex, substitute celery
soup or porta potti and her reply would be
exactly  the  s a me .  Al l  th e  progra m is
designed to do is respond to a  fe w key
words  a n d  s e v e r a l  b a s i c  l a n g u a g e
pa tte rns .  Q ue s ti ons  a nd  s ta te m e nts
trigger one of several s tock responses.
When there are no special clues as to how
the conversation is going, Eliza covers up
her ignorance wi th a  couple  of fi llers -
something like "Please go on" or "Do you
say you feel like a  pink marshmallow for
some special reason?".

It doesn't take  long to  suss Eliza out.
PARRY, an artificial paranoid program also
developed in the  '60s on the  other hand,
actua l ly  m a n a g e d  t o  f o o l  s e v e r a l
psychotherapists on the  basis  s.s of very
short-term experimental sessions.

Like Eliza, PARRY looks for  keywords.
He's sensitive to several pre-programmed
'flare' topics and looks out for cues which
suggest veiled or direct insults. To prevent
all t h i s  b e c o m i n g  j u s t  a  t a d  t o o
pre dic ta ble ,  th e  progra m ha s  i nbui l t
qua nti tiv e  p a r a m e te r s  r e pr e s e nti ng
e motions  l i k e  f e a r  a n d  a nge r .  T h e
intens ity  o f  his  responses  de pe nd on
exactly how high current emotional levels
are.

Ultimately, ne i the r Eliza or  PARRY are
very convincing. I t only takes a couple of
Inputs to suss Eliza, and PARRY's limited
vocabulary led one  psychotherapis t to
be l ieve  t h a t  t h e  p a t i e n t  m u s t  b e
e duc a tiona l ly  s ubnor m a l .  L i k e  m o s t
commercially available Al programs, they
can only simulate wha t people do when
they  th i nk ;  n o t  t h e  a c tua l  p o w e r  o f
thought.



Commission your own computerised expert
system, that's what_

Expert sys t e ms a re  o n e  o f  th e  fa ste st
growing commercial offshoots of Al research.
Basically, they act  as a  specific knowledge
database which  just happens to  be able to
give advice as well. All the user has to  do is
type in the relevant information or respond to
questions the system asks and it should come
up with a few gems of expert advice.

Expert systems currently in use are capable
of diagnosising and prescribing drug dosage
for various types of meningitis, advising users
on the best routes for transporting radioactive
waste and, f o r budd ing  JRs,  in te rp re t ing
incomprehensible jumbles of oil-drilling data.

Expert systems can 't  actually think. They
operate using logical IF_ THEN inferences (if
you went to a party last night and you've got a
headache, then take  some  asp irin ) wh ich
create chains o f  art ificia l thought. Because
they can't reason or use their problem solving
powers on more than one subject area, expert
systems can't replace human beings.

But what they do provide is a useful tool for
living, breathing experts whose memory and
powers of systematic thought aren't always as
in fa llib le . In  fa ct ,  so me  a rt ifi c ia l e xp e rts
manage to  conta in much more  in formation
than any Einstein could remember. Believe it
or n o t ,  t h e  wo r ld  e xp e rt  o n  so ya  b e a n
diseases is a computer program.
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s tems s uc h  a s  y ou• d fi n d  i n  a
n e a r  power plant often comes under
the auspices o f  a rtifi c ia l  experts .  The
accident which occurred a t Three  Mi le
Island i n 1 9 7 9  de mons tra te d jus t how
important it is to have a human window on
automatic decision making. When valves
controlling the flow of cooling water failed
to func tion properly, the  computerised
system made a corrective decision which
was s o  u n u s u a l  i t  l o o k e d  l i k e  a
malfunction. Human operators overrode
tha t de c i s i on  a n d  c o m p o u n d e d  t h e
problem. T h e  r e s u l t  w a s  a  b a d l y
c onta mina te d r e a c tor  a nd  a  s e r i ous
ra dia tion l e a k .  M o s t  e x pe r t s y s te ms
currently in use have an inbuilt capacity to
retrace their reasoning for the user.

FEATURE

nlike your average Kasparov, most chess-playing programs base the i r  tactics on
ystematic selection of the  most valuable moves using two basic techniques; mini-

and alpha-beta pruning. Mini-maxing involves selecting the  most advantageous
position for the  next move and then looking ahead in the  search tree for  the  value of
possible resulting positions. Alpha-beta pruning reduces the  number of moves to be
examined by cutting out low-scorers or
no-hopers. 1

ust like real life! Some of the meanies in the mysteriously unreleased Rainbow Islands
re so smart they've obviously got 10 GCSEs and an A-level under their belt - others

t plain thick. The secret of individuality is to give each character its own individual
gram. Thickies are programmed to walk 10 steps to the left, then 10 steps to the right

- no matter what's in the  way. Smarties turn around when they get to a  gap and real
brainboxes actually jump across platform gaps.
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MIND GAMES
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have an art ifi c ially  intelligent  mic ro in t heir
home and ev en t hen it 's  likely  that  you' l l
need lot s  of  K f ac tor - plent y  of  memory
and even more cash. I f  it  ever does  arrive

though,  t he ent ert ainment  poss ibilit ies  wi l l  be
end les s .  I m a g i n e  l i s t e n i n g  t o  a  s y s t e m
capable of  mak ing up its own creat ive mus ical
c o mp o s i t i o n s ,  r e a d i n g  a l o u d  i n  d i f f e r e n t
v o ic es ,  m a k i n g  u p  i t s  o w n  s t o r i e s  a n d
generat ing n e w ideas  f or  games .  Meanwhi le,
we ' l l  j u s t  h a v e  t o  b e  c o n t e n t  w i t h  t h e
programs  we ' v e  got .  And  f rom y our  av erage
blas t er t o  e labora t e  p r o g r a ms  des igned  t o
test y our stress levels  f rom your galvanic  sk in
response us ing a bio feedback  mouse,  they 've
all g o t  one t hing in  c ommon:  howev er  s mart
they look ,  t hey  hav en' t  got  an  ounc e of  real
intelligence between them.

NEURAL NETWORKS
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mi c r o c h i p s  c a n ' t  m i r r o r  t h e
work ings  of  the neural networks  of
t he h u m a n  b r a i n  e f f e c t i v e l y
enough.  I f  y ou  c an ' t  bea t  t hem,

join t hem;  in ot her words  you t ry  to build y our
o wn  a l t e r n a t i v e  c e l l - b a s e d ,  n e u r a l l y
network ing brain.

The d e v e l o p me n t  o f  n e u r o c o mp u t e r s ,  a
b r a i n - l i k e  s t r u c t u r e  ma d e  u p  o f  mu l t i p l e
n e u r o n - l i k e  p r o c e s s o r s  i s  s t i l l  i n  i t s
c o mp a r a t i v e l y  e a r l y  s t a g e s .  b u t  n e u r a l
networks  are already  capable of  learning f rom
a n d  a s s i mi l a t i n g  n e w  d a t a  a n d  a d a p t i n g
a u t o ma t i c a l l y  w h e n  n e w  s o u r c e s  o f
informat ion are int roduced.

Like al l  human  beings  f rom Eins tein t o  t he
E lephan t  Ma n ,  t hey ' r e  c a p a b l e  o f  ma k i n g
c onnec t ions  and  apply ing t heir abil i t ies  t o  a
muc h wi d e r  range o f  subjec t s .  Un l i k e  mos t
human be ings ,  t he  ex t ent  t o  wh i c h  t hey ' re
able to apply  all this  is  st ill pret ty  limited.  One
major hurdle is  t hat  no-one fully  unders t ands
h o w o u r  o w n  b r a i n s  wo r k .  A s  f a r  a s  A l
research goes  though,  neuroc omput ing is  t he
one to watch.
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ogramming the 16-bit version of the
im e l y  popular Paradmid, figures tha t
one o f  t h e  m a i n  s i gns  o f  a p p a r e n t
inte l l igence  is  non-pla y e r  c ha ra c te rs
awareness o f  the i r  env ironment.  The y
have to give the  impression tha t they're
personally  i n c ontrol  o f  w ha t the y 're
doing. All the  droids in Paradroid have a
selection of several di ffe re nt possible
moves. Random numbers ensure tha t it's
impossible to  predic t which one  of i ts
allotted moves a droid will perform next.

FEATURE
B a n e  S  e e d  S o u n d  C r a z  E i g h t s
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puter to bluff, bet or anticipate your next move is simply to let it see a  couple of
rds. You could apply the same principle to an arcade game in which you had a set

number of puzzle pieces to collect. The  computer could sneak a  look a t the  objects in
your pocket and then muster all its forces to defend the final piece of the puzzle to the
hilt. •

••••• • • • • • •  • 4 ..,1 "ml. . 1 ! • • •  •
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une in again next month when we explore the process of adding
bodies to the mechanical brains.
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IT'S ALL OVER BAR
THE SHOUTING
SECOND ROUND
CRUCIAL STREET CRED
IMAGE
Having whit t led the field down to eight, we put our
digital balls back in their electronic velvet bag to
make the draw for the next round. This  was to be
even more biased and fixed than the last, with
goals being awarded for what  we adjudged to be
either undoubtedly trendy and desirable or else
highly embarras ing and crap. Here's  how it went.

Ian Bell and David Braben 2
Very V  (2)
Jon Ritman 1
Alright at PC Snow

Almost a non-event,  this match We  awarded Jon
one goal for having a pleasant conversation with
him a couple of years ago on the Ocean stand at
the PC Show, but in the end we felt that Bell (and
even more so Grabens) image as the prima
donna of the games writ ing world should not go
unrecognised, and we awarded the pair two goals
for being staggeringly rich and famous.

Andrew Braybrook 5
Rock star, came to see gigs (2), came out for Greek
mag& spotted wearing anorak (00)
Archer Maclean 2
Invited us up, spotted wearing anorak - with velcro fas-
teners! (00)
Andrew opened the scoring with a goal by his in-
ternationally acclaimed bass playing, which he
quickly followed up by c laiming a brace of goals
for coming to see our own band at a couple of
gigs (nice one Andrew).  Archer managed to
poach one back when we phoned him up one day
on the off chance and he was very friendly and
helpful. It was not to be Archer's day though, as
he couldn't  match the fact that Andrew used to
live a few miles down the road from us, so inevit-
ably one day we all went  out to Zorba's  (the
Greek restaurant). Litt le did Andrew know that
night as he downed his kleftiko with a glass of
house white, that he was actually in the process
of scoring a goal in the quarter finals of the most
complete software authors' challenge ever de-
vised. Late disappointments hil both teams, as it
was  uncovered that Andrew and Archer had both
been spotted on separate occasions wearing hi-
deously unfashionable Parka anoraks.

Geoff Crammond 1
Elusive and mysterious
Dino Dine 0

Five minutes into the second half, Dino opened
the scoring with a goal by his outstandingly crass
rock star image (ligging, gigging, life on the road
and all that). Geoff  called upon his distant and elu-
sive demi-god approach,  to pull off a 'Howard

ADA8SPACE

Hughestsh" equaliser. The match then sett led
down until five minutes before the final whist le
when a highly controversial decision was made
that would decide the contest. The t rouble started
when the referee (inspired by a hefty bribe) sum-
moned Dino to the touchline and informed him
that he had been judged to have handled the ball
when he scored, •I  wanted to get hold of that Ma-
donna geezer and grab him by his short and cur-
lies,•  he said. "I know that all foreigners aren't  the
same, but I can't  take any chances, So just to be
in the safe side l*rn disqualify ing your earlier goal
on the grounds that the chances are that you prob-
ably tried to knock it in with your hand. '  Life's a
bitch Dino - especially when you write soccer
games for home computers.

Jeff Minter 6
Far Out, journalistic duo-career, planetarium Show.
French villa, Welsh farm, livestock fetish (00), bad man-
ners at party (OG)
Nick Pelting 5
Mysterious (Orlando) image, rock star, came to gig, bad
keyboards at gig (00)

Minter quickly nudged ahead with goals coming
From his far out being and his purnahst ic  exploits
(both crucial image builders), but the ever elusive
Orlando pulled a goal back for having such a mys-
terious psuedonym and also for being a keyboard
playing rockstar. The llama-luvva pulled ahead
once again with his bread-headed goalscorers - a
villa in France and a farm in Wales - but then he
conceded an unnecessary own goal by attending
an old party in Mr Penn's old flat in Ludlow and
choosing not to pass round his "roll your own
-
.
Nick equalised by turning up to our last gig, but
blew it all when he got totally rat-assed. came up
on the stage for the last two numbers  and played
the keyboards horrendously  loudly and tunelessly -
another own goal. Jeff's shameless overindul-
gence in keeping the company of vulnerable and
highly mixed furry animals  served to put Nick level
again, but  the decider was eventually to be Jeff's
unprpcedented piece of showmanship when he
displayed Colours pac e at the London Planeta-
rium, what  an egot rip. „ must  be the goal of the
season'

SEMI-FINALS
TECHNICAL ABILITY
So with the field reduced to lust four contestants,
we go into the semi-finals, and this was  the round
where we were to compare the technical merits of
the various programmes  under scrutiny. This  is
what happened,  when the draw was made.

Geoff Crammond 5
Revs t he Sentinel (3), Stunt Car
Ian Bell and David Braben 4
Elite (2), larch (2)
Elite,  the first 3D game we can remember,  scored
a couple of early goals • one for it's apparent  vast-

ness, the other tor being ahead of its t ime Geof f 's
Revs soon hit back though, thanks to the flashy
computer-generated racetrack, and a stunning
hat-trick f rom the staggering The Sent inel looked
to put the event beyond question. But  Braben was
not to be defeated just yet (Bell had yet again left
the field before the full-t ime whistle), as he
brought the match to a grandstand finish with a
couple of goals f rom Zarch.  The climax was thrill-
ing, but  neither team could score and once again
extra t ime was necessary. Although the action
was fast and furious, there was nothing to dist in-
guish between the two teams and it looked as
though the winner of the first semi-fi nal would
have to be decided by penalties. However,  as the
ref stood with whist le in mouth.  Geoff  produced
some outstanding rev iews of his new racer, St unt
Car,  which were just enough to squeeze a goal
and book a place in the grand final.

Andrew Braybrook 3
Uridium. Rainbow Islands
Jeff Minter 1
Colourspaceirrip-A-Tron, Mama Llama (00) •

Ur i d i u m hat-trick hero of the first round, could
only manage one goal - for its super smooth scroll-
ing - but  this was ably backed up by an effort from
the superlat ive Ra inbow Is lands.  t h e  opposit ion
struck back with the ingenious Colours pac e,  but
it was not to be enough for his hairy highness and
as the rain poured down towards the end of the
game. a loose ball squirted f rom the foot of a be-
draggled llama (probably, although not definitely,
f rom Mama Llama),  and as goalkeeping Jeff was
distracted by the strains of Pink Floyd pumping
from his Walkman the ball bounced off his Konix
and into the back of the net. ' How irrelevant,"
thought Jeff, as he trundled back off to the moun-
tains, shrouded in smoke.

THE FINAL
THE ReAL THING
As we looked forward to the prospect of a Bray-
brook Vs Cremmond final, we received an Earth-
shattering bit of news back at the Sensisoft of-
fices, deep in rural Cambridgeshire.  The powers
that be had writ ten informing us that in accord-
ance with rule 285, c lause iii of the Stupid Com-
puter Compet it ions Manifesto, we were disquali-
fied f rom the compet it ion after the discovery of il-
legal RAMi n  our newly-installed Hard Disk User
Pons. So now it seems that the final is actually to
decide who's the best, most  complete pro-
grammer in the whole world.  Geoff  Vs Andrew,
And Vs Gez, the final was  to be judged on the
overall ethos of each game,  the gameplay. the
thought behind it, the gelling together of all the
other elements  to create a separate entity in its
own right - an original computer game



Andrew Bray brook  4
Grit t y  s Day Out. Paraarodd (2)* Morpheus
Geof f  Crammond 4
Revs, Sentinel (2), Rainbow islands (06)
(0-0 draw after penalties)

Andrew slotted an early one home with Gr ibb ly s
Day  Out  (entertaining and colourful with bags of
fun, everything a game should be) and swift ly fol-
lowed il up by two on the trot f rom Paradrold.  But
then Geof f  hit back with Revs,  a driving game
with more functions than we had ever seen be-
fore, rather like a fl ight s imulator on wheels
Geoff's half -t ime team talk really seemed to have
some effect and The Sent inel,  the nighes1 scorer
in the compet it ion and winner of the much treas-
ured Silicon Boot, soon pulled the scores back to
level with one goal for its  awe-inspiring vision and
another for it's highly original (almost chess-like)
gameplay.  Just when it looked like Andrew's
hopes were fading, he came back with Mor-
pheus ,  and it looked like it  was going to be
enough, when in injury t ime the substitute Rain-
bow Is lands  commited the cardinal sin of being
an arcade conversion and scored an own goal
with lhe last kick of normal t ime Ex t ra t ime
proved to be pure farce, as player after player
wen'  down with c ramp and no real penetrat ion
was made by either side Ev en a penalty shoot
out was no help, as neither side managed to
score f rom the spot. Thus  we had to introduce for
the first t ime in the history of the competrtion. a t ie
breaker that would determine the overall cham-
pion.

THE TIE-BREAKER
After much deliberat ion, we decided that the fai-
rest way to split the s ides would be to opt for
something really basic • and this was the result.
Remember when you were at school and you
wrote Nobby Stiles Loves Fanny Craddock on
your schoolbook inside cover and then worked
out what  percentage she/he loved you by  taking
all the letters in Loves and adding them together?
Well,  we decided to do this but using the names
of the authors' games  instead of Nobby and
Fanny. and we decided to use the letters for The
One instead of Loves in order to work out the per-
centage. The author whose games names  would
produce the highest percentage would be de-
clared the winner (Incidentally, have you noticed
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Left  to Right :  Sens ible Sof t ware s Mart in Galway,  Chris  Yates and Jon Hare, t hev ic t orious  Andrew Braybrook  and our very own Gary Penn and Ciaran
Brennan celebrate t heir relief  at t he end of  this  t ournament .

that this compet it ion has got absolutely nothing to
do with 16-bit computers at all, never mind - y ou
pays your money you makes your choice!). First
for the treatment is Andrew Braybrook. Whoops! !

A N D R E W  B R A i B R O O K

qribbists Paj OutP
a 
r
a
d 
r
a
i
d

te) rid 114
Atleq kat
hi orp kits
Rea•Ininsu Islands

1 1  2_ 1 -
2. 3  (9 - 4
5
- 
1 
1
2
_ 
i
o

14- 21 2 1
3c 4  3

7SZ

Actually the first take of the t ie-breaker was a bit
of a disaster because Andrew scored 111 so we
started again, and this t ime we omit ted all the se-
quels Tak e Two.
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Geoff looked stunned as he sunk back into his
seat. His  68% was  clearly not enough to beat An-
drew's 78%, Andrew Braybrook was  the cham-
pion Wi t h  tears of joy in his eyes, Andrew strode
proudly up to the rostrum, and held the winner's
trophy alof t  he was the Best Programmer Ever.
What  a moment !  What  a champion!  What  a Man!
Thank God for our velvet bellboy,

CD I



Pretty As A Picture,
Mean As The Devil.
Weird things happen...
The slime is on the rise.
The Titanic has arrived.
And after 300 years, Vigo
the Carpathian won't
stay dead.
Who you gonna call?
Get your bustint business
back on its feet. Hit the
streets in your
Ectomobile. Go
underground to discover
a river of slime...and rise
above it all with the
Statue of Liberty. All to
turn evil to good and
defeat Vigo at the
Museum of Art.
Action, adventure,
strategy challenges —
and great laughs.
Ghostbusters II.

ATARI  ST SCREEN SHOWN

0 1 9 8 9  Columbia Pictures Industries Inc. All Rights Reserved.
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You hear  the  distant cries of  the beauti lul
Athena and as the terrors of the Underworld

tighten thei r  grasp, the beast wi thi n
you rises to face the final battle!!

Zeus has called upon you! Only a brave and fearless warrior can save his beloved
daughter Athena, from the twining clutches of Neff, evil Lord of the Underworld.

Risen from the grave, you are passtnted wi th Supernatural powers beyond
this world. Collect the 'mystical' spirit balls and transform into an awe-

some array of creatures — as Strongman, punch and kick harder than
ever before, as WereWoll and Wert-Tiger rip the flesh of the

demons of hell and as Bear, knock out your enemies with
one ki d breath!
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