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ETER PAN has now grown up,
far away from NEVERLAND, but his old enemy
CAPTAIN HOOK has not forgotten and schemes
his revenge. Kidnapping Peter's children, he
lures our hero back to the Island of PIRATES
and/LOST BOYS" for a final confrontation.

With the help of TINKERBEL
the faithful fairy, you take
on the role of PETER in
this magical adventure
fraught with danger
and excitement.
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But not now that they've been eY Med!
Norticia. Lurch. Granny. Pugsley
and ttednesday hale one back to
their creepy abode to reiain
possession.

ho'rt Ike Spnikleg Idmih around!
But not now that they've disappeared!
ts Gomez ”ni must find l o o p y
lobed ones in their smmky manskm
house,

ho be the Gookiell Monis
But watch out lie  fully Alford
-
- h e
pkos mean. Tully is the treacherous
lawyer intent on stealing the famik
fortune and who has many a dirty
trick up his shine.

lir dance 'J oak dauce!
And you'll be shaitin'. rattlin and
rollin
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and ghosts sae the last one kw you!
If you solve the puzzles and Follow
the clues you might lust sale the
Addams Family so that they can...

Available on A M S T R A D  - ATARI ST
CBM MUG%

THE ADDAMS FAMILY TM & 1991 PARAMOUNT PICTURES
ALL RIGHTS RESERVED THE ADDAMS FAMILY LOGO IS A TRADE

OF PARAMOUNT PICTURES OCEAN SOFTWARE LTD AUTHORI
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WING COMMANDER 2 7
They said it was impossible! Even we thought it was
unlikely. But one man knew that the intensely excel-
lent visual experience that is Wing Commander could
be brought to an average Amiga. His name is Nick
Pelling, and we've seen what he's been up to.

12 NEWS
The latest developments in the
crazy world of Amiga games.

16 LETTERS
Your views & ours, all mixed up in
a big pot.

21 ONE ON ONE
Gary Roberts, EA top boy tells us
how Desert Strike is coming along
on the Amiga.

W - L
1
1 1 0
1 1
2LOTUS 3 2 4

"I've definitely had enough of doing driving games
now," confesses a weary Shaun Southern on com-
pletion of his THIRD Lotus game. What else can they
do with the red road rockets?

36 GAMES
CHALLENGE
A titanic struggle between four
masters of the games universe? Or
Jim and Dave and Gaz and Jim
tragically posing for the camera -
you decide

100 WIN AN A 600
Striker boys RAGE have stumped
up fora' simply SPLENDID new
Amiga on which to enjoy their new
game.

110 WIN A TOP
VIDEO
Electronic Arts' generocity knows
few bounds. And to demonstrate
the fact, they've donated a fab

Imo
at's on them & h t h

new Nicam digital stereo video
(with remote control!) to celebrate
the release of their entirely uncon-
nected Risky Woods.

103 CHEAPOS
What better way to bolster one's
games collection in these tight
times than picking a couple of
choice offerings from the months
budget releases?

108 WIN A  FOOTY
STRIP
European Football Champ was a
big hit in the arcades and Domark
are as pleased as punch with their



FOOTY FRENZY
Read other football roundups and
found them lacking? Maybe you
couldn't read the tex t or  some-
thing. Why not try our indiv idual
reviews? Check the lis t opposite
for the appropriate page number
for the game of your choice.

Amiga version. They're so pleased,
that they're offering you the
chance to win an entire football
strip of your own choice.

K l a k i b l E  I M O
In The Middle

Trump-da-da-trump! Trump-da-
da-daaaaai Trump-umpl Trump-
ump! Difficult games beware.
Here comes Kill Zone with its
cheats and tips and maps to help
Amiga gainers out of even the :01
tightest spots. And Dr David's
Games Surgery has been extend-
ed. Hooray!

N EA L

MONKEY
ISLAND 2 5 3
The rapscallion LeChuck returns to ruin poor
Threepwood's day. Our full in-depth review
gets right into the deepest darkest corners of
Lucasfilm's latest.

112 SUBSCRIBE
Fed up with leaving the house? Fed
up with fi nding The One sold out
when you reach the newsagent?
Use your brain and your pen and
sort it out.
115 PUBLIC DOMAIN
Even cheaper than cheapos, PD
Software is absolutely free. But
there's so much of it, you really
need some helpful pointers as to
which disks to sample...
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some of the myths dispelled
as we investigate what
Commodore's new piece of ki

119 PREVIEWS
You know that bit in the back of
the Sunday mags with pics of crazy
pop and movie stars enjoying a nice
night out? Well, here are some pic-
tures of forthcoming software
releases. Spooky eh?

GAMES FEATURED IN THIS ISSUE
II

CALIFORNIA GAMES II PREVIEW

CARL LEWIS CHALLENGE

CHAMPIONSHIP MANAGER

CURSE OF ENCHANTIA L A E
DiGENERATION Ail=l1r

1
1

EPIC TIPS PULLOUT

EURO FOOTBALL CHAMP

EYE OF THE BEHOLDER 2 T I P S  PULLOUT

GRAHAM TAYLOR REVIEW

HOOK

HORROR ZOMBIES

INDY JONES ADVENTURE

REVIEW

HERDS

PRBIEW
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L
JOHN MADDEN T I P S  PULLOUT

imusill"111111:31
LURE OF THE TEMPTRESS M . ,
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NIGHTBREED

PANG

PARASOL STARS TIPS PULLOUT

RISKY WOODS REVIEW
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SAVIOR MO P)

SPACE CRUSADE . . . . . . . . . . . . . . . . . . . . . . . . . . . . I l l s
SPACE HARMER 2 MO M 7 , I 3
SPACE GUEST . 1  MEG) /EM M A) _ -_ _  21.90
SPECIAL FORCES . . . . . . . . . . . . . . . 2 2 .
6 9SPEEINIALL 2
SPELLSOUND
SPIRIT OF ENCALIBUR II PIER) 1 . 9 0
STEVE DAMS SNOOKER

STRIKER . .  I 7 1 0

SUPER LEAGUE PAANAGEK 1 4 1 . 4 4

SUPREMACY 1 1 4 1
SNP/M CP)
11000112 OF $ODEN
T NT
'APB HARD IMPava, TOONN.
DRAGON SPIRIT XISCITSHNO PI
TEAM YANKEE
TERMINATOR 2

THE SIMPSO IN .  1319
TIMPIDERHAWK _  .  1 • 0 0
TM DPI
TITUS PIE POE .  *1199
TOKI .  . . .  I S  91
IRMO  POI 2
INEPIACE. BAAL. T E T
1 1 1
1 1 0 4 0
1 1
1 -

TURBO CUP ',RON
ULTIMA 3  I 1 1 9
ULTIMA $ M E G )   2 9 1 1
UNPIRIAL MILITARY OlOAPPOS R e a l  2 2  99
UTOPIA 9 9
UTOPIA NEW WORLOS DATA SO K ...... I S
YENOANCE OF EACALIEUR -  1 E 1 9
VENUS THE FLY TRAP 7  41
vu fiNaS - FELD OP CO RO NET  . . . . .
VROOM _ 1 E 1 1
WHEELS OF FIRE
(HARD ORIVIN. POWERDRIFT,
CHASE H.Q. TURBO OUTRUN) poon • , -.4 .1 1
WILD I N V  WO RD
WILLY M E AN* ,  2 2  El

17 91
WoZAMDI11 S BANE  OF
THE COSMIC FORGE 1 4
WOLFCHNO
WONDERLAND 1.1 MEG) . . . . . 1316

woRLD CLASS /RUGBY IMICROGIENC1 -
1 9 1 5WWF WRESTLING .  _10111

FISTS OF F URY CO MPILATIO N

9.99
B O W

4

LEMMINGS O N  NO I L I P A I R I N G b

13.99 9 . 9 9

NENADALL

11.99

10.99 1 0 . 9 9  6 . 9 9
ULTIMA S I C  F T . I NS E RT  J A C K  to CKL Au S

OUICKJOY 0J1 JOY S TICK r
- IMICROSWITCHEDI

6.99

OUICKSHOTII1A
TURBO 2

I 9.99

CHEETAH BUG
13,99

OUICKSHOT 12SF
MAVERICK 1

12.99
QUICK SHOT
pYTHON
9.99

--
OUICKJOY FOOT PEOAL

(HIGHLY RECOMMENDED)
19.99

JIN1v m om

14.99

HUNTER

9.99

COMPETITION PRO

14.99
STAR EXTRA

COMPETITION PRO
EXTRA JOYSTICK

(CLEAR SASE) WITH
AUTOFIRE AND
SLOW-MOTION

9.99

OUICKJOY
JET FIGHTER

11.99

POWER PLAY
CRUISER

(SENSITIVITY
CONTROL)

10.99
OuiCFJOy
MEGASTAR
19.99

OUICKJOY
TOP STAR

19.99
OUICKsHOT
INTRUDER 1
19.99

7AGS MASTER - CHAOS

16.99

0 T:3 mA

11.99

PITEIGHTER

9.99

STARFIGHTER REMOTE -
WITH TWO INFRA-RED

JOYPADS
29.99
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Over 100,000 people have Joined Special Reserve
The club with no obligation to buy

Tel. 0279 600204 for a free COLO R  catalogue

CITIZEN SWIFT , H •  -  N a m  co L o u R KIT  6  P .  C O L U M N
.lo cp SPINAL Q . 3141.011 DRAF T  FONT, 24  MTH WARRANT Y A  SPIN PRINTER

WITH CO LO UR FACILITY AND FULL PAPER HANDL ING F UNCT IO NS
FREE SPECIAL  RESERVE MEASSERSNIP, F REE PRA/T ER LEAD
FREE CO LO UR KIT

C I T I Z E N  1 2 0 0 4  PRINTER. S P I N.  go COLUMN_ 144 CP6 ,2 sNLO .
2NL011 DRAF T  FO NT, 24 PITH WARRANT Y. H I GH Q UALITY MONO PRINT ER
FREE SPECIAL  RESERvE ommeERs1-14P F REE PRINT ER L ( A °  . . . . . . . . . . . . . . . .134.99

C I T I Z E N  2 2 4  2 4  P I N  PRINT ER WIT H CO LO UR KIT. so  CO LUMN.
192cPS/64LO, 31011 DRAF T  FONT. 24 PITH WARRANT Y 2 4  PIN LETTER
QuALJTY PRINT ER WIT H EXCELLENT GRAPHICS 13604360 DPI).
FREE SPECIAL  RESERVE MEMBERSHIP, F REE PRINT ER L EAD
FREE CO L O UR KIT 2 4 9  99

O r r i Z E N  S W I F T  2 4 E  PRINT ER WIT H CO LO UR KIT  3 4  P K  SO CO L UMN.
216CPS/721.0 . OLCI
., D R A F T  
F O N T .  
2 4  
M i l
l  
W A R R
A N T Y
.  
A D
V A
N C
E D  
V E
R S
I O
N  
O
F

224 WIT H HIGHER SPEED. MO RE FO NTS AND SPECIAL  L CD CO NTRO L PANEL
FREE SPECIAL  RESERVE MEMBERSHIP. FREE PRINT ER L EAD
FREE CO LO UR KIT  2 1 9 9 9

S T A R  L C 2 0  PRINT ER. g  PIN, IN COLuilad. tilaCPSAISAILO .
R a c k  A DRAF T  FONT. IT  MO NTH WARRANT Y
FREE SPECIAL RESERVE MEMBERSHIP, FREE PRINT ER L EAD 1 4 4 , 9 9

S T A R  L C 2 0 0  C O L O U R  PAINT ER g  PIN, po ccAu tAN.  to cp w4 NAL G
4NLom DRAF T  FONT, 12 MO NT H WARRANT Y
FREE SPECIAL  RESERVE MEMBERSHIP. NI L E  PRINTER L E A D . _  •  . . . . . . . . 1 9
1
3 .9 9S T A R  L C 2 4 - 2 0  2 4  P I N  PRINT ER DO  CO L UMN 1 9 2 CPBANIQ .
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FREE SPECIAL  RESERVE M EM BERsHIP F REE PRINT ER L EAD. . 2 0 9  gg
11113150/1 FO R ST AR LC2 0  . . . . . . . . . . . . . . .9.99 R I B B O N  FOR SWIFT 9  OR 1 2 0 0 ,- 6  96
RIBBO N FO R ST AR LC2 0 0  e y e  R I B B O N  FOR SWIFT 24 O R 221 6 9 9
RIBBO N FO R ST AR LC34-20 . •  6  99 R I B B O N  ICO LO URI FO R SWIFTS 1 5 . 9 9
RIBBO N ,CO L O UR, FOR LC2 0 0  9 1
OUST CO VER FOR so  CO LUMN PRINTER (CL EAR PVC) •  ,
PRINTER L EAD (PARAL L EL ) FOR AM IGA ST  O R PC . . . . .  . . . . . . . . .  _ g ag
PRINTER ST AND 12 PIECE, FITS ANY PRINT ER) . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 7 .5 9

Nintendo Super NES
• CONTROLLE R AND SUPER M ARIO WORLD
FREE SECOND CONTROLLER FRE E  STEREO LEAD
FREE NINTENDO MARIO GAME & WATCH
FREE SPECIAL RESERVE MEMBERSHIP
FREE M OO REPLAY V OUCHE R

OPER NES GAMES
. . . .

PHILIPS CM8833 MK 2
CO LO UR STEREO  MO NITO R FO R AM IGA
OR AT ARI ST O N E  YEARS ON-SATE
mADATENANcE INCL UDED
OFFICIAL UK VERSIO N
FREE E,9  STEALTH
FREE MEMBERSHIP

TV T UNER FO R PHILIPS CA4 5 3 2  lo th
MONITOR O NLY ATURNS THE
MONITOR INTO  A T V) . . . . . . . . .  4 4 . 9 6
AKINATOR LEAD - Aso ciA
TO PHIL IPS CM61133 II . . . . 4  99

PHILIPS 3332 15" FS T
COLOUR TELEVISION/MONITOR FOR
AMIGA WIT H REMO TE CO NT RO L
AUTO  PRO GRAM M ING AND
TWO YEAR WARRANT Y
(ALSO FOR SIEGADRivE Olt SUPER ASS)
FREE SCART  LEAD ,
: S T A T E  
A N I A G A T
FREE MEMBERSHIP 2 2 4 . 9 9
SCART L EAD - AROGA TO T v WIT H SCARY
INPUT (GivES MO NITO R
QUALITY PICT URE) . . . . , . . . .  ,  A I N

GOLDSTAR 14"

DUET CO9  ER FO R MO NITO R
159.99

TELEVISIO N/MO NITO R WIT H REMO TE
CO NTRO L AND SCAR,'  INPUT FO R AmIGA
'ALSO FO R MEGADRIVE O R SUPER NESI
FREE SCART  L EAD AM IGA TO GO L DST AR
FREE MEMBERSHIP

219.99

A500 PLUS Whi l • stocks lase
AMIGA A500 P
LEMMINGS PACK
WITH LEMMINGS, THE SIM PSO N&
CAPT AIN PLANE'T.3  M EG RAM
MOUSE. TV MO DULATO R314.99
FREE SPEC AL RESERVE MEMBERSHIP
FREE CO UP PRO  500e JO YSTICK

AMIGA A500 P
CARTOON PACK
WITH LEMMINGS T HE UM PSO NS,
CAPTAIN PLANET. DEL UXE PAINT  3
I M E G RAM  (BUILT -El! M O USE,  TV
MO DULATO R334.99
FREE SPECIAL RESER9E ANDIMERSHIP

SURER R T yp e  . . . . . . . . . . . . . . . . . . . . . . . . . . .37.99
SUPER SO CCER . . . . . .  . . . . . . .  .37 .99

37 IS  S U P E R  T ENNIS  3 2 . 0 0
MORE GREAT GAMES EXPECTED IN AUGUST

GVP 1108+ 52 MEGABYTE
AMIGA HARD DRIVE rse  ai ts

WITH EXPANSIO N SLOTS TO
UPGRADE AMIGA RAM  T O E MEG

a59.99
GYP 241 M E G AMAGA RAM EXPANSIO N

0 1 /Ams FIT IN Gyp  HARD DRIVE
TO EXPAND AM IGA By
2 MEGOR 0 MEG RAM,

89.99

so u IN MO USE FO R
AMIGA OR
I2  99
SPECIAL RESERvE MOUSE MAT
4.99

512K ARAIOA RAM WIT H CL O CK •  2 4 9 9
1112K AINGA RAM NO  CLO CK . . . . . . . . . . . . . . 2 2 .9 0

EXTERNAL 3 .5" EMSK DRIVE FO R AM IDA
WIT H SONY.CTTIZEN DRIVE MECHANISM
QUIET. HIGH Q UALITY. SLIM 3 4 9 9
T E ctio p L u s REPLACEMENT AM IGA PO WER
SUPPLY (T HE 4.9 Amp  O UTPUT ALSO
ENABLES AMIGA'S TO RUN
PERIPHERALS EFF0CIENTLY). . 3 4 . 9 9
T E cN o rt u S  ATAIGA ST ART ER PACK
AA/Aos, PRINCE o f  PEn siA•  O u iCKSNO T
131 JO YST ICK, DUST  CO VER, MO USE PAD,
PILE-A-DISK RECO RD SYSTEM, DISK
CL EANER, 5  BL ANK DISKSI

CL EANING KIT  FO R
co mp u T E Rs

' INCL UDES VACuLlial
tO SD

NAKsHA ATAIGALsi
MOUSE WIT H
O PERATIO N STEALTH
24.99

COMMODORE A590 20 MEG HARD DRIVE FOR AMIGA
lAuTO BoO T WITH ILIGKST ART SO CKET S FOR 2 M E G OF RAM.
SCSI INT ERF ACE FO R PERIPHERAL S CO NNECTIO N1  . . . . . . . . . . . .  219 99

I M EGABYT E AM IGA RAN UPGRADE
(TO 2  an a l  FOR ASOO PLUS 3 4  99
4.551 A w i l l  !ART A AM IGA 512K RAM
EXPANSIO N GENUINE ITEM WIT H CL O CK
FREE KART  simp so N GAME 4 4 . 9 9

mo n is SO UND ENHANCER
ISOOSTS SO UND)

35.99
SCREENBEAT
STEREO SPEAKERS
FOR AM IGA O R PC RE Q UI RE  AAA BAT T ERIES O R
MAINS ADAPTO R DE S I GNE D SPECIF ICALLY FO R
CO MPUTERS INCL UDING MO UNT INGS FOR
ATTACHMENT TO mo Nl io l l .  1 9 • 9 9
MAINS ADAPT O R FO R
SCREENSEAT  SPEAKERS.   7 . 9 9

TEC HAG SO UND T URBO  SO UND SAAIPtEl l  FO R
AMIGA INCL UDES L EAD FO R AT T ACHMENT  TO
WAL KM ANDISCRIAN •

TECNO PLuS MIDI CO NNECT O R AND CABL ES
FOR AmIGA WIT H M USICS JUNIO R 3 9  99

DAAT A SCAN PRO
HAND SCANNER

FOR AmiGA
vitae

z y t E c  T RACKBAL L
FOR AmicA O R ST
2799

111-F1 L EAD A M I GA  TO ST ANDARD p Ho tio  INPUT  . 3 . 9 0
poPULO LINFALCO N LEAD 'NULL MO DEM CABL E)  7 . 9 0
RP L EAD - AMIGA S T  O R CONSOLE TO TELEVISIO N . . . . . .
RI SWITCH FOR AMIGA. ST OR CONSOLE iswrtch BETWEEN
Tv AERIAL  AND c Dmpu ye ll WITHO UT DABCONNEOTA9OI 1
DUST C
, ,
, E F 4  
O
R  
(
C
L
E
A
R  
p
v
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5
.
1
1

DELUXE DISK BO X
3.51101. 9101. LOCKABLE,
DIVIDERS
10

BANS DISK BO X
3 $• rep STACKABLE

• h Ne4eI '('tub

37.061

I I
3 1 1 0 ( 3  -  Dwane* lot

t i t
)  
(
-
1
1

DISK Bo x 3 .5 " (1 0 Cap AcIT Y)
DISK BO X 3 .5 (4 0  CAPACITY).
LO CKABLE. DrylIDERS . . . . . . . . .  7  99
DISK BO X 3.5•• (llo  CAPACIT Y)

DASK BO X 3 1 " (100  CAPACIT Y)
LO CKABLE, DIVIDERS  9 1 0

3.5" 05013 GO L DST AR DISK WIT H LABEL  l i p  Each
RACK OF So GO L DsT AR 3,5" 0 5 0 0  DISKS WITH LABELS 2 4 9 9

0279 600204
Open to 8pm Weekdays
and to 5pm Weekends

ANNUAL MEMBERSHIP
UK E6.99 EEC £8.99 WORLD E10.99

We only supply members bui you can order as you aoin•

The Special Reserve full
colour club magazine NRG is

seni to all members bi-
monthly. NRG features lull
reviews ol new games plus
mini-reviews, all the gen on new products, the
Special Reserve charts. Release Schedule of
new games and hundreds of special offers.

PLUS - EVERY ISSUE CONTAINS
E30 worth of money-off coupons
to save even more money off our amazing prices..
We sell games and accessories, all at amazing

prices, for Megadrive, Master System. Game
Gear. Supe r NES,  Gameboy,  N ES. Lynx. Amiga .

Atari ST, IBM PC, CDTV and IBM CD ROM.

Best Service, Best Prices, Biggest Selection
That's why over 100,000 people

have joined Special Reserve.

FREE COMPETITION PRO JOYSTICK, FREE KICK OFF 2.
FREE SPECIAL RESERVE MEMBERSHIP

AMIGA 600 HD ROGER RABBIT PACK
WITH INTERNAL 20 MEG HARD CANE DELUXE PANT 3 GAME DISK_
BUILT-IN TV MODULATOR, I  MEG RAM. IN-ROUE SERVICE
FREE ROGER RABBIT D4SNEY GAME
FREE COMPETITION PRO JOYSTICK
FREE SPECIAL RESERVE MEMBERSHIP

HARDWARE PRICES INCLUDE VAT AND DELIVERY TO UK MAINLAND

Int a s  Ltd. Registered Olfkm: 2 South Medi,
nos Maitings. Sawtondgtwoorlh, Hens CM2I 9P6 .

INEVITABLY. SOME GAMES MAY NOT YET BE RELEASED.
PLEASE PHONE SALES ON 0279 600204 FOR

LATEST RELEASE DATES AND STOCK AN/mummy.
RE  ONLY SUPPLY MEMBERS BuT YOU CAN O RDER AS YOU JO N

TNERE IS A SURCHARGE CC SOA PER GAME ON TELEPHONED O RDERS
PINNT IN BLOCH CAPITALS) ONE 21

Name

Address

P o e t o o d e

Te le phone  M a c h i n e  typ e

Enter membership number ( il IlDplicACATH or
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ALL PRICES INCLUDE UK POSTAGE V A T

NEW AMIGA 600
KICK OFF 2 PACK
DELUXE PAINT 3, GAME DISK.
BUILT-IN TV MODULATOR,

MEG RAM EXPANDABLE TO
2 MEG. IN-HOME SERVICE.

399.99

499.99
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Il l LI LI I.]
Cheques payaote to S P E C I A L  R E S E R V E
P.O. BOX 847, HARLOW, CM21 9PH

Overseas Orders, EEC software omens • no *XVI CharWor131 software ordefs grease add E1.00 pH Ram
tion-sorware items pease acid ID% EEC or 25% World

OVOSSII orders mast be paid by meet carol
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RED ZONE
Old Psygnosis have been a bit  quiet
of late. Work ing away  on their top
CD-ROM projects. I expect. Anyway,
that 's about  t o  change wi t h  t he
imminent  release of  the game that
looks like it could well be the motor-
bik ing f ans  equiv alent  t o  Mic ro-
Prose's Formula O n e  Grand Prix
(which should please Editor Jim no
end because he's a bik ing nut  and
can't ride his Kawasaki ZZR600 at the
moment  'cos he dropped it - the oaf).

Programmed by Dan Gallagher (of
Voyager and Infestat ion fame), the
game promises to have lots of love-
ly features, inc luding t en highly -

detailed internat ional tracks, a
full rac ing season c ompet ing
against int el l igent  c omput er-

.;

PloPitm
111

VIM
0 9  3 T 1 1

controlled opposit ion, mult iple 'out
of cockpit ' v iew and act ion replays
f rom a helicopter 'eye in t he sky'.
Sounds good,  doesn' t  it? Bet  you
can't wait  to give it  a go, can you?

Well. thanks to those lovely Psyg-
gy boys 'n'  girls, you don' t  have to
wait  one  moment  longer t han i t
takes a disk to load!  In this EXCLU-
SIVE The One demo you can take a
Red Zone bike out for a practice spin
around o n e  c o mp l e t e  c ours e !
Although there are no other riders
around (you'll have to buy the game
for them!) there's plenty of fun to be
had compet ing wit h your mates for
the best  lapt ime.  And,  best  of  all,
there's no risk of you coming off and
scraping your face along the tarmac!
Hoorah!

INSTRUCTIONS
The demo is completely  cont rolled
using the mouse (plus a few keys for
the less-important stuff), Once you've
tired of  looking at the title screen and
watching the rolling 30 demo, click
with either mouse button to get on
with the biking.

Moving the mouse lef t  and right
steers t he bike in t he appropriate
direction. Accelerate using the right
mouse but ton and brake using the
left mouse button Easy. eh? Use the
following keys for some other inter-
esting effects:
Fl
Switches between f ront ,  rear,  lef t
and right views. on.

F6Toggies the course map on Or off,
F7 Toggles a steering guide on or off.
Fa Repositions your bike back on the
track after a crash.
F9Toggles between NTSC and PAL
screen modes,
Cursor keys
Positions your bike on the track when
staticoary.

The demo ends when your dam-
age meter (in the bot tom-lef t  corner
of the cockpit ) reaches 100%. Pulling
into t h e  p i t s  (s it uated nea r  t h e
course's starting grid) will repair any
damage and prolong the fun. I f  you
get 7 5 % damage or greater then be
careful because your bike will get less
responsive; the steering wil l  go. the
brakes'll become less effective and so
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Don't know why we bother sometimes. Spend months
scouring the World for playable demos of the top releases
and hunting high and low for the cream of PD games and
what thanks do we get? None. Oh, be off with you. Go
load your coverdisks if that's all you want us for. If we
didn't love you we'd hate you.

LOADING YOUR DISKS
Okey-dokey, skipper! Easier said than done. Grasp the wisely-cho-
sen disk firmly in your right hand and insert it (the disk, not your
hand) into the drive slot on the side of your Amiga. Turn on your
Amiga and watch as a menu appears right before your incredulous
eyes. Use the function keys to select the demo or game you wish

to play. There might be a short delay
between the game loading and it
actually running. If so, don't worry
- the program's just decompacting.

Note that you cannot view the
Bolling Greats from the menu. Co
get a copy of MicroProse Coif and
load it up. Then, when the options
menu appears select REPLAY and
insert Disk A when asked for the
data disk. Choose a slot by clicking

on it then click on the disk icon to load and view it. There. Wasn't
too hard, was it? II you have any further problems refer to the
game's manual.

GALACTIC
You'd be right if you thought that the
first 'designed solely for the Amiga'
game by Stavros Fasoulas was going
to be good. However, if you thought
it was going to be a down-to-Earth
blaster along the lines of his C64 hits
Delta and Sanxion then you'd be
very, very wrong. Galactic is a shoot-
'em-up alright but, boy, is it weird! In
fact, it's more than weird, It's enough

to make you suspect that poor  old
Stav's lengthy tenure in the Finnish
equivalent to our National Service,
boiling up old socks for soup while
patrolling the Finnish-Russian border,
has sent him quite potty.

Take the game's, if you will, 'plot'.
Our hero, King Rudolph, is having an
afternoon nap when - horrors! - he
has the most bizarre nightmare, He

•••• 41;i• 410

•

trog
.t

dreams that the yellow and red char-
acters on his faithful old set of play-
ing cards have come alive and are
battling it out for supremacy. In the
middle si ts poor  Ki ng Rudol ph,
armed only with a set of blank play-
ing cards. Only by lobbing the cards
at the two warring factions can he
trap them and restore sanity. (Sani-
ty? Some chance!)

Rudolph has two energy bars - red
and yellow - and i f either of them
drops to zero the King dies. Rudolph
can swap between them at any time
by touching the little indestructible
king geezer who wanders about.
Rudolph can also top up his flagging
energy by  catching the  tumbl ing
trapped card characters before they
hit the floor. If he catches a red card
then his red energy bar is topped up
and if he catches a yellow card then
his yellow energy bar is topped up.

The car d characters c a n  b e
trapped in one of two ways - either
by Rudolph and his magic cards or by
the opposing team and their bub-
bles. If a trapped card character hits
the floor then it turns into a points-
packed bonus. If Rudolph can catch
a 'bubbled' card character before it
hits the floor  then i t is freed and
'reborn' at the top of the screen.

Every so often screens packed
with fruity goodies appear where the
aim is simply to collect everything
before the timer expires. Then there's
the Royal Love Chase, where Rudolph

has to outrun his lady admirers for as
long as possible. In addition, there
are loads of  strange and whacky
secret bonuses and warps to discov-
er- can you work out how to get the
'Floor Dance Bonus', for  instance?
Keep an eye on the bottom of the
screen for hints. There's more fun in
this EIGHT-LEVEL demo of Galactic
than you'll find in a week at Euro Dis-
ney so get playing!

INSTRUCTIONS
Use t he  joystick t o  move  Ki ng
Rudolph about the screen and hi t
FIRE to lob a card in the direction
you're travelling. I f you stand still
and hold down FIRE then you'll lob
cards endlessly and also be able to
direct them wi thout  movi ng by
twisting the joystick. It's a simple as
that. Don't forget to keep an eye on
your double energy bars and when-
ever possible catch the trapped nas-
ties to top them up.
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Who was Lao Shoualter's father ?  1 1 1 1 1 1 1 1

HOLLYWOOD
TRIVIA

Hooray for Hollywood!  That famous
factory of  dreams, where a humble
waitress c an bec ome a  fi l m s t ar
overnight,  has been t he source of
inspiration for million of games. And
here's another one to add to the list!
As you might  have guessed f rom the
cunning title, it's a trivia game boast-
ing f our-hundred quest ions based
around eight  topics, inc luding Indy
Jones, Star Wars, Star Trek and The
Hitchhiker's Guide. As you answer
the quest ions correct ly a digit ised
piccy slowly forms on-screen. At last
fi nd out  just how pathet ic your life
really is!  Take Dave, f o r  instance,
who got  all the Star Wars questions
right - what  a sad man!

INSTRUCTIONS
The game is completely  controlled
using the mouse. Bring up the menu
by holding down the right  mouse
button. Move the pointer over the

word SUBJECT and select a topic by
dragging the pointer down so that
your c hoic e i s  h igh l ight ed t h e n
release the right mouse button.

Questions wil l  appear at the bot-
t om of  the screen, along wit h f our
possible answers. Click with the left
mouse but ton on the box next to the
answer you think is correct. If you're
right another piece of a digit ised pic-
ture will appear. Can you get all the
questions right  and see t he whole
picture?

If you are stuck you can get help
by going to the CONTROL menu (hold
down the right mouse button again)
and selecting HELP. One of the incor-
rect answers wi l l  be crossed out,  I f
you get  really, really  stuck you can
even cheat by get t ing the computer
to show you the answer by choosing
SHOW ANSWER f rom the CONTROL
menu. B u t  y ou ' d  nev er d o  t hat ,
would you?

GOLFING GREATS
This is, sadly, the last month of Golf-
ing Greats, so please don't  send any
more entries in 'cos we'll only throw
them away. So, the question trem-
bling upon the nation's lips is: who's
won the fourth place in the forth-
coming MicroProse-sponsored Golf

Tournament? The answer is... (roll
on the drums)...  Andrew lairl ie
f rom Burnt  island in Fife! Con-
gratulations to Andrew and also

to Philip Monaghan f rom Kilwinning
in Ayrshire, Brian Sullivan f rom New-
port  in Gwent ,  and James Dowan
f rom Weymouth in Dorset who also
sent in some very nice shots. All the
winners f rom the last f our months
will be contacted soon regarding the
MicroProse Golf Tournament and you
can read about  what  happens in a
future issue of The One

MEGATRON
MegaTron is a simple little thing
based loosely on the lightcycle race
from the movie Tron. Two players
compete to try and force the other
to smash into the coloured trails left
by their Ironic Jetbike. Each player
has a limited number of bikes and
the first to run out of them loses.

Now I know that it doesn't sound
that brilliant but,  believe me, i ts
one of the most addictive and pure-
ly competi ti ve ga m e s  k now n.
There's plenty of  opportuni ty for
dirty tricks and psyching out your
opponent and the feeling of sheer
evil glee you get when you box
someone i n a nd for ce them t o
smash into a wall is unsurpassablel
You'll never really know what a low-
down rotten so-and-so you are until
you've played MegaTron. The game
generated so much ill-feeling in the
office that we had to burn the disk!

INSTRUCTIONS
On the title screen use the function
keys to alter the game's speed and
toggle between music or sound FX
(I'd recommend you go for the for-
mer option). Then hit Fl to get into
the game. Now all you need is a joy-
stick to move around with. Oh, and
another player, of course.

4Z.
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BATTLEMENTS*

Now I'll be honest. Battlements looks
as ugly  as it s  hero,  t he gruesome
Quasimodo. But ,  as  we  al l  k now,
looks aren' t  every thing (ask Dave)
and in Bat t lements ' case this espe-

Dragon Tiles is a very slick Shanghai
variant and,  wi t h  i t s  at t ract ively-
drawn tiles and calm-inducing blue
colour scheme, it 's  also one of  the
prettiest versions of this classic game

that  I know,  Dragon Tiles is one of
those games that, as the cliché goes,
takes a moment  to learn and a life-
t ime to master_

The screen is fi lled wit h stacks of
tiles, each with a variety of designs
on them.  The aim is to clear the

• Compatible  with iM b  machines only

cially true. The plot runs thus: Quasi-
modo mus t  run and leap his  way
across Notre Dame Cathedral's castel-
lated walls, dodgi ng al l  kinds of
medieval nasties in an effort to res-
cue his beloved Esmerelda. There are
pits, fireballs, arrows, soldiers with
lances, soldiers with bows, cannons -
you name it, Battlements has got it.
There are 40 levels to complete, each
packed wi th ever-increasing prob-
lems. Get going, Quasil

INSTRUCTIONS
On the t it le screen use your joystick
either to alter the starting level, read
the game's instructions or look at the
Hall of Fame. You can also make the
levels appear randomly, but I'd advise
you to keep this opt ion turned 'of f '
unt il you're used to the game. Select
the START GAME option to get going.

The aim of  the game is to guide
Quasimodo safely from the left-hand
side of the screen to the bell at the
right. Use the joystick to move Quasi
left and right and hit FIRE to jump.
Getting hi t by an arrow, a cannon
ball, a  fireball  or  whatever  spells
instant death, as does falling down a
pit (Quasi's got a very fragile hump,
you see). To make matters worse
there's a guard climbing the ladder at
the side of the screen and if he reach-
es the top he'll chase after and kill
Quasi.

Be warned that the game gets very
tricky in its latter stages. If you ever
manage to rescue Esmerelda then
you deserve a pat on the hump.

DRAGON TILES
screen by pairing off similar-looking
tiles, whereupon they disappear. This
otherwise easy task is made more
difficult by the fact that you can only
remove tiles that have either their
left or right side exposed. You'll be
infuriated. You'll be frustrated. But,
most of all, you'll have fun.

INSTRUCTIONS
All control is with the mouse. Click
to start the game then select a tile
pattern. During the game select a tile
by moving the pointer onto it and
clicking. Select one ti le type then
another with an identical design and
they will both disappear. Remember
the rules: the tiles must have one of
their left or right sides exposed and
also be in plain view (i.e. you can't
click on tiles underneath other ones).
If you get stuck, click on the STOP bar
to return to the title screen. There are
loads of different tile patterns to try
out - can you do them all?

C O V E R D I S K S

OMEGA RACE*
Don't be fooled - Omega Race isn't
just another boring version of Aster-
oids, though there are definite influ-
ences and fans of that game will cer-
tainly extract a lot of fun out of this.
You control a triangular spaceship as
it zips around the central score panel.

•  Compatible with le ilb machines only

Your mission: destroy all the rotat-
ing cog-like things. At first this is
none too difficult as they just float in
space doing zero, but later on they
drop little landmines and later still
mutate into lightning-fast, missile-
firing spoke creatures. I  know this
doesn't sound very clear but play the
game and you'll see what I mean.

INSTRUCTIONS
All control is via the joystick. Tap FIRE
to get past the text screens and into
the game. Rotate the ship by push-
ing LEFT or RIGHT, push UP to thrust
and hit FIRE to fire. Those are all the
controls, now all you have to do is
survive. Easy.
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be sorted out by a luick phone call to somebody,
3) 803233 between 10:30am and 12:30pm w
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ICE
RIGGS

THE A M I G A IS
DEAD! LONG LIVE
THE AMIGA!

1
In what is almost certain to be the
last REALLY big-name licence of
1992, Ocean has snapped up the
rights to the blockbusting action
movie Lethal Weapon 3,

The signing sets the stage for
what is now destined to be one of
the biggest Christmas licence clashes
in years, w i th Konami 's Batman
Return and Acclaim's Alien 3 also
jockeying for position.

The movie,  whi ch br oke box-
office records when it opened in the
US recently, sees top LA cops Martin
Riggs (Mel Gibson) and Roger Mur-
laugh (Danny Glover) teaming up
once again, this time to bring down
some crooked ex-cops who are sell-
ing Police-owned weapons to the
city's villains. No doubt the movie's
plethora of big explosions (in one
scene a n  enti r e offi ce bl ock i s
destroyed) and top fighting action
will doubtless make ideal material
for the game.

The Amiga version is already in

Yes, i ts ti•Je. I t was revealed this
month that Commodore intends to
slowly ki l l  o f f  i ts most popul ar
machine - the Amiga 500 Plus. The
move is intended to be part of the
Big Cs master plan for consolidating
the new,  super-sleek A600 as the
next stage in the machine's evolu-
tion. It's estimated that by the end
of the year ASOOs will no longer be

available (rumour has it that pro-
duction o n  t h e  model  has

A

goobILL_

production, a nd looking H  ,
these first exclusive screenshots illus-
trate. We  hear  i t's goi ng t o  be
another platform-based affair along
the lines of Hudson Hawk and The
Addams Family, with the player tak
ing control  of  the shaggy-haired
Riggs. Due for completion in August,
we understand the game's t o be
held back in order to hit the lucra-
tive Christmas market - the film pre-
mieres at the end of the Summer.
Stand by for a full Work in Progress
soon.

already stopped), leaving the 600 as
the only choice for those wishing to
join the ever-growing Amiga army.

But fear not, you legions of A500
owners. Commodore is far too smart
to dump on you, and will doubtless
be ensuring that all future Amiga
products continue to be compatible
with t he  ol der  models. And,  o f
course, anybody wanting to buy an
Amiga should be able to pick up an
ASOOP at some excellent discount

Gibson a n d  Glo ve r  a re  b a ck kickin g  ass in  Le tha l We a p o n  3  -
Ocean 's sh o t  a t  t h e  Ch ristm as Nu m b e r On e  t h is ye a r. Ju d g in g  b y th e
screenshots, i t  lo o ks as t h o u g h  th e  M a n cu n ia n  m a rve ls w i l l  o n ce
again b e  g a m b lin g  o n  t h e  Hudson  H a w kiAd d a m s Fa m ily a p p ro a ch .

Come 1993, Co m m o d o re 's co n t ro ve rsia l A6Ciu co u ld  w e l l  b e  t h e  On ly sow-end
Amiga  tha t mone y can buy.

stock-clearance pr ices -  they 'r e
already being touted at  E299 by
some mail-order outlets. Here at The
One we don't  exactly expect any

major upheavals in the Amiga gam-
ing world as a result of the phase-
out, but we'll be keeping a watchful
eye Out all the same._
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GET SPORTY
FOR S U M M

Espagna 92 -  Ocean's a tte mpt to cash in
on Olympic fever.

Phew, what  a scorcher. Wi th the
weather as surprisingly hot as it is,
and wi th Barcelona 92 lurking just
around the corner, the "big two",
Ocean and US Gold are both warm-
ing up to release big Olympics-style
games t o  cash i n  on t he Summer

sports madness that 's set to sweep
the nation.

Ocean's effort, which is by far the
most obviously Olympics-inspired of
the t wo ,  is  prov is ionally  ent i t led
Espagna 92 (see what  we mean?),
although it 's  unc lear whet her t he
game is indeed the official Barcelona
tie-in. According to David Upchurch,
who was granted a sneak prev iew
earlier this month,  i t s  got  "tons of
events". We are not talking a piffl ing
six o r  e igh t  -  t here are  l i t erally
dozens, almost every one featured in
the real Olympics! As in Psygnosis'
Carl L e wi s  g a me  (WI Pped t h i s
month),  Espagna 92 also features a
full management  aspect, where the
player must train up his squad of ath-
letes prior to compet it ion.  It's due
out  -
s o o
n " .

The US  G o l d  g a me  i s  c al led
MegaSports and, like Espagna 92, has

% ( .C H .
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The all-time Epyx classic Summer Games Tw o-pl a y e r  action in Summer Games II -
- making it's Amiga debut next month, i n  this case, a trip to the velodrome.

No pa in no ga in -  ge t re a dy to  burn in
Espagna 92's gruelling training sessions.

sporting events by the bucketload -
hence the "mega".  In this case there
are other 30 to compete in, inc lud-
ing sk iing,  BMX rac ing t rack-and-
field, shooting, rowing,  cycling, div-
ing, gymnastics... the list is impressive
to say the least. Whether or not qual-
ity has been sacfi fi ed f o r  qualit y
remains to be seen, but  the game's
got  one very  s t rong po in t  i n  i t s
favour - included as part of the pack-
age are the never-before-released
Amiga versions of the Epyx sporting
classics Summer Games I and

That last fact alone is enough to
get us  o ld  The  One hacks, wh o
remember the old days, making our-
selves sick with excitement. Also due
out  in t ime to hit the Olympic craze,
Megasports should be reviewable by
next month.

'REI M1 : 1 O r i l t r i k e  to hitL
, •

Amiga
After the not-inconsiderable success of John Madden
American Football, Electronic Arts has revealed that it
is currently converting another of its Megadrive titles
to the Amiga. The Gulf War-inspired Desert Strike is the
most successful console game the company has ever
released, and is also a bit  of  a spiffing game - two fine
reasons for an Amiga conversion.

Subtitled Return to the Gulf,  Desert Strike is a
scrolling isometric strategic shoot'em-up in which the
player flies a state-of-the-art attack helicopter over a
Middle-Eastern bat t leground against the forces of  a
jumped-up milit ary  crackpot wi t h a big moustache.
Sound familiar? Though we only ever play Amiga games
these days, we remember Desert Strike f rom our days
on ACE and rate it  as one of the best games in a good
few moons. Gary Robert's the EA in-house coder who
produced the Amiga John Madden is currently work ing
away on t he conversion (more details  on page 21),
which is due for release at i s t i n

Hard-hitting Gulf  Wa r a ction in  ( As  M e ga drive  blockbuste r
Desert Strike - the Amiga version promises to be even better.

It's also been suggested, alt hough not  confi rmed,
that we could well be seeing more of EA's Megadrive
titles coming across, including Ice Hockey sim EA Hock-
ey and the futurist ic bike racer Road Rash. As of  yet
Desert Strike is the only t it le we definitely know is being
done, but  we'll be sure to tell you when we hear word

e others_ alidammik

111'11
1
,01
1
,16

...Fans of  the mega-successful
Capcom coin-op Streetfighter  2
will be well chuffed to hear that
US Gold has acquired the licence,
and Creative Materials (The God-
father,  Final Fight) will be pro-
ducing the Ami ga conversion,
due out before the end of  the
year...

...Meanwhile, Delphine Software's
adventure-based interpretat ion of
The Godfather mov ie has gone
down the bin and won' t  ever be
appearing. The boys behind Cruise
for a Corpse and Another World are
now working on a new game called
Moebius instead...

. . .Monkey Island 2  simply not
enough for you? Well, according
t o our sources, Lucasfi lm Games
is reported to be "looking at" the
prospect of  producing a Monkey
Island 3! Don ' t  s tart  salivat ing
just yet, though - even if  they do
decide t o  take the  plunge,  i t
wouldn't make it onto the Amiga
until well into next year._

...Oh, and while we're on the sub-
ject of Lucasfilm, the top Californi-
an developers have,  as  o f  t his
month, changed t hei r  name t o
LucasArts Gaines. Considerably more
interesting than this minor move is
the fact that one of the first games
to appear under the new name will
be a new Star Wars tie-in. It's a Wing
Commander-style space combat sim-
ulator based around t he X-Wing
fighter, currently being developed
for the PC and "probably ' making it
to the Amiga sometime after...

-.Palace Software releases two
SUPER gemes thi s  Aut um n •
namely Super  Barbar ian a nd
Super Cauldron,  Super Barbar-
ian, being the fol low-up to Bar-
barian and Barbarian II, is cur-
rently being wr i tten in-house.
whi le S upe r  Caul dr on,  t h e
spooky fol low-up to Cauldron 1
and 2  (nei ther  of  whi ch ever
appeared on Ami ga) is in the
capable ha nds  o f  Ti t us  i n
France.-

Alternative Software has picked
up the licence t o the "h i t "  Hulk
Hogan movie Suburban Commando.
recently released on video. It's due
to appear later this year on the cam-

ny's new Admiral label...

Al a
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The Nintendo me g a
-
s e l l e r  
B a t t l e t o a
d s  
-  
c o m i
n g  
v e r
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o n  
t
o

your Amiga...

Toads
in the
hole

Though you may still have a long wait  for Mario and
Sonic to appear on the Amiga, there's one set of  con-
sole heroes who will definitely be making the transition
to the machine this year. Batt letoads are, apparently,
the coolest t hing since the Turtles (remember them?),
consisting of three super-hard toad-like mutant warriors
called Zit, Rash and Pim-
ple. Their  miss ion -  t o
save t h e  galax y  f r o m
another lo t  of  horrible
mutants bent  on cosmic
domination_

Yes, wel l ,  i t  doesn' t
exactly sound thrilling so
far, but wait  unt il we tell
you t hat  t he game has
been an absolutely HUGE
hit on the Nintendo, and
that it's been writ ten by
Rare Lt d -  t he  people
who us ed t o  b e  l eg -
endary g a me  wiz ards
Ult imate. Sounds a b i t
more interes t ing now,
eh?

The game, as is typical
for a product originated
on console, is  a  mul t i -
level arcade blas t  t hat
takes the Toads through various dif ferent  sub-games -
beat'ern-up, plat form, racing, shoot 'em-up - it's all go
in Battletoads. The Amiga licence has been picked up by
Mindscape, who intend to spruce the game up consid-
erably (the Nintendo is only equivalent to a crusty old
C64) before releasing it - a rough date has yet to be con-

fi rmed. No screenshots as yet, as the conversion's yet
to be started upon_ Rest assured, when they exist,
you'll see them.
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, team of  game exper ts put  thei r  heads
toge ther  a n d  a f t e r  t h e  unpl e a s a nt
c l anki ng noi se they  deci de w ha t  ar e
the fi ne s t  games  t o  ha v e  a ppe a r e d
over  the l ast f e w  months.  The  r esul t
is an invaluable gui de to the very best
of  s of t w a r e  c ur r e nt l y  a v a i l a bl e  t o
buy. . .

t a l l *

SENSIBLE SOCCER (Renegade)
Irrefutably, THE best football game the Amiga
has ever seen, combining mind-blowing playa-
bility with a level of  detail and authent ic ity
that will keep even the most die-hard soccer
freak happy for months. Some (including us)
says it's even better than Kick Off  2, although
arguments are set to rage for months over
that one. Unmuddled, very cleverly designed,
good to look at and a tremendous amount of
fun. Sensible Soccer is simply too good to miss.
So don't.  9 3
(
5 ‘

E ADDAMS F AMIL Y (Ocean)
er Ocean's rather poor performance on the
nce front over the last year, no-one could

ve expected this, one of the finest plat form
mes the machine's seen in  a long,  long

me. Thank fully ,  t h e  programmers  hav e
almost completely discarded about the shod-
dy t ie-in mat erial and s imply  p g  K O  a

superb Mario-style plat former with the play-
er, as Gomez, leaping around the Addams
mansion and grounds in search o f  his k id-
napped family_ It can hardly be called original
(we're surprised Mario isn't sueing personal-
ly), but  who cares? It's utterly addictive, and
that's all we want  to k n o w. 9 0 %

JAGUAR XJ220 (Core Design)
With Lotus 3 on the way, how long this game
will reign as king of  the full-price race games
remains t o be seen. But  in  t he meant ime
Core's supercar simulator will do nicely thank
you, of fering arcade race act ion that  beats
Lotus 2 hands down, while of fering a pletho-
ra of extras including a skillful track designer
and car modification sections, Suitably impres-
sive in its scale. Jaguar is defi nitely the best
value racer we can think of, and one of  the
nicest look ing too.  Fans of  t he genre who
haven't already bought  it  defi nitely  should.
BS%

DUNE (Virg in  Games)
An impressive hybrid of  new-age adventure
and strategy game, Dune is an object lesson
in h o w  atmosphere c an wo r k  wonders_
Superb graphics and music capture the feel
of the book and fi lm,  and there's plenty of
things to explore and discover. The adventure
aspect is ult imately limited, but  the top mili-
tary-style strategy props things up nicely by
giving the player plenty to think about  pret-
ty much all of the time. At  the end of the day
its longevity in question, but  there's enough
here to make Dune worth its rather over-the-

9 4 1 a
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FIRE AND ICE (Renegade)
To be honest, we prefer The Addams Family
to this on the plat form front i t ' s  simply more
immediate and less complicated.  But  t hat
doesn't stop Andrew 13raybrook's latest f rom
being an exemplary example of what modern-
day platform gaming is really all about, to the
point  of  teaching those silly l i t t le console
games a thing or two.  It's cute, it 's jolly, it 's
huge and it's an awful lot  of  fun - although
many readers have writ ten in to complain it's
too hard. What's wrong with you people?
92% 41111a,

PROJECT.X (Team 17)
Exactly the sort of  thing that The One team
likes to unwind with at the end of  a stressful
day (apart  f r o m Megat ron),  Projec t -X is
shoorem-up excellence personified. Six levels
of gorgeous-looking graphics, exquisite sam-
pled sound and no-holds-barred megablast-
ing gameplay... sounds almost too good to be
true, doesn't it? The more we play it the more
we enjoy it. Buy or die.
90%

•
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II...A new company called Evangelsoft has made
itself known this month.  It aims to produce reli-
gi ousl y-enl i ghteni ng games software,  woul d
you bel ieve.  Among the first ti tles to appear
will  be a Boulderdash-inspi red arcade games
called Ki ng Sol omon's Mines,  a l ong wi th an
educational  product based ar ound the history
of the holy land, Wonders will never  cease...

Disney's own Amiga interpretat ion of  its almost-
blockbusting action movie The Rocketeer is due to hit
the shelves this September, along with an adventure
based around t he equally  "amaz ing" Dick  Tracy.
Proper previews to follow,

...Even t hough i t 's  compl etel y fini shed,  t he
release of Sensible Software's excellent Wizkid
(92% l ast m ont h)  has  be e n put  back unt i l
August.  Ocean says i t 's  si mpl y because i ts
release schedul e i s al r eady bur st i ng a t  t he
seams, and they simply haven't got a slot for  it
unti l  then.. .

PENGUIN/
GALLUP 23rd May 1992

10,
FULL PRICE TOP 40
1 N E  EPI C (Ocean)
2 NE  THE  MANAGER (US Gold)
3 1  J O H N  MADDEN AMERICAN

FOOTBALL (Electronic Arts)
.4 2 5  E Y E  OF THE BEHOLDER 2

(US Gold)
5 2  PROJECT-X (Team 17)
6 NE  J O HN BARNES EUROPEAN

FOOTBALL (Krisalis)

.
7 
4 
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PRIX (Microprose)
NE DI ZZY'S EXCELLENT

ADVENTURES
(Codemasters)

9 3  SPACE CRUSADE (Gremlin)
10 11 J I M M Y  WHITE'S WHIRL

WIND SNOOKER (Virgin)
11 27  S I M  ANT (Ocean)
12 10  PINBALL DREAMS

(21st Century)
13 6  SPECIAL FORCES (Micro

prose)
14 15 BI RDS OF PREY

(Electronic Arts)
15 5  B L A CK  CRYPT

(Electronic Arts)
16 NE EASY AMOS (Europress)
17 NE COVERT ACTION

(Microprose)
18 7  W W E  WRESTLEMANIA

(Ocean)

19 13
20 RE

26 8
27 23
28 16
29 9

30 12
31 RE

32 NE

36 19
37 22
38 24

PACIFIC ISLANDS (Empire)
CENTURION
(Electronic Arts)

21 2 8  O H  NO' MORE LEMMINGS
(Psygnosis)

22 18 HARLEQUI N (Gremlin)
23 NE J AGUAR XJ220

(Core Design)
24 NE V RO O M (UbiSoft)
25 14 P G A  TOU GOLF PLUS

(Electronic Arts)
ROBOCOD (Millennium)
HEIMDALL (Core Design)
A320 AIRBUS (Thalion)
POPULOUS II
(Electronic Arts)
AWARD WINNERS (Empire)
BARD'S TALE 3
(Electronic Arts)
THE BITMAP BROTHERS
VOLUME 1 (Renegade)

33 RE MICROPROSE GOLF
(Microprose)

34 33 LEANDER (Psygnosis)
35 NE ME G A  LO MANIA/FIRST

SAMURAI (UbiSoft)
ALIEN BREED (Team 17)
AGONY (Psygnosis)
ANOTHER WORLD
(US Gold)

39 35 PARASOL STARS (Ocean)

40 21 4
1 1 3 0
0 0 P  
3  
( O
c e
a n
)

BU D G ET T O
P 2 01 1  FI RST DIVISION MANAGER

(Codemasters)
2 2  RAI NBOW ISLANDS

(The Hit Squad)
3 3  F- 1 6  COMBAT PILOT

(Action Sixteen)
4 6  J AMES POND (GBH)
5 9  MANCHESTER UNITED

(GBH)
6 NE  MA G I C LAND DIZZY

(Codemasters)
7 4  SCOOBY-D00 AND

SCRAPPY-000 (Hi-Tec)
8 NE  TURRICAN II (Kixx)
9 3  LOTUS ESPRIT TURBO

CHALLENGE (GBH)
10 12 T H E  NEW ZEALAND STORY

(The Hit Squad)
11 13  FANTASY WORLD DIZZY

(Codemasters)
12 7  GOLDEN AXE (Tronix)
13 8  WA CK Y  RACES (Hi-Ted
14 19 ROBOCOP (The Hit Squad)
15 10  WO RL D CRICKET

(Zeppelin)
16 25 GRAEME SOUNESS SOCCER

MANAGER (Zeppelin)
17 NE TRI-STAR SPORTS

(Soundware)
18 15 OPERATION

THUNDERBOLT

' T h
e  
W
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S
q
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d
)

19 20 LI TTLE PUFF (Codemasters)
20 NE QUATTRO FIGHTERS

(Code masters)

THIS T I M E LAST
YEAR (July 1991)
1 EYE OF THE BEHOLDER

(US Gold)
2 THE SECRET OF MONKEY

ISLAND (US Gold)
3 ARMOUR-GEDDON (PsygnosiS)
4 FANTASY WORLD DIZZY

(Codemasters)
5 DEFENDER OF THE CROWN

(Mirror Image)
6 GODS (Renegade)
7 MI A MI  CHASE (Codemasters)
8 PGA TOUR GOLF

(Electronic Arts)
9 HERO QUEST (Gremlin)
10 NORTH AND SOUTH

(Action Sixteen)

The One's monthly Amiga
charts are provided by the
lovely people at Gallup and
Penguin biscuits (rnm-mm).
They are the copright of
McVitites.



L E T T E R S

COVER STORY
Dear The One,
I am writ ing to have a moan about
magazine covers, or more to the
point the quality of artwork on
magazine covers. A few years back
there was an artist called Oliver Frey
who worked on Crash magazine
(amongst others). Every one of his
covers that he drew was a piece of
art. Take, for example, the cover of
the issue featuring sport games. This
featured a giant robot made up of
different sports. The more you looked
at it the more sports you found
within i t  Compare this with the
artwork on your latest magazines,
three or four small images on a white
background, and I know which I
prefer. As more and more magazines
hit the shelves it will be the magazine
covers that may well persuade people
which to buy. Do yourself a favour,
find out what happened to 011ie and
then get him on your team.
Wayne Morledge,
Stanley,
Derby.

Oliver, who used to provide the cover
art and doodles for all of the late
News field's titles, now works at
Europress, where he still draws cover
art, so there's little chance of him
coming to work for us. And frankly,
the prospect of  a big robot made up
of different sports doesn't exactly get
our excitement-glands tingling. And
also, don't you think that some of
that comic-book style is a bit, well,
'Eighties'?
However, ifs interesting to hear

what people like then it comes to
covers. Would you prefer a single
image? Does that white background
annoy you? Do those flourescent inks
give you a headache? Let us know!

Yes indeedly-doodly! Welcome one and welcome all to  the
liveliest letters page in the Cosmiverse. After our impassioned
plea last month for some decent views, our mailbag exploded
virtually overnight! As a result, we' ve doubled the amount
of space in which you get  to air  your opinions! Thanks to
everyone who took the t ime to wr ite in - keep up the good
work!. If it's a comment or opinion on the Amiga scene, how-
ever, then w e defi nitely w ant  to hear from you. There are
bulging software prizes for the best letters of  the month, so
there's never been a better time to get scribbling. The address
is: Letters, The One, Priory Court, 30-32 Farringdon Lane, Lon-
don EC1R 3AU. Alternatively you can FAX your views to us on
071 972 6710.

.,__S011111W PRIZ E I I I IT T ER
DISK-USTING?
Dear The One,
Yes I know it's beginning to labour a bit, is this old chestnut. But coverdisks
(love 'em or hate 'em) seems to have developed into THE major selling point
as far as Azniga/ST/PC magazines are concerned. We've had them for a while
and it's about t ime for a bit of rethink. I seem to remember that when
coverdisks first appeared, magazines carried two prices - with/without
coverdisk. This seems to have disappeared completely from the front page.
It's a case of "this is the price, like it or lump it."

Yes, I know about product placement and catching the customer's eye.
And yes, I appreciate that a lot of work goes into actually
compiling/producing it and yes, occasionally what's on it is interesting and
occasionally I don't go and initialise it and use it for something else after
loading it once. But - and I'm talking to you now, Mr Reader - remember
that when you pay for the magazine complete with disk you're paying for,
the advertising on it. Fair enough, eh? Well, you're (indirectly, perhaps)
paying for the advertising within the magazine. But let's face it - the
coverdisk is an advertiser's dream come true. Their product penetrates the
buying market directly - you try it, you buy it, basically.

Myself, I only buy one magazine a month now - usually The One as it's
the best for game review presentation. But at £150 a shot. I think I'd rather
go and buy a book instead. Should the price come down to say, E2.50 and
no coverdisk, I may reconsider.

After The One's remould I expected great things. I got them inside but
that bit of blue plastic just won't  seem to die. Very few software houses
seem to be reluctant to put their stuff forward for the coverdisk, so it must
be reflecting in the sales of their products. So are they prepared to subsidise
the disks so that they appear 'free of charge'? Personally, if all I wanted was
to pay for adverts I'd buy WHAT HI-Fl?

Ma r k  Br ow n,
Nune a ton,

Warwickshire.
Some intelligent points very well argued, Mark - certainly good enough to
earn you a spanking software prize. A lot of  what you say is true. It's sad
that Amiga magazines (both games and serious titles) simply cannot survive
without cover-mounted disks anymore. It's like the arms race - when one
magazine raises the stakes, the others have little choice but to follow if they
want to offer a similarly-attractive package. However, your comparing of
coverdisks to adverts is a little unfair. Contrary to what you say, companies
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fairly honest indication of  what the full game will be like. if  a reader
1 samples a demo and isn't impressed, he'll then not buy the game that he

might  otherwise have done. The door swings both ways, you know. Oh,
we did a few sums and worked out that for software houses to wholly
subsidise our disks and enable us to give them away 'free', they'd have to
cover the entire cost - around £40,000 per issue. Hardly a viable
proposition, is it?

VAS IS DAS?
Dear The One,
While looking through your TOTALLY
SPONDITIOUS mag last month I saw
an article on the new Amiga A600. It
looks really great but I saw one small
problem... Why have Commodore
tried to change the keyboard? For
instance the Y key and the Z key have
totally changed places - now the 1 is
on the top line and the Y is on the
bottom!

Oh, and while I'm at it, when my
sister was playing your mega-brilliant
PD game Galaxians she got a high-
score and when she typed her name
in, she pressed the Y button and it
came out as a Z. I mean what is
happening, is it contagious or is it an
amazing coincidence? Please please
please could you print this letter
because I do not know why they have
done this.

Simon Temple,
Old Wol ver ton.  M i l ton Keynes.

Calm down, don't  get in a fizz. No,
you haven't fallen into an episode of
Amazing Stories - there is in fact a
very simply explanation. British and
German machines have different
keyboard layouts - the QWERTY
keyboard is layed out that way
because it's most convenient for our
language. The German keyboard's
slightly altered because their
language is different t h e  Z for
example, has been put in a more
useful place because they use that
letter more often than us. The same
goes for the Galaxians game, which
was written in Germany and so has
its keymap coded for a German
keyboard. Sorry for any
inconvenience caused.

A MALAYSIAN
MALADY
Dear The One,
Asia, as everybody knows, is
notorious for piracy, not only on the
high seas but also piracy of computer
software. I 'm a Malaysian student
over here for further education. The
Malaysia/Singapore region is
experiencing a computer & video
games boom very much like Britain.
Games released in the UK usually
reach Malaysian shores within a week
or two. There are plenty of computer
shops around but the thing is, there
aren't any proper games software
distributors. What a lot of shops tend
to do is import a copy or two of an
original game, put these two on the
display window but sell pirate copies
instead.

At a foreign exchange rate of
about MS4.50 to El,  an average
Amiga shoot-'em-up costs in excess
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The Manager is the
definitive football

management simulation
featuring all the clubs in

the 1991-1992 top 3 league
divisions. The objective of the

game is to take your favourite
team to the top of the first division,
as well as trying your skills in
European championships.
•  Up to 4 players can take part simultaneously.
•  Select your favourite team and choose from a

1 year, 3 year or unlimited game.
•  3D animation sequences let you watch high-

lights of your team in action.
Manage your money as well as your team: -
upgrade your stadium to encourage better spectator
attendance - earn extra revenue by setting up a
sponsorship deal - wheel and deal on the transfer
market to improve your team.
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Up to 4 players can take part - choose your teams
from the top 3 current league divisions.

Screenshots from Am igo  ve rsion.

Select your team members and train them according
to the strengths and weaknesses of the opposition.

k m ., shot one only iniendeel lo be ilknieetwo of lite penottly one nof btm • s i
rattle* white, may miry tonsidmetly bmween M emo format in enniker mei
nneemone•omi ore whiten io the comitoer* wecifuotons

The main menu • click on icons to select the
various options

SOFTWARE 2  0 0 O's

Available on:
Atari ST,
Amiga & PC
(VGA only).

Its match day! Liverpool have just scared ogainsi
Coventry in the 59th minute.

1992 Software 2000.  All rights reserved.Marketed and distributed under licence from
Software 2000 by U.S. Gold Limited.

SOFTWARE 2000"

Upgrade your stadium by installing covered seating,
A r

U.S. Gold Ltd., Units 2/ 3 Hollord Way,
Holford, Birmingham 86 7AX. Tel: 021 625 3366.
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IIIL: 0639 654 139

HILLSfAR • DRAGONS Of HAME • 1111K1ES Of D I  LANCE
I L  0001 442 02.5

CURSE Of THE AZURI BONDS • FOOL OF RAD1ANCI
• CHAMPIONS Of KRYNN 11114 0091 442 026

N E E D  H E L P ?  C A L L  T H E  01111411011 STEALTH • AI M EE M/011.0 • CRUISE F011*(00111I lls 0439 654 264OLD PHONEWCASFILM MAINE • LE CHUCKS REVENGE IMONIKEY ISLAND 2)
• I M AM  JONES • ZAK MCKRACXEN • MANIAC MANSION •
LOOM • ma rt  OF MONKEY WAND • DAMS Of 1111111A1N

0430 6541 23
HINTS & TIPS UNE INFORMATION UNE:

114/01 200111S • SKINT Of THE SILVER SUMS • ITS Of ME W O M B
TILS 0101 442 030 0 8 3 9 . 6 5 4 1 2 4

Service provided by U.S. GOLD LTD., UNITS 2/3, HOLFOSID WAY, NOLfORD, BIRMINGHAM 1116 7AX.
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of M$100. 100 dollars! An average
working guy or gal earns $600 - $700
a month. Need I say more?

If software publishers are ever so
keen to stamp out piracy, why hasn't
anybody bothered to set up a proper
distribution network? In my
knowledge, only Microsoft has
authorised dealers in this region. I
realise that counties like Malaysia are
a small market compared to the UK
or America, but it's still money being
lost to piracy.

Secondly, if  software can be
cheaper in America than in the UK, I'm
sure some sort of arrangement can be
worked out for a general reduction in
prices in the Asian region)

Name and address
wi thheld by request.

Hhmm. There's no denying you've
got a valid point here, but the
question is - if  piracy has such a
secure foothold out there, would
even cutting the prices in half make
much of  a difference? Maybe, maybe
not but we're unlikely to find out
without some sort of governing body
to make waves - and you certainly
don't fall within ELSPA's jurisdiction.
We do sympathise with some of the
ridiculous import prices The One's
international readers have to tolerate
but spare a thought for our
Australian chums in particular, who
live in an almost permanent time-
tunnel. Games can take three or four
MONTHS to materialise down-under!
By the way, we remember reading
somewhere a couple of years ago
that video arcades were banned in
Malaysia by order of  the government.
Is this true?

A QUESTION OF
CONTROL
Dear Jim,
On some of the recent games, such
as Titus the Fox. Harlequin, Fire & Ice,
etc, there's a different feel to the
control method comapred to last
year's games such as RoboCop 2,
Rainbow Islands and not forgetting
James Pond 1 & 2. The games
nowadays are not just faster, but take
Harlequin for instance - it feels as if
you're controlling an astronaut. The
same goes for Fire and Ice. Am I
getting old or what? I just can't get
used to this new genre of games.

Sorry to say this, but I am a 90%
reader of CU Amiga magazine and a
10% reader of The One, but all that is
hopefully going to change. The
reasons are because I think your
percentage grade on games are quite
accurate and, second, because you're
cheaper. And I'll tell you the three
main things which would make you
the best Amiga mag around. First,

you should include some

expensive package of some sort, e.g.
CU Amiga's GB-Route worth E40 and
Sculpt 4D Jr worth E120. And
secondly your covers keep falling
apart, just like CVG's. Why don't you
press them together like CU's? And
lastly, more pages of info. I know
you've just started on the Amiga on
The One, so make a good start.

Kevi n Grealey,
West Cr oydon,

Surrey.
believe the trendy new

phenomenon you seem to be having
so much trouble with of late is called
inertia. Yes, us crusty old goats here
at The One also remember the old
days when characters stopped when
you told them to and didn't go
sliding about all over the place. It's a
constant source of debate around
The One office - some argue it adds
to the challenge, others say it's just a
bloody nuisance. Whatever we think,
it's here to stay - at least for a while -
so you'll just have to either lump it  or
spend the rest of your days playing
last year's games. Thanks for the
publishing tips, by the way.
Unfortunately giving away an
expensive package is a bit  of a non-
starter. ELSPA guidelines forbid all
magazines from putting complete
'old' games on our disks- it  puts
people off buying the real thing,
apparently - and we'd look a bit silly
if we bundled 313FractalScape V2_01
on the front of a games-only mag,
wouldn't  we? If it's techy stuff you

want, buy the techy mags, simple as
that. Unfortunately, there's little we
can do about the staples situation'
perfect-binding (like CU's) would
indeed solve the problem of covers
falling apart but then you wouldn't
be able to pull out the Kill Zone
supplement, would you?

YOU DON'T WANT
TO DO IT LIKE
THAT
Dear The One,

First of  all, thanks for a generally
excellent ma y .  I t ' s  defi nit ely  m y
favourite. But - and there always is a
but with these things, don't you find?
- I really have to take you to task about
your reviews. What are you guys on?
On the one hand we have you laying
down clear and concise (and rather
helpful) guidelines at the start of the
review section, explaining what  the
percentages mean. Then, you end up
running roughshod all over your prin-
cipals in the reviews themselves. Let's
have a look at the June issue for some
examples, shall we? Jim Power - 83%
Are you crazy? It's only a bloody shoot-
'em-upl According to your guidelines,
this score means the game is 'Extreme-
ly good. Top notch impressiveness'.
Quite good, maybe. But extremely
good, no. And yet you then give Hos-
tile Breed, a game which got a bit of a

slagging review 75% And this from the
Editor! 75% means Pretty Smart, but
the graphics are terrible! What's hap-
pening? And you give The Addams
Family 90% and Floor 13 only 86% The
Addams Family looks just a 'copy of
Sonic to me, but  Floor 13 is a com-
pletely new game concept!!!
I hope you print this letter and try to
answer my questions. And don't write
anything funny about my name please.

Steve Mazda
Luton

Heavens! A veritable barrage of
queries. There are a couple of points
worth remembering about reviews. 1)
Every game is reviewed on its own
merits. The Addams Family is an
arcade adventure, and a darned good
one at that Poor 13 is not an arcade
adventure, so any direct comparisons,
save for the fact that the games are
both very good, are a bit redundant.

Also, if  you notice, Hostile
Breeds graphics were marked pretty
low, and they dragged the Overall
score down by an appropriate
amount.

There will always be differences
of opinion when it comes to reviews.
We can't hope that everyone will
agree with everything we say all the
time. However, we reckon that you'll
find our reviews system more in tune
with your views more frequently than
those of any other mag_

11
1

g Jobs 2
Many of you will no doubt recall the last installment of Big Jobs where we invited your
applications to become a staff writer for The One, Thanks to everyone who applied. We'll
be in contact soon. This time round, we're looking for two new contributors. So read the
details below, and if you think that you fi t the brief, mail us an application at the address
shown. We're waiting to hear from you!

Big Job 1 -  Freelance Graphic Art ist
We need top graphic artists to create the images for our covers. So, if you think you can

*  produce originat Amiga graphics to the standard of those which regularly grace our front
page, to a deadline, you may well be the person for us.

Big Job 2 - Freelance Photographer
*  We need a photographer who will be available at a moment's notice, doesn't mind S
q ltravelling all over the country to accompany us as we chase down exclusives and interview

top industry figures and can come up with new ideas for every shoot.

-1 Please mark your samples/Us/letter etc for the appropriate position and send them to:
The One -
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30-32 Farringdon Lane
London
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Yes! The exciting sequel o  e  of the
Beholder isfieret

Like its AVesome Kedecessor, EVE Of
THE BEHOLDER T u e in io o  or Ougoloorl is a

graphically bassilAD&D computer fantasy role-
playing saga AMith stunning pictures, realistic

animation and 3-D 'you-are-there point
of t ietk. EYE llgives you all this,.,
and more — much more!
NIGGER! A bigger adventure
includes forest, temple, catacomb
and three huge towers. The bigger
story gives tou more people to mect, clues to learn and
mysteries to unravel! BETTER! Beyer graphics and improved

k interface make playing even easier. /WAIVER! Lots of
new, smarter, meaner monsters!

Transfer your characters and items from Eye of the
Beholder or create your own experienced group
of characters. Eithet; way, yoWre in for more of
the best fantasy role-playing experience!

All of these enhancements
combine to give a gaming

experience offering 40-1oo
H O U R S of real-time
gameplay depending
on your level of skill

& ability.
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3-D View!

Releasing:-
PC (EGA,VGA) Nov/Dec

Amiga (1 MEG) Jan/ Feb '92
aU EB OOK AVAILABLE!
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Screen shots art• onk intended In he Must rat it r
of the gantr pia?, and not the screen gs•A ph it,
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quality and appearance and are subject to the
computer, specifications.

STRATEGIC SIMULATIONS, INC.

( 4)1(1 Li d. ,  U n i t s  2/ 3
B a l l a r d  Wa y .  l i a l / a r t i .
B i r m i n g h a m  116 7 AX .
Te l :  ( 0 2 1 )  6 2 5  3306.
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G R A H A M  T A Y L O R  S O C C E R  C H A L L E N G E  -  M A I N  F E A T U R E S
I Two separate sections follow the manager's full career Take charge of a League CliA) and work your way to the top, then try to guide the England
team to success in the European Championships.
2/ Created with ossistarce from Graham Taylor and the Football Msonation
3/ Includes over 200 reams, oil with reokstic strip colours. skill levels ground names and squads witn real names and data Player data includes date of
birth, height and over 10 WI factors that combine to make every payer truly unique.
rti Competitions include the English League over five divisions ( including the new Premier Division and Gm Conference ). FA Cup. League Cup, ZDS
Trophy. Aurogioss Trophy and European Championships ( qualifiers and finals ).
5/ Other features include:-
AS LEAGUE MANAGER. Over 3000 individual players Fully animated graphic match sequence. Watch your own matches or any other. Realist
trorisfe- marker. Other reams buy sell, loan arid free-nonsfer players. Diary section. Plan the week ahead arid choose training dares or orranc,
,
.
friendly marches (during close season) Full rrainee and reserve squad for every ream. Nurture your talents and bring players through to the send:.
squad. Injuries. suspemions and medical records. View tb(rlireS, cup draws rap score rabies, League rabies and many more sianstic pages. Choos,
training programme tor ream or individual players. Scout reports. Doily news pages keep you abreast of all developments to your Own and other
teams. Players will age. may deteriorate in skill and eventually retire. Realistic crowd figures dependant on league position, actual game capacities
and ream proximity. Manager may be fired, or you may resign or any rime to rake over another team.
ALNAMALRAMAANkOill Negonole with league Managers for the release of players tor the Notional squad. Attend League games to assess
potential of players for National squad. Arrange friendly Intemaitonal games. Flay European Championship qualifying games Ploy in the European
Championship finals in Sweden. Fully animared in game sequences. All European Narional reams included Al l  Notional team players. Update
Manager's diary. Account for injured and suspended players Players status. appearance and goals scored Player reports.

Krisolls Software Ltd., Teque House, Masons Yard, Downs Row Moorant, P . r r h o m .  Tel 0709 372290
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p lease calm down. Can we get
one thing straight right from
the start? Contrary to popular

belief, a CD-ROM drive will NOT turn
your Amiga into some sort of all-
singing, all-dancing miracle machine
that'll let you fight alongside Indiana
Jones in your own personalised ver-
sion of Raiders of the Lost Ark or
take you back in time to play a duet
with Ludwig van Beethoven or carry
you on a magical tr ip to the Moon
with the Apollo IX crew.

For too long the press - and we've
been just as guilty as the rest - have
helped perpetuate the myth that CD-
ROM heralds the dawning of an era
of 'interactive movies' (again), mas-
sive encyclopaedias of information
accessible at the touch of a button,
world•wide peace and the end to
mass starvation. Or something.

So, rampant cynicism aside for a
moment, just what can CD-ROM do?
Well, put simply. CD-ROM (Compact
Disc Read-Only Memor y) i s  j ust
another means of storing informa-
tion, i n essence no different to a
floppy disk. However, instead of the
data residing on a fragile piece of
blue plastic, it's on the sexy sliver of
silver known as a CD. The informa-
tion is read off the CD by means of a
low-power laser i n t he  CD-ROM
drive, in a manner identical to a CD
music player. In fact, hooked up to
an amplifier and speaker a CD-ROM
drive can perform as a better-than-
decent CD player.  Unfortunately,
since the data is stored and sealed
behind the disc's laminated coating,
there's no way that the user can add
or delete data.

So far, so what? It's a jumped-up
floppy, right? Wrong. The big thing
about CD-ROM (and it IS a big one)
is the amount of information that a
single CD can store. Ten floppies
worth? O n e  hundr e d fl oppi es
worth? Nowhere near, mate - a CD
can store data equivalent to around
700 hundred fl oppy disks! That's
roughly 600Mb of  storage space!
You could fill a CD with over TEN
HOURS wor th of  32-colour Amiga
animations!

But there are problems. For the
laser to move from one block of data
to another elsewhere on the disk can
take quite a time, sometimes of the
order of  seconds. Say the drive is
looking for  some sound data to go
with a big explosion graphic it's just
pulled in. There can be a noticeable
lag between the explosion appearing
and it being heard.

Then there's the slow data trans-
fer rate. A CD-ROM drive can only
read about 120K per second. Now,
given that a 32-colour Amiga screen
takes up 40K,  i t  doesn't take a
degree in advanced mathematics to
work out that the chances of pulling

The Machine
Behind the Myth

After  years of  hype, i t  looks as though Amiga owners are -
at  last!  -  going to  be able to  dip thei r  metaphor ical  toes
into the bizarre wor ld of  Mult imedia and Hypergames w ith
the i mmi n en t  release o f  t he A 5 7 0  CD-ROM dr ive.  B ut  is
Commodore's state-of - the-ar t  per ipheral a  Complete Dis-
aster or  a Computer -owner ' s Delight? We got  hold o f  the
thing and found out...
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in t he 25 screens per second you
need for a convincing animat ion are
smaller than an atom's  arse, As a
compromise, you'll notice that if CD-
based program does feature any ani-
mat ions t h e n  t h e y  t end  t o  b e
restricted t o  a s mall area o f  t he
screen.

That said, various companies are
working on hardware to decompact
data in real t ime so that  full-screen
animat ion will eventually be possi-
ble and, if  you're prepared to put in
the programming hours,  you can
squeeze a decent animation out of a
CD - take a look at Psygnosis's Plan-
etside demo on Commodore's  ill-
fated CDTV - but  for the t ime being
the dream of  play ing a interact ive
movie, at  least on a full TV screen,
look like remaining that  - a dream.

Having explained both the poten-
t ial and t he limitat ions  of  current
state-of-the-art CD-ROM technology,
let's take a look  at  Commodore's
A570.

COMMODORE'S TECHNO BABY
Commodore's A570 CD-ROM drive is
a surpris ingly  hef t y  slab o f  beige
plastic (though not, sadly, the same
beige at the A500) measuring rough-
ly 24cm x 18cm * 6cm big. The front
of the unit  is dominated by the gap-
ing CD slot wit h a sturdy eject but -
ton near by. Below this slot and to
the right  are t wo Power and Drive
LEDs. To the left of  them is a head-
phone jack socket wi t h  a v olume
dial, so t hat  you can listen to a CD
without  dis turbing the neighbours.

At the rear of the unit  are stereo
Audio In and Audio Out phono sock-

0  ets and a familiar-looking square

power socket. Yes, that's right -
you're now going t o have t o

contend wit h not  one but  t wo ugly
great power supply slabs! There's a
mysterious me t a l  p l a t e  w h i c h
appears to be concealing some sort
of port ,  presumably  intended f or
future expansion possibilities.

The drive connects to the Amiga
via the expansion port  on the lef t-
hand s ide o f  t he  computer.  The
review machines feature no through-
port  so once you've hooked up the
A570 then that's it, no more expan-
sion. However,  bowing  t o  public
opinion and sheer common sense,
Commodore have announced that
the ret ai l  machines  WILL have a
through-port ,  avoiding the hassle of
having to remove your other periph-
erals every t ime you want  to use the
CD drive!
Some words  of  warning.  The A570
requires 1Mb of  Chip RAM to func-
tion, If you've got an A500+ then no
problem, because these come with
the Chip RAM as standard. People
wit h A500s running Workbench 1.3
wil l  need t o  modif y  t heir Amigas
slightly. Amigas with Workbench 1.2
or less are totally  incompat ible and
will r e q u i r e  a  c o mp l e t e  c h i p
upgrade. Sorry. And if  you've got an
A600, f o r g e t  i t  bec aus e y o u r
machine does n ' t  ev en hav e  a n
expansion slot (though don't  be sur-
prised to see an IA670' in the near
future).

POWER EXTREME!
Powering up  t he Amiga wi t h  t he
A570 connected is a lit t le start ling -
your Amiga ' s  b e e n  possessed!
Instead of  the normal disk prompt ,
you're presented with a static CDTV
logo. Although the A570 takes con-
trol of  the operat ing system, if  you
want  to use ordinary fl oppies then

STARS 0 \  45
Here are a few examples of the
software you can run on the
A570...

M A I  PURSE

A melee example 01 what the power ul Cri
can do. Plays Ike Me classic boartigame,
but with 2,000 brand new aucadawa based
around digitised pictures and CD-qually
music stored on 2 (I) CDs. Al the question
are s ou*  sgokan by virile hattarical Na-
ives depending an the categiry so Science
and Notre martin are stied by Alert Bit
steel. Art mil Utereture outizzlas by Warn
ChabosiMare, MC. great NW

IVOR 2
The IBM= Ands 111001-'em-up Waits onto
CD The game has identical graphic' and
gameoley but now boasts a choice ot 12
musical Cl] SOlintlirlda Mom artists Alta
Book] The Bass, Betty Boo and Baby Feed.
In addition there's a data Me' on each
artist, complete with digitised Octures and
biographies.

JAPAN WORD

An ioteractive educational exploratioti of
Japanese atti re and society, packed with
digitised *cies,  sampled CD sound and
itlimmatiost.11 It's in Japan, its on this disci

PlAillETOOt

Fl i t domed on CCM INS real almation
from Fsystiosis shows lust what CD-ROM
ciii be made to do. But is there a Boma 111
there? litcrocosm, coming soon, will tali_

just insert  one in the internal drive
and the Amiga will revert to normal
operation.

The CD goes into a plastic tray or
'caddy' which is then inserted into
the slot on the front of the machine.
It's somewhat  less elegant than the
slide in/slide out  mechanism found

on traditional CD units but unavoid-
able - the CD must be held fi rmly to
avoid data loss. Although the human
ear won' t  notice a few bytes of data
missing on a music CD, the comput-
er will. Having inserted the caddy the
drive whirs  and the CD boots auto-
matically. Af ter that the CD's oper-
ation is smooth and silent - no disk-
swapping or hard-drive chontering
at all. It's all very pleasant.

THE SECRET OF ITS SUCCESS
l ike any new computer or peripher-
al, the success of the A570 depends
on the support it  gets f rom the soft-
ware companies. The more exciting
the games available for the A570,
the more people wi l l  be happy  t o
part wit h the cash for it. But, in yet
another classic software example of
the 'Chicken and the Egg' syndrome
(the history of the computer market
is lit t ered wi t h  'em).  t he A570 is
unlikely to get  much support  unt il
it's in suffi cient  homes to warrant
the expense of  developing on CD.

And it  is expensive. I t 's not  easy
finding s tuf f  t o  adequately fi l l
600Mb. It's likely that the Amiga CD-
ROM market will parallel what's hap-
pening in the IBM PC's, with compa-
nies test ing the water by releasing
old games with enhanced CD sound-
tracks or in mult i-game bundles with
the occasional 'CD showcase' soft-
ware appearing from t ime to time to
keep the buzz going and show of f
what  the medium is capable off. Big,
disk-heavy games like Monkey Island
2 or Willy Beamish are obvious can-
didates for immediate port ing onto
CD. It's a shame that the (DPI  never
really took off ,  as it  would've pro-
vided a ready-made pool of software
for new buyers of  the A570 to tap
into.

The growt h of  t he PC CD-ROM
market is good for all CD-ROM own-
ers, regardless of platform. Given the
expense of collating material for CD,
it's likely that  developers wil l keep
thic bulk of the data plat form 'non-
specific' so t hat  i t  can be port ed
across to as many CD-ROM formats
as possible - including, hopefully, the
A570's.

Personally I hope the A570 does
well.  I t 's  a good-look ing machine
and i t  deserving of  success. At  an
anticipated RRP of f299,  the price is
right too. But at the end of  the day
its fate lies in your - and the softcos'
- hands.
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programming games  f or  a
liv ing is  t hat  i t  isn' t  what

you'd describe as a "regular job".
Unlike work ing in a factory or some-
thing, it 's rare that you'll ever do the
same sort thing t wo days running.
And the chances of having to do the
same sort of game twice on the spin
are fantastically slim. At least, that's
what  Shaun Southern probably used
to think. Now, however, as the chief
coder and mouthpiece for Magnetic
Fields, nears the end of  his work on
Gremlin's t hird sprit e-driven race
game based on cars f rom the Lotus
stable, a definite air of relief is in his
voice.

"I know I've said this before, but
this definitely is the last one!"

With such determinat ion to make
Lotus 3 their final foray into the race11 -
0
1
11
J 
3

TH
genre, at least for  some time, i t's
looking like a fi ne way  to sign of f
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version o f  Jaguar," says Shaun o f
Core's undeniably  excellent  racer
when asked about  its potent ial t o
steal Lotus '  t hunder.  "We  s aw a
demo about  a mont h ago - and it
does look good. To my mind, it  was
only going t o be a mat t er of  t ime
before someone produced a game
to rival Lotus."

There seems to be a definite air of
confidence in Shaun's voice. Didn' t
it bother him when Jaguar came out
with a very s imilar features list t o
that being promised for Lotus 3?

"We can't complain about being
very similar - it only goes to show
that we did things r ight the first
time round.  The original brief for
Lotus was to make a game like/as
good as," better than Pitstop 2 on the
C64.

"Apart  f rom the tactical s ide of
Jaguar, which we would have never
considered inc luding and the track
editor, which we' ll talk about  later,

there's nothing in the game that
we haven't done before.  The

Fl
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whole package, though,  is impres-
sive. And it  added to our determina-
t ion to make The Final Challenge the
last word in racing games."

Lotus 2  received criticism for
allowing t he player to take bends
without  slowing down much and for

allowing them back on the track too
easily af ter a crash when the fi rst
game was generally  felt  to have it
pretty much right. Apparently, these
points were noted at the time, but
according to Shaun, were viewed as
virtually inevitable.

"No w  much more can be done wi th  a spri te-driven race game?"
wonders Jim Douglas. Not much after  this, reckon the boys at
Magnetic Fields.

"You're talking about two differ-
ent games there. We got  a lit t le crit-
icism for changing the style of  the
game f rom circuits with pitstops to
stages, but I suspect we would have
received a lot  more if  we had just
kept everything the same but  wit h
new courses and graphics. Lotus 1
needed to be harsh on the crashes
because that gave the computer cars
a chance to overtake you and then
put you in danger of not qualifying.

"Lotus 2  needed t o  b e  mo r e
lenient, s o t hat  a crash wouldn ' t
affect your time too much. That way
you could be pushed more and more
with t he  t ime l imit ,  cross ing t he
checkpoints with just a few seconds
to spare."
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the same degree of challenge in two-
player mode as the first game. The
third outing promises to offer  equal
thrills for solo & dual play.



aking trac s
us "Skalextric" approach to course

at Magnetic Fields have created a
to use course designer, offering the

of control over the way the final
today having to bend and shape each

via a series of sliding bars, each affecting a par-
re of the course. The difficulty has nothing to do
ual shape of the course, but affects how fast the

drivers are and the time limit allowed to complete
a stage or lap. Some of the best courses are not partiodarty
hilly or bendy, but have such tight time limits that the players
are forced loth*, on the limn all the tone.

The Oros bar rating simply governs the number of b e ,
the Sharpness dictates how, um, sharp they are.

Hills will can really cripple drivers who are slow in the
approach. Sticking lots of Nils on a bendy course will slow the
race, since the chance of hashing into a signpost on a tight cor
-ner will increase the likelihood of losing the momentum need-
ed to queldy scale the hit The steepness speaks for itself some-
what.

The Scenery bar and its accompanying Scatter rating deter-
mine how many roadside extras will be 'resent (trees, hushes

etc) o r d e r e d  their appearance it
0 s  in the road such as rocks, cones etc will allow you to put the

mockers on lead-footed driving, or allow your players to go as fast as you
want.

And Length. Wel—
Coarse designing Is as Nadi al Skit

way that it's always tentage In
before calming down and then
the most from ii, it's tempting to
Ni loads of ref * steep

Bat o f  the s
that every c o u r s e  can
summed up into a 9 digit, 2 number
password, entirely negating the need
Mr any disk access.
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This time, the team opted to give
the player as much variety as possi-
ble. There's a mixture of Champi-
onship style courses similar to those
in Lotus 1, where the players have to
achieve a position of tenth or better
to continue onto other courses, Also,
an arcade style option pits players
against time limits. Then, there is the
circuit option,  which works like a
knockout around a single track, with
the other drivers becoming increas-
ingly swi ft  Finally, there are the
straight runs, a la Lotus 2, where the
end of  a long track must be com-
pleted as quickly as possible.

"But there will also be previously
un-put-together mixtures," claims
Shaun, "like a Championship course
with pitstops - not on a circuit but
on a long run. Or a time limit course
on a circuit with extra time awarded
for the completion of each lap, a bit
like Pole Position. I n short, we've
tried to offer the player the best of
both worlds, and more!"

So, it's clear that all manner of
stirring and shaking has gone on,
but have the basic elements changed
at all, or are we simply talking Lotus
2 Plus?

"Basically, for the mathematical,"
Shaun endeavours to explain, "Lotus
3 = Lotus 1 +  Lotus 2 + 4 New sce-
narios + 1 new car + unique track
designer + loads of new graphics,
music and sound effects + 64 inbuilt
courses on 6 levels."

A new car? Yes indeed, the new
Lotus MX200 Concept Car takes a
bow in four special stages through-
out the game, allowing players to go
for a spin in one of the slickest cars
ever designed in Britain. First, there's
the Wind Level ("Honest, we thought
of this before we found out  that
Jaguar had one," protests Shaun)
where the  driver must deal  wi th
unpleasant crosswinds, a danger fur-

• • • • • • . •

Phe w! Sca lin g  e h l  The  a m o u n t  o f
roa dside  o b je ct s a ct u a lly se e n d u rin g
pla y ca n  be  a lte re d  o n  t h e  o p t io n s
scre e n. Pla ye rs se e king  t h e  m a xim u m
spe e d ca n  d o  a w a y w it h  n ice  t re e s
sce ne ry f o r  a  f a st e r f ra m e -ra te .

ther compounded by loose objects
blowing across the track and into his
path,

The roadworks level, claims Shaun
has all the hazards one would nor-
mally associate with an average jour-
ney along the hell of motoring that
is M56. Cones, hazards, barriers and
potholes all await the unsuspecting
driver here.

The Future Stage promises to be
contain weird and wonderful effects,
but no further information is forth-
coming "You'll just have to wait and
see."

The Mud Rally level offers the
most potential for crashing fun. It's
programmed to be fantastically slip-
pery, with "Lots of Swedish drivers
smashing up their cars just because
the camera's watching."

So will there be any opportunities
for the players to truly ruin thei r
shiny new cars in this outing? Unfor-
tunately not,  "No, sorry. The same
rules about not being able to smash
up Lotuses appl y here. The onl y
smashed Elan you'l l  be seeing is if
they let me in another one!"

Unlike the upstart Jaguar's policy
of allowing the player to face off his
)0220 with other hot roadsters like
Porsches and Ferraris, t he  Lotus
games have remained consistently
aloof, placing the player in a world
where the roads are entirely popu-
lated b y  other  Espri t a nd El an
drivers. Rather than just laziness on
the graphic design front,  Shaun
maintains that this actually allows
for more realistic races.

"In any one race, you'll only race
against the same type of car,
otherwise t he  Esprit woul d
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leave the Elan standing,  but  the
computer cars all have different skill
levels and speed levels. The com-
puter cars avoid all the obstacles and
players too,  and wil l  even cut in
front of you and try to make you
crash. Artificial intelligence is always
a bit of a touchy subject, but let's
say that the cars have been designed
to drive well."

A difficult aspect of the project
was deciding how the track editor
should work. "We toyed with lots of
different ideas," says Shaun, "but
we settled for  an approach that
hadn't been used before, and we're
really pleased with it. First we were
going to have a super-duper, over
the top, totally user friendly, let you
do what you want editor with all
icon driven insert/delete/add tun-
nel/put down a river/move a tree left
etc. Everything. But then we realised
how long it would take to a) write
and b) use. How many people would
really be bothered to use the editor?
Especially when the course can't
cross over, and has to meet up - all
these things would be fiddly for the
non-programmer."

A method similar t o the  one
employed in Jaguar was also con-
sidered. "We decided to make a lot
of things automatic; and have the
course designed by someone 'driv-
ing along the track' with a joystick
and 'turning' the road left, right, up
and down.  But again we encoun-
tered problems wi th t he  tracks
meeting up,  saving t o disk. The
problems this would present for the
casual user just made i t unwork-
able,"

"Finally, we settled on the sliders
idea. A set describing the aspects of
the course from 0 to 100'4 come up
on the screen." (See Making Tracks)
Along w i t h  t h e  i c on toggl i ng
between circuit or stage, and a sce-
nario selector, these statistics are
used to "fractally" create up to five
trillion courses," says Shaun.

"And the best part is, you don't
even have to save your course to
disk. Each course is described by a

9 letter, 2 digit password. These
can be typed in to recreate your

Oft the road again. Similarly to Lotus
2, this game doesn't penalise the
player too heavily for  straying from
the course, but makes his life
tougher  with tighter  time limits,

course. Whatever code you type in,
a course will exist for it. There will
be a course that can be generated
for your name, or your home town,
HELLOFRED - 21 or ANDYUPTON -15
etc.

"This completely removes any
need for disk swapping, since it only
takes about 3 seconds to create a
course with a password, and a pass-
worded course can even be played
on Linked machines."

Impressive stuff  indeed.  Now,
however, the entries in the Big Book
of Games marked Driving Games -
Scrolls, M. must surely be at an end.
"I've definitely had enough," says
Shaun, "We've fitted everything we
can into this one. People will always
write new car games, but the Amiga
and ST are pretty well pushed to
their limit now, I think. We'll have to

(Left)
The course designer is unlike any
contained in a race game to date,
and promises to be a lot more
fun to use as a result.

(Below)
The code AMOOLIGLAS yields a •super arcade motorway track for
drivers to enjoy.
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(Above)
Just look at the graphic equalizer on that.  An even
(finer stereo system graces the third Lotus game,
offer ing the player the chance to select a fine audio
accompanyment for  his driving.
(Left)

, That Lotus logo in full.

PROJECT: Lotus 3 - The ma l Challenge
PUBLISHER: Gremlin
DEVELOPERS: Magnetic Fields
INITIATED: Late 1991
RELEASE DATE: August 1992
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S ome games sell computers. Some games

are s o inc redible t hat  t he  bedazzled.
glassy-eyed punter will happily stump up
the cash on the spot simply for the privi-

lege of  hav ing the hardware to run that  same
piece of awe-inspiring software in his own home.
After all, what  better way could there be of  per-
suading an indecisive customer to part  with the
readies than by showing them what  their new
gadget can really do? Take Psygnosis's Shadow of
the Beast, f or example. I t  arguably helped shift
more Amigas than Commodore's aggressive TV or
newspaper advertising combined.

The last couple of years has seen a similar phe-
nomenon occur in the tradit ionally staid PC mar-
ket, It was an epic 3D space war simulat ion, the
last sort of  game expected f rom a company for-
merly famous for its hack n' slash RPGs. The game
was Wing Commander.  The company was Origin.
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If you've unfamil iar wi t h  Wing Commander
(unlikely) then - to fi ll you in briefly - it's an epic
space extravaganza which casts the player as one
of Earth's heroic starpilots bat t ling the savage
feline Kilrathi. The player takes part  in a series of
missions l ink ed b y  superbly -animated ' p l o t
sequences' detailing everyday life aboard the play-
er's base ship. Each action-packed mission takes
place in a realist ic 3D env ironment  where the
spaceships are depicted using detailed ray-traced
models and a  sweeping mus ical score alters
tempo and pit c h according t o  t he on-screen
action. While loathe to resort to such an oft-used
cliché, it  IS like playing a movie.  (For more info
on the original PC game. refer to the 'All About
Wing Commander box).

But there was a price to pay for all this excel-
lence. Shif t ing complex  ray-traced bit mapped
images about  the screen AND rotat ing and scal-

vying commander converter Nick Pelling

ing t hem in real t ime takes a lot  out  of  a com-
puter. Unless you were fortunate enough or rich
enough to own an above-par PC fitted with a sub-
stantial wedge of on-board memory PLUS a hard
drive PLUS a soundboard PLUS Lord knows what
else, the chances of gett ing the game to work  at
anything approaching it s  bes t  were minimal.

CONVERSION DIVERSION
Naturally, then, when Mindscape announced that
they were planning to convert the game onto the
Amiga you could hear the PC fans laughing f rom
here to Neptune. But it  looks like the last laugh
could well be on t hem, i f  these first EXCLUSIVE
pictures f rom the Amiga conversion are anything
to go by.

It's mainly  t he work  o f  veteran coder Nick
Pelling, with addit ional contribut ions f rom Justin
Garvanovic. Nick's been around for quite a while,
first hit t ing the computer games SCelle under the
mysterious pseudonym 'Orlando'  wi t h the leg-
endary Frak a  classic plat form romp on the BBC
computer which starred a yoyo-wielding caveman
(I kid you not) whose dying cry formed the games
tit le. More recently, his work  has been limited.
particularly on, Amiga. though Audiogenic's loopz
and Firebird's  3D Pool may be familiar to some
of  you.

Not  that  Nick's been idle, though.  "I  haven't
really done that  much work  on 16-bit , " admits
Nick, "but  I have been doing a lot  of  experi-
ment ing.  I 've spent a lot  of  t ime exploring
rotat ing 3D cubes and texture mapping and

1
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all a b o u t  w i n g  commande r. . .
WING COMMANDER: THE HISTORY
Wing Commander is the brainchild of Chris Roberts. a 24-year-old programmer who, although born in Americ
spent most of his Imitative years in Manchester. Around 1983 he had his first game published - Wizadere, a nmn
jumpy arcade adventure - on the BBC computer. This was followed by Stryker's Run. another arcade adventur
lot the BBC.

Chris's first game for Origin was Times of Lore, an RPG on the Commodore 64, followed soon after by Bad Woo
an IBM PC RPG set in a post-apocalyptic wasteland While putting the finishing touches on Bad Blood, Chris ha
the first ideas for a space battle game called. provisionally. Squadron.

Partially influenced by LucasFilm's Battlehawks 1542, Chris decided he wanted to render the 3D sequence
using bit-mapped images instead of traditional polygons. The project underwent a name change to Wing Lea
er. With the aid of various Origin in•house stall, Chris added more and more ideas - the dynamic musical scar
the character interaction, the plotting - until, after one more and final name change, he had the game we no
know and love. In the Autumn of 1990 Wing Commander was launched upon an unsuspecting world. The res
as they say, is history.

WING COMMANDER: THE STORY
Far into the future, mankind is fighting for its very !mini. The Tenon Confederation has finally encountered it
first alien species - and they aren't friendly. The Kilrathi, a species of lionesque humanoids, have not take
kindly to the strange hairless beings who stand in the path of their ever-expanding Empire and bloody conffic
ensues.

The Terran Empire's main means of defence are its huge Strike Carriers, each capable of carrying sewer
squadrons of lighter- and escort-class craft and supporting the men and women who pilot them for months o
end. Aboard the Strike Carrier Tigers Claw is one pilot who, although he doesn't know it yet, could mean th
difference between mankind's survival or its extinction...

WING COMMANDER: THE GAME
To call Wing Commander a 3D space war game is a bit like describing a Rembrandt masterpiece as a good pain
mg. Alter Wing Commander spaceflight simulations are never going to be the same again. Gone are the Wan
polygon constructions typical of the genre. In their place are realistic ray-traced models, their surfaces lestoone
with authentic-looking markings and details.

In a steal from the movies, the musical accompaniment to the action chops and changes according to the pla
er performance At major dramatic moments Ire, the destruction of an enemy cruiser or the death of the play
er's wingman) the viewpoint switches to an out-of-cockpit shot el the event at its most exciting

Between missions, new plot developments are presented using beautifully-animated graphics. The player ca
do things aboard his mothership such as visit the pilots bar and catch up on gossip or hone his dogfighting skill
with the bar's video game. Animated briefings from the squads leader explain the next mission's objectives i
full, followed by a question and answers session from the player and his computer-controlled buddies.
Effectively, the player is the star in his own movie!

WING COMMANDER: THE TECH SPECS
To appreciate the complexity of converting Wing Commander onto the Amiga. you've got
to know some of technical specifications of the PC version. So get a stiff drink and sit
yourself down, because here goes with what Origin say you have to have to get the game
to run 'efficiently' (as they call il):
CI  U. SPEED: 16MHz 386 PC or faster,
ON-BOARD MEMORY. 2Mb
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things like that . " I n fact,  regular readers may
remember seeing some of  Nick's experimental
work over two and a half years ago in Issue 15 of
The One, That issue also included the first shots of
Frak! 3D, a radical overhauling and updating of
the Frak! legend for the 16-bit computers.

But more of that later. First, how did Nick get
involved wi t h  t he  Wing Commander projec t?
"Well," explains Nick, "I had a meeting with Mind-
scape last September at a computer trade show
and talked to Phil Harrison [Mindscape's develop-
ment boss) about  a couple of things. Wing Com-
mander came up and I basically said that I'd seen
it and that  I thought  it  was do-able on an Amiga
but that  I 'd like to see the heart  of  the program
before commit t ing myself to i t

"Mindscape were very good and they got all the
source code over (f rom Origin in America) and, as
normal in this kind of project,  Origin's program-
mers had done some very clever things and they'd
done some stupid things, mixed it all together and
got it  out  on their deadline. There was plenty  of
room for improvement . "

As t he  more  percept ive readers  wi l l  hav e
realised by now, the Amiga conversion of  Wing
Commander is not  the sort of  job you'd toss to
the t rainee programmer to earn his stripes with.
Even experienced programmers  would balk  at

tackling such a ambit ious, technically-com-
plicated convers ion.  Wh a t  made  i t

1 0
6 1
%

appealing to Nick? The challenge?

. t  "Absolutely , " confi rms  Nick_ " I
thought 'Well. I don't really think

. anyone else is going to try this.'
That said, I gave the project a

i l o t  of  t hought  before I actu-
ally decided I was going to do
It and tried out a few things.

"I started by seeing if  the
lowest-level stuff  was possi-
ble or not , " explains Nick. "I f
the game was going to really

k i l l tE  e a



an I B M  PC p r imer. . .
486? 20MHz? What on Earth are they going on about? Let me explain, for all those people who don't know
about PCs (and you don't want to either - they're nasty, unfriendly, grubby little things). Basically PCs come
in a variety of 'flavours boasting varying power and price

At the lowest end land we're talking around E700-800 even here) you can get a PC with an 80286 or 286,
for short) central-processing unit. Pay more and you can get a PC with a more powerful 80386 (386) CPU,
Top of the range, at around 1'1500, are PCs fitted with an 80486 )or just 486) CPU. To put it simply, you get
what you pay for.

So far, so simple. However, the waters are muddied somewhat by the fact that different machines are
geared to work a different CPU 'speeds', measured in megaHertz (MHz). Thus a 20MHz PC will operate rough-
ly two-and-a-half times faster than an 8MHz PC. Again, it's all down to how much you're willing to fork
out.

Over in America, where the PC dominates the home computer market, powerful 386 and 486 machines
are commonplace and these are the machines that Origin, the company that created Wing Commander,
targets its games at. in comparison the Amiga, which is fitted with a MC68000 CPU running at a compara-
tively feeble 7•16MHz, is severely under-equipped for such games that require the processing power that
only a 386/486 can deliver. Or is it? The Amiga still has a few tricks left up its metaphorical sleeve, as Nick
Pelting is proving with his stunning conversion work on Wing Commander. Head the main feature to find out
how he's doing it.
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These demo graphics use the Amiga's 64-colour
'half-br ite' mode. Al though the final games
graphics won't be quite this good because it only
uses a 16-colour palette, thanks to the use of
'cross hatching' they should look reasonably
close.

groan on normal people's Amigas there was no
point carrying on. It's pointless doing something
just for people with accelerator boards, It's got to
be good on the A500 or you just don't bother_ You
can specify things for one meg - that's just about
reasonable • al though I really don't like it. I 've
pent quite a lot of time trying to get the game

on a 512K machine but I just don't think it's going
to go. It's going to have to be a one meg game.'

THE NEED FOR SPEED
Of course, the big question is just how fast is Wing
Commander going to run? As anyone who's seen
Wing Commander on PC will confirm, you need
a 12MHz 286 machine at the very least to get the
game running at anything near  a serviceable
speed. Where does that leave the Amiga, which
has a CPU running at just 7,16MHz? Nick's reply is

+
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surprising: "Obviously it's not going to be run-
ning like it was on 486 PC - not many things do!
- but having said that I can still squeeze a lot out
of the Amiga. It'll certainly keep match with a
20MHz 286."

An impressive claim, incredible even, but hav-
ing seen the early Amiga rolling demo I can con-
firm that Nick's estimate DOES appear to be cor-
rect. And to save you the effort of turning to the
front of the magazine, this IS July's issue of The
One, not April's. I don't blame you for being scep-
tical - I would be too.

So how did Nick get the Amiga to perform at
such speeds? "I did a lot of research into how the
Amiga actually works," is Nick's simple reply.
"Unless you really, really understand a machine
there's no way you can expect to get the most out
of it. That was an education. Basically I discovered
that everything that everybody's written about
how the Amiga works is wrong. Total rubbish!
Nobody actually bothered trying certain things
like getting the software and the blitter to work
together to use every clock cycle efficiently. I
know the Amiga absolutely backwards now and
it can do things better than even I thought it was
capable of,"
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 If your ship gete:rinstr • eyea in Wing Commander sadly r  dignity isn't preserved by anything so dislitte as a tiny
little explosion and a 'Game Over' logo. Oh no. You're tr a d  to this extensive death sequence foil e d  by a cut-
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At dramatic moments in the action, the player's
view switches to an 'out of cockpit' one to show
the event at its best.

Presumably Nick's previous experimentation
came in handy when developing Wing Comman-
der's ray-traced model 3D routines? "The texture
mapping I'd done was helpful in some respects
because I'd had to engineer very low-level code
to do things like this," confirms Nick, "but essen-
tially it was unlike anything I'd done before. I had
to start from scratch. There's one image of each
ship at different rotations relative to the player
and the scaling and the rotating is done on that
image in real time. It's not a trivial task, let's put
it that way!" (For more on how the 30 works,
refer to the 'Build Your Own Spaceships!' box.)

As Nick discovered while exploring the original
PC code, Origin's programmers had performed
lots of little tricks to make the game run reason-
ably quickly on even the  most modest PCs.
"There's loads of calculations going on," explains
Nick. "Like all the best things it's all kept invisible.
Although the ships movement is called every
cycle, things like intelligence are not. The program
staggers thi ngs t o  keep t he  game r unni ng
smoothly." Naturally these programming 'sleights
of hand' have all helped keep the Amiga conver-
sion running sweetly.

Like the original PC game, some of Wing Com-
mander is being written in 'C'. "Bits of the game,
the manky bits. I'm writing in 'C' but most of it is
in assembler for the speed," explains Nick. "I 'm
doing bits on the PC and bits on the Amiga. The
'C' coding is done on the Amiga and a lot of the
other routines were developed using SNASM on
the PC. The biggest problem with doing a 'C' con-
version is you don't know how ropey somebody
else's code is."

PICKING THE PALETTE
Nick promises that everything in the PC version of
the game will make its way over to the Amiga.
The only big compromise has had to be in the
number of colours on-screen - the game can only
support 16. "Basically you don't have 256 colours
on the Amiga," explains Nick, "and anyway using
more than 16 colours slows things down beyond
belief.

However, although that sounds limiting, things
aren't quite as grim as they seem. Nick explains,
"The internal format is a 64-colour palette which
the program cross-hatches down to the best 16

colours. Imagine that inside your Amiga you
had a fake screen and this screen had 64
colours. Then imagine that you had a process

W O R K  I N  P R O G R E S S

that could transform that screen into 16 colours.
Basically you're using 1-col our  dot patterns to
represent each of the 54 colours. I 'm still opti -
mising the palette day by day to find out which
is the best one for the game overall."

Although the 3D routines have had to be total-
ly overhauled in the name of speed, most of the
graphics (for  the animated between-mission
scenes and so forth) have been ported across
almost directly from the PC. "Origin have given
me what they can. Some of the graphics needed
retouching but some were alright. What I'm doing
at the moment is working on an interface so that
the graphics can be retouched to Mindscape's sat-
isfaction. They're very keen on quality of graph-
ics and stuff like that.

"Anyway, we've converted what
we can convert and have them
running as Amiga animations -
the running down the passage-
way, that kind of stuff. It'd be
crazy to have that kind of
thing as a sprite routine or a
dual-playfield t h i n g
Just for the
sake o f

These early graphics are from a demo knocked together  for  this summer's Consumer Electronics Show
in Chicago. Nick's routines draw the graphics in 64 colours al though the screen actually displays just
16. By means of stippling (patterns of pixels) Nick can 'shade' the graphics to simulate the other  48
colours.

it." That said, Nick does anticipate 'Amiga-ising'
some aspects of the game: "If there's time I'll put
things in like the pilot's joystick hand as a sprite
and the sight as a sprite just so that it all adds to
speed up the process."

Another in the long list of  amazing things
about the Amiga conversion of Wing Commander
is that it may well boast a feature that even the
original PC didn't have: speech. Nick's keen to do
it but is still unsure whether he'll have the time or
the space.  "I t 's very touch a nd g o  a t  t he

moment," he comments. One thing's definite,
though; the game will feature the 'interactive'
soundtrack. "I've ported all the music data across
and I spoke to a musician at Mindscape yesterday
and he's trying to get it into some form he can
understand," adds Nick.

THE BIG DISK RISK
Considering that PC Wing Commander is roughly
6Mb big even with all the files highly compacted,
you'd be forgiven for thinking that the game will



build y o u r  o w n  s p a c e s h i p s _
The spaceships in Wing Commander are all stored in the Amiga's memory as a set of thirty-seven
views at various rotations. Each view is roughly 80 x 80 pixels in size, corresponding to the space-
ship at approximately mid-range, although the precise sizing varies depending on the dimensions
of the individual spaceship in question. The program then uses these views as the basis for redraw-
ing the spaceship at the required size and rotation. This is the reason for the Sega coin-opish 'blocky'
look of the graphics when the spaceships do a close pass - each pixel of the original view has been
drastically enlarged.

As Nick Pelting describes it, the route from paper-based design to actual workable graphics
was torturous, to say the least: "Back at the beginning of time, when work began on Wing Com-
mander on the PC, there weren't many reasonably-priced ray-tracing packages for the PC, so the
spaceships were originally rendered on an Amiga in HAM mode [which permits 4096 on-screen
colours). They were then ported across to a PC and converted to MCGA 256-colour graphics. The
program then works out the angle you're viewing the ship at and displays the correct one,"

As you might guess, all this iiggery-pokery has had an inevitable negative effect on the quality
of the graphics, especially after they've been ported back over from the PC onto the Amiga for the
conversion. "The spaceships look a bit ropey at the moment," laments Nick. "What's happening is
because they were originally drawn on the Amiga, ported across to the PC, compressed by 20%,
then touched up by hand and then converted back to this 64-colour mode on the Amiga, there's basi-
cally been too many processes in the middle. You lose image fidelity all the way down the line. I've
asked Origin for the original ray-traced ships so that we can convert them directly to the 64-colour
mode from the original data."

be another of those twelve disk, endless-swap-
ping affairs so familiar of PC-to-Amiga conver-
sions from the States. Not so, according to Nick.
"At the moment it looks like being on two disks
because we're using a high-density disk format
I've developed: it gives something like one and a
half meg of data on a conventional Amiga disk
and that's before any data compression. All the
graphics are in my own data format which is high-
ly efficient for this sort of thing."

So why do some many conversions from PC
tend to be so painful on the Amiga? Sheer lazi-
ness? "American programmers have a funny way
of working," explains Nick. "They tend to devel-
op things for hard disk and the actual location
of data files isn't so important to them."

THE FUTURE TODAY?
Although Wing Commander is just three months
away from completion, it would have been fin-
ished a lot earlier but for the tragic fact that last
October Nick was struck down by a near-fatal
brain disease, Viro Encephalitis, which dramati-
cally drains the sufferer's energy and stamina. For
about a week Nick was effectively paralysed, Very
little is known about the disease or how to cure
it - the best the doctors can do is make the patient
is as comfortable as possible and hope that he or
she pulls through, Thankfully, Nick was one of the
lucky ones, al though its only recently that he's
recovered enough to work at anything like nor-
mal and he estimates it'll still be a good year
before he's working at the same intensity as he
was before the illness.

Nick has good things to say about Mindscape,
who were very supportive dur ing his illness.
"Mindscape held the project for me," explains
Nick, "I couldn't have complained if they'd taken
it off me because they had somebody else to do
it, But I don't think that there's that many people

who'd want to try. Most Amiga programmers
seem happiest with platforms and copper lists!"

Now that the project's pulling together, what's
been the reaction of those people who've seen it?
"Origin were kind of amazed by the whole thing,"
says Nick, "They weren't really expecting it. I t
wasn't the kind of thing they thought could be
converted at all, The people at Mindscape are very
enthusiastic about this project. I t was a risk for
them because if it hadn't looked alright then they
would have had to have scrapped it, But they're
really happy wi th the way it's turned out and
that's great,"

From what he says, Nick seems (understand-
ably) proud of his achievements so far. "I'll be
proud of it when it's finished!" he replies. "I think
it'll look really nice. Nobody does this kind of stuff
really, do they?"

NICK'S BACKBURNER
But what of the future? It's likely that the two
Secret Missions data disks will be converted onto
Amiga. And then? "I 'd like to do Wing Comman-
der 2 but I really don't see how you can do it on

P R O G R E S S

In the briefing room, details of the next mission's
requirements are explained to the player and the
computer-controlled pilots by the squadron leader.
The animations and cutting between characters
lends a 'cinematic' air to the proceedings, reminis-
cent of the pre-Death Star attack briefing in the
film Star Wars.

An example of the 3D tex-
ture-mapping that Nick's
been experimenting with
as reported in December
1989's issue of The Ono.
Although some of the
principles and techniques
used here were useful
when writing Wing
Commander, Nick essen-
tially had to do
everything from scratch.

Wu bloii this onu, and a million colonists on
Dahota p , J 9  the pried

Conversations are depicted wi th wonderfully-ani-
mated faces. The mouths move correctly accord-
ing to the words pr inted at the bottom  of the
screen, as if the character were actually saying
them, and the character's expression changes to
emphasise what's being said. Amazingly, there's a
good chance that some actual digitised speech
will make its way into the game!

floppy," sighs Nick, "It's just unmanageable, It's
a huge, huge program."

And what of Frak! 3D? Will it ever see the light
of day? And what of any other projects in Nick's
backburner? "You don't the half of what's on my
backburner!" laughs Nick. "There are loads of
things in lots of different areas, things I've been
doing for years. All of them are really, really nice
and really, really interesting. None of them you'd
believe, let me put it that way."

Having seen Wing Commander, I think I could.
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Learn a bit of machine code, boot
up your Amiga,  t ip-tap away at

the k ey board f o r  e igh t  o r  t e n
months and • Voila! - one hit game.
All you have to do now is sit back
and wait for the royalty cheques to
come flooding in. But the path from
concept t o  softwar e shel f i sn't
always smooth. Take The Carl Lewis
Challenge from Psygnosis, for exam-
ple. It didn't used to have anything
to do with Mr Lewis at all. Or Psyg-
nosis, for  that matter. Tony Love,
one of the game's three program-
mers, explains:

"Way back in the mists of time,
Dean [Les te r ,  Te que ' s  b o s s ]
approached Mirrorsoft and asked
them i f  they wanted an athletics
game, what with the Olympics corn-

The digitised footage was por ted
Into Deluxe Paint on a PC where Tony
Hager cut away the background
garbage to leave the fi gure (top).
This figure was then used as the
basis for  the fully-coloured anima-
tion frame (bottom).  Adds Tony!
"Ideally we would've videoed the
sports people using top-qual i ty
equipment and a high-speed camera
but obviously we didn't have those
sort of facilities. Basically we used
our camcorder to record the action,
which can cause problems. in some
cases you'l l  lose a leg or something
because it's merged into the back-

0  ground so it has to be retouched

in an art package and the miss-
ing limb added by hand."

•

W O R K  I N  P R O G R E S S

Hot favouri te in this summer's Olympic Tie-In Hurdles is this
sporty l i ttle number from Psygnosis. David Upchurch chats to the
game's developers Teque London during training.

ing up. They said 'Yes, that's a bril-
liant idea' and so we started work on
this Olympics game for them. We got
quite a way into that but then a, er,
certain 'fat man' took an early bath
and that was the end of  that,  We
looked around for another publisher
and Psygnosis came along. And so
the project grew from the Olympics
to The Carl Lewis Challenge.

"There are three ways of playing
the game," continues Tony. "You can
play it management only, arcade only
or both together for the full simula-
tion. If you want to do really good at

Up to four  people can play The Carl Lewis Challenge at the same time. For
events like the hurdles (shown here) or the 100 metres, players don't
compete at the same time but race individually against computer-controlled
players that behave according to the statistics of the other  players' athletes.
Each player's individual performance is recorded and after  all haven taken
part the race is replayed using these recordings so that the players can sit
back and watch themselves racing against each other.

the game you have to play the man-
agement section and learn how to
train your athletes before going on
to play the arcade section yourself."

Teque are very proud of the man-
agement section_ It's highly realistic,
mainly thanks to Olympic medal-win-
ning javelinist Fatima Whitbread who
acted as advisor on this part of the
project. According to Tony Fatima's
played the finished management sec-
tion and she's very impressed with it.
However, it's the arcade section of
the game that's the most innovative.

There are five events to compete
in: the 100 metres, the 100 metres
hurdles, the javelin, the long jump
and the  high jump. As you mi ght
have suspected, i t's a joystick wag-
gler; to build the athletes speed up
the player has to rattle the joystick
from side to side. The jumps and
throws required by some events are
effected by carefully-timed taps of

CaArtlibiLA

Although most of the game is finished now, Pete wants to spend the remain-
ing few weeks before the deadline arrives tweaking and polishing several
aspects of the game. All the background graphics are likely to be redone for
a start and Pete also wants to take advantage of the Arniga's full 32-colour
palette. As it stands Only 16 colours are used at the moment, al though the
use of raster-splitting on the name and score panels above and below the
main game window gives the impression of 24.

the FIRE button. Sport games like this
date back years to around the mid-
80s, when Konami br ought out  a
whole series of arcade coin-ops based
around manic waggling.

Tony makes no apologies for the
game's obvious inspirations: "We've
all played those games. I t's part of
qualifying for a job like this - it's got
to be on your CV that you've played
Konami's Track & Field or  Ocean's
Daley Thompson's Decathlon other-
wise you don't get the job. We were
mainly inspired by Hyper Sports, Kon-
arni's original button basher. It was
such a good game and this is where
part of  the game structure came
from. i know the genre's become a
bit jaded but I think we've found a
new angle on i t wi th the digitised
graphics; they're the key thing about
this project."

All of  the game's graphics are
based on digitised footage of real

athletes going through their paces.
It's the same way that the graphics
for Domark's recent coin-op conver-
sion Pit-Fighter were achieved which,
as it 'appens, was also programmed
by Teque London! Another  inspira-
tion?

"Oh yes, most definitely." agrees
Tony. "I  thi nk that  happens wi th
every project you do - a bit of it goes
into the next one.  We did a lot of
work experimenting with the digitis-
ing. Originally we videoed Pete run-
ning around the car park and used
that footage for the demo that we
showed to Psygnosis to show them
what the game was going to look like
- though obviously not with Pete in it!

"All the graphics • the runners, the
officials and trackside objects - are
digitised and retouched. Things like
the hurdles and the high-jump mat-
tress are filled polygons plotted in 3D
so that they scroll past correctly i t all
works quite nicely.

"The real aim of the digitisation
wasn't so much to have an exact digi-
tised copy of what was going on but
to use it as a basis to retouch it so
that the animation is exactly perfect.
Whcn you see the game you're not
meant to be looking at it and think-
ing 'Gosh, I 'm looking at a TV' - it's
clearly a video game but the anima-
tion is perfect."

One of the biggest tasks was actu-
ally getting the correct footage for
the various events. "We visited a local
athletics event and did some filming
down there," says Tony. "I also went
to Birmingham to the national sports
stadium where they had some big
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Each athlete's performance is based on four  statistics: agility, speed,
strength and stamina. These can be improved dur ing the management sec-
tion of the game by training in the weeks leading up to the competition.
Good stats are essential: in the 100 metres you can waggle until  you're blue
in the face but if you've got a low speed rating you'll get nowhere.

international sports meeting going
on. I had a trackside pass so I could
go down to film the athletes."

Although t he  use o f  digi tised
footage adds a great deal of realism
to the game, the technique does have
drawbacks. ''The main problem is
that we're using digitised footage of
real peopl e  doi ng r eal  events, "
explains Tony. "We can only make
them do what we've filmed them
doing. So, for  example, when you
press the FIRE button to go into the
throw then they go into the throw.
You can't actually affect what hap-
pens after that. You can't stop the
throw or  start the thr ow earlier -

you've got  t o  stay t o  t he  fixed
sequence. We've had to bui ld the
game's l ogi c ar ound our  fi l med
sequences. As it's turned out it actu-
ally works quite well."

The coding chores are handled
between Tony on the Archimedes,
Pete Jefferies on the Amiga and ST
and John Jarvis on the PC. Because all
the versions are being developed con-
currently, each programmer gives
something of his project to the other
two and vice versa. The resulting
game is essentially an amalgam of
everyone's individual work.

With such large graphics the main
problem on the  Amiga has been

JGE
-

-  _  Tedue London
Dean Lester (Concept)
Peter Jefferies, Tony Love, John Jarvis (Programming)
Tony Hager (Graphics)
Matt Fumiss (Sound)
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"The game runs in a frame [i.e. the
screen updates at a very fast fifty
screen times per  second] and the
main runner, who you control, is ani-
mating in that frame while the other
runners ar e animated every t w o
frames. So, basically the player you're
controlling runs really smooth while
the other players update less smooth-
ly."

The foreground and background
trackside objects all scroll past in par-
allax. "There's not actually a fixed
number of layers of parallax," states
Tony. "Wherever an object is placed
it's scrolled at the correct speed to
look good. The game window is 104
pixels high so I guess you've effec-
tively got over 100 layers of paral-
lax!" Whatever, the end result is visu-
ally very pleasing.

"The Carl Lewis Challenge is a real-
ly nice game t o play," concludes
Tony. "It's got everything - an arcade
element, a  management element.
There's a lot of depth to it. It's got
something for everybody. If you just
want to get in there and smash your
joystick up by waggling it like crazy
you can do that but if you want to
win using brainpower then you can
do that as well." With any luck we'll
be giving the game a thorough pre-race
medical next month, so stay in lane.

Pete Jefferies, AmigaTony Love (back) and
Tony Hager discuss the p r o g r a m m e r .
merits of digitisation.

• CARL L ?  WHO HE?
Who het? Why, arty the holed man ever
to run on Rod's good Earth! Hit of a top
man, Is our Carl. lithe 1984 Los Angeles
Olympics he won lour (count 'am) Cold
Medals for the 100 metres, the 200
metres, the long lump and the 4 x 100
metro relay and, in the process, achieved
new World itecords a both the long Meng
and the relay. Then, in the 1988 Seoul
Olympics Carl did Ii again, winning a Gold
tor the 100 metres as well as sme;hing
the World Record with a time of 9.92 sec.
ends.

A time figure of a man, indeed, and a
good choice for Psynosis's first ever
licence deal. However, it's only recently
that Psygnosis finalised the licensing
agreement and, obviously, having such a
big-name endorsement remits some rad-
IC31 overtatiling of the in-game graphics.
Essentially whal we're going to do Is

Change the lace alightly of the Player's
Clarecter In toe 100nt, the hirilles ail the
long jump to make It look a hit more Hke
Carl Lewis Is doing them," explains Tony.
"Then, lor the high JUMP and l ook you'll
tee tint there's actually a woman doing
those events • who': obviously not Carl
Levis, at least not as we know WI  11
might be bis sister or something - Jane
lowto In 'The Jane Lewis Clokeigitr

John Jarvis, PC pro-
grammer.
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you: Electronic Arts is widely recognised
to be THE biggest publisher of Megadrive

cartridges in the world, to the extent of which it
practically "owns" the entire market. With the
American giant pumping more and more of its
resources into its increasingly-lucrative Sega oper-
ation, it can come as no surprise that some of its
best titles are now appearing on this format first.
Names like EA Hockey, Road Rash and Desert
Strike are unlikely to mean much to the average
Amiga man in the street, but to any Megadrive
owner they're household words as some of the
best titles the machine has seen.

Amiga owners might find it somewhat depress-
ing to learn that one of the largest publishers for
their machine seems to be paying more attention
to the console side of things, but EA's taken steps
to ensure that this won't be the case. It's recent-
ly laid the foundations for its own in-house pro-
gramming team in its Langley offices, the prima-

The man who
ry job of  which is to convert the pick of the
company's Megadrive crop to the Amiga, The first
game to get such treatment, John Madden Amer-
ican Football (one of the most successful console
titles EA has had), is currently riding high in the
top ten, and there are plans for more.

Currently the "team" consists of just two peo-
ple, led by ex-student Gary Roberts - the man
behind the  conversion of  Madden and now
responsible for converting the super-
selling Gulf War blaster Desert Strike.
Gaz took time out from his busy
schedule to chat to us...

How di d y ou ge t  star ted pr o-
gramming? Any particular games
that influenced you?
I started out writing little games on
my BBC Micro a few years back, then
went to take a Computer  Science
course at college - which I nearly got
kicked out of, because I wrote an on-
line Dungeons'n'Dragons type game
that clogged up the main computer
because everyone was playing i t at
the same time! After that I went on
to do some serious programming
work at IBM. but it was the games
side of  things that I  was always

more interested in. So I sent my
work o u t  t o  publ ishers l i ke

Ocean and Electronic Arts, had a few interviews.
and now here I am.

How do things work at EA? Do you pi tch for
projects, or  are you simply given work to do?
Well, Madden was happening just after I started
working there, so it was just a case of them say-
ing to me "here's a football game, do it", and I
did it. But for this new project I was given the

With John Madden proving to be a surprising chart
success and now Desert Strike on the way for Christmas,
we could well be seeing an avalanche of EA's Megadrive
titles making their way onto the Amiga - not a shabby
proposition at all. Possibilities for future conversion
include EA Hockey (written by the same team, it's the
pseudo-sequel to Madden), super-violent bike sim Road
Rash and maybe even John Madden 92, the official follow-
up. Flick over to the News pages for further details...

choice of three - EA Hockey, Road Rash or Desert
Strike, and I chose to do Desert Strike.

Why did you choose that one?
I'd seen all three games, and I just like Desert
Strike the best. It's got all sorts of possibilities for
the Amiga - I know that it can be made better.
And don't forget it's the biggest-selling Sega title
that EA's ever had,

Do you find it easier if you're doing a conver-
sion, to be working from a game you like in
the first pl a t e
Yeah, that's sort of what happened with John
Madden. I joined EA and was told to do this foot-
ball game, so I sat down and played it first and
really enjoyed it. I didn't know the sport at all
before I started on Madden, and now I'm really
into it - I'll go and watch the London Monarchs
when they're playing - so it was that game that
really got me into the sport.

ade
Having worked wi th both,  how do you rate
the Megadrive against the Amiga?
Technically t he  Sega's go t  bet t er sprit e and
screen-handling hardware, but I haven't been too
impressed by the sound at all. The Amiga's a bit
more of a flexible machine for doing different
types of  games other  than the Sega's arcade
shoot'em-ups and platform games. One of the
hassles of converting from Megadrive to Amiga,

which w e ' r e  experiencing w i t h
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keeping up the frame rate and com-
ing up with good scroll routines so
that i t feels and plays the same,
There are all sorts of tricks you can
do. Amiga Madden,  for  example,
only runs at about half the frame
rate of the Megadrive version, but
the code's been re-written so that
it still takes the same time for  a
sprite to run from A to B.

What do you set Out to do when
converting a  ga m e ?  J us t  a
straight c o p y ,  o r  a  m o r e
enhanced version like John Mad-
den?
Well for Madden I didn't want to do
a straight conversion, I'd rather alter
things as I went along. That's why
the Amiga version has all the new



As the fi rst member of Electronic Arts'  brand

new in-house development team, Gary Roberts is
the man responsible for bringing the company's

top Megadrive games to  the Amiga. A fter a
debut Number One with  John Madden American

Football, he's n o w busy converting the block-
busting Desert Strike in t ime for Christmas. Gary
Whitta caught up with  h im for a b it o f a natter...

front-end stuff, which was my own idea. Also, the
sequel (John Madden 92) was being done at the
same time, so we were able to "borrow" some of
the ideas from that, like the different pitch types
and so on.

What kind of things are you hoping to do with
Desert Strike?
Well, there's not much you can do with the game-

play, because it's so good already. But we're going
to be doing a lot with the graphics, beefing them
up to 32 colours, and also the sound.

What kind of  guidel ines do EA set? Are you
told not to fool  ar ound wi th the design too
much?
Basically I'm given the freedom to do whatever I
want, within reason

4 O N O N E

1 1
One of Gary Roberts fi nest,  yet least-known
creations, is a very nifty Public Domain game
by the name of Tans. Responsible for  many a
lost hour  in the old ACE office, i ts a simple
game where too Tanks fire sheik at each
other until one gets blown up • it was inspired
by a similar game Gary used to play in his BBC
days. Today it's widely available on the PD cir•
cult as par t of various game compilations, and
we'd strongly advise you and a mate (i ts two-
player only) to check it out if you car..

Apartf r om the game itself, what kind of mate-
rial are you given to wor t from?
As well as the finished game cartridge, we're given
all the source code for the game, along wit h the
graphics and sound files_ And we can also get in
contact with the game's original authors, who can
be very helpful with problems

Are you happy at the moment just to do con-
versions?
At the moment  I am, yeah, but  I don't  want  to be
doing it  all my  life. We've got  an original project
that I'm going to be doing after Desert Strike for
next year. But that's very secret so I can't say any-
thing about  that at all.

A T T E N T I O N  R E A D E R S !
•

Every month in rhe One On One we intertnew a top com-
pany or personality  in the Amiga games scene - we'v e
already featured Team 17 and now top EA coder Gary
Roberts - but hey, we don't always know who YOU wan
tto see put under the grill. So. drop us a line at The One (On
One), Priory Court, 30-32 Farringdon Lane, London EC1R
3AU, telling us which people or companies you'd like to see
mterviewed, along with any particular questions you'd like
. .

to pose them. Over the coming months we ll be spotlight-
ing the most popular chokes, along with some of our

0  own. So get scribbling so that we can get grilling!
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PROJECT-X
Each contestoot to olas One haw an when's all said
done, the points are awardei os such The player with the
highest score gets five goons second place gels three, thrd
rdwis is awarded one point nal Mot place gets zero.

to.

SENSIBLE SOCCER
With lour plovers, this round works in semi final and final
stages, with semflinal opponents selected tiy a random
draw The ultimate winner is awarded live mints the losin
feudist is awarded three There is a third, olace oloy-off for
the losng ionnutinalsts. The olay-ed wavier earns a pet,
awl the loser gels DOWI•

JAGUAR XJ220
like Sensible Soccer
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r a n d o m  
d r a w  
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nents tor the semi finals which involve a two-player race
over Me tint track The first to %nab tin
, r a c e ,  
r e g a r d l e s s
of anything else, is the winner. The two semi-linai winners
play in the Mal over the same track, with the same pens
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ULTINIAT
S ince the dawn of time, man has reached for the pinnacle of athletic excellence. And never

has such grace, such power, such sporting gallantry been displayed than on Wednesday the
3rd of June 1992 when, somewhere in London, four gaming titans crossed joysticks to decide,
once and for all, who was the Amiga's Master of the Universe.

The quartet who every month perform the ker-razy task of producing The One • that's Jim Dou•
glas (Editor), David Upchurch (Deputy Editor), Gary Whitta (Staff Writer) and Jim Willis (Art Editor) -
were the four contestants in a competition played over three rounds. The objective, to find a gam-
ing champion good enough to put up against the very best challengers that our army of readers
could offer. So without further ado,_

LET BATTLE COMMENCE!
RO UND ONE: PROJECT-X

And so we begin. After a quick toss
ing session (with coins), it was
decided amid much whingeing that
the boy Willis would step up first.

And wha t  a p it i f u l performanc e!  Willis  t ec hn ique
in the main event proved disastrous, losing him
two lives in quick succession. From then on things
could only get worse. Some hopeless mistakes
combined wi th the game's ferocious difficulty
resulted in Willis's GAME OVER message flashing
up with a measly 7600 points on the board.
Next up was Upchurch, flexing his digits and trum-
peting confidently. He went on to put in a fine per-
formance, notching up an impressive 1200 with
just his first life. Unfortunately, he committed the
cardinal sin of losing his extra weapons on Level
Two and never really recovered from the pasting
he received. Final score, a not-bad at•all 13400

Much was expected of Whitta, who raced through
Level One, only hitting trouble midway through
Level Two. Never much good against those silvery
mushrooms, Whitta bit the dust twice in the same
section, then progressed some more, only to be
vanquished by the end-of-level guardian. Final
score, a shining 24800. But could Douglas topple
It?

Knowing what he had to do,  Douglas steered
effortlessly through Level One, but came a crop-

-{
per almost immediately after entering Level Two.
Losing his arsenal severely diminished his points
potential, and finally had to settle for a pleasing,
if not round-winning 16300.
WI N N ER : GAR Y WH I T T A (5  POI N TS)
2 NO: JI M  D OU GL AS (3  POI N TS)
3 TH: D AVI D  UPCHURCH (1  POI N T)
4 R D : A M  WI LLI S 10 POI N TS)

RO UND TWO : J AGUAR X J 2 2 0
The semi-final draw pitted the two
Jims together, leaving Gaz & Dave
to battle it out. In the Jim-V-Jim
race, Douglas looked like he might

well sew it up early, but then Willis came back
with a sterling bit of steering. The entire second
half of the race was spent with the two bashing
into each other like some high-tech chariot race
Finally, it was Douglas' aggressiveness and good
looks that won through,  a final shove pushing



G A M E S  C H A L L E N G E  C O

CHALLENG

This month sees the start of a new feature
- The One Challenge. Every month, we'll  be
inviting a reader  to go head-to-head with
a member of The One team in a no-holds-
barred games challenge. B u t  before  w e

could go ahead with such an
impressive venture, we  fi rst
had to  decide who  was our
most worthy champion...

1
•

THE CONTESTANTS
JIM DOUGLAS
Svelte Jim, 22, reckons himself as a bit of a top
gamesplaying boy, and well he should be after
so many years of gaming, first as an amateur
plebe with his BBC Micro at home, then in the
service of such fine periodicals as CEING, Sin-
clair User, ACE and now The One. "I just feel
proud to be here," said Jim at the weigh-in. "I
just want to do my best, and the Good Lord
willing, things will work out."

DAVID UPCHURCH EI.Sc (Hons)
The burly 26 year-old brainbox claims he has
a very special advantage in this challenge,
being the only one to boast a  University
Degree in Astrophysics! His gaming career
began in 1980 with an Atari VCS. Since then
he's "progressed" through a Spectrum, C64.
Atari ST and now an Amiga. His gaming cre-
dentials are chilling, being the only person in
the office to complete Rainbow Islands and
see the full ending without a cheat.

GARY WHIITA
At only 19, Gazza is by far the youngest con-
testant, but  arguably packs more gaming
experience than anyone. Starting in 1978 with
a Binatone console, Whitta raced an Atari VCS,
Spectrum, C64 and now an Amiga. The prover-
bial cockney barrow-boy come good is a list-
ed international expert in Kick Off, Lotus and
Paradroid. Now that he's reached this zenith
of gaming excellence, Gary says "they won't
know what's hit 'ern. I'll pick up the joystick
and next thing they know, they'll be waking
up with a crowd around 'em."

JIM WILLIS
Typical for a mao with a college "education".
Jim Willis may have an astoundingly slovenly
attitude to work, but when it comes to wield
-ing a joystick, he's no nancy-boy. A real mas-
ter at the Macintosh classic Crystal Quest
among many others, the 26-year old lad from
Frodsham certainly knows his way around
most Amiga classics, even though his experi-
ence may be shorter than the other contes-
ta nts



G A M E S  C H A L L E N G E
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Willis into a roadsign and leaving the Ed clear to romp
to victory.

With Gaz'n'Dave, things were equally taut. There was
nothing between them in the first few laps, with Dave
maintaining a minuscule lead throughout,  although a
serious pile-up in the latter stages allowed Whitta to
scream ahead. A good recovery just about restored
Upchurch's chances of  victory, but  even though he
gunned on the final lap, Whitta took the flag easily.
So, Whitta meets Douglas in the final. Again, hardly
anything to separate them for much of the race, until
Whitta got hopelessly caught in the pack on an S-bend
and wasted valuable seconds. Douglas reaped the div-
idend, roaring through the final laps and leaving
Whitta with no chance as he tore across the finish
line a full fifteen seconds ahead.

The play-off was a bit of a non-starter. Willis bare-
ly made it around the course in time, and Upchurch
failed to qualify altogether in a pair of miserable
performances. In the end, Willis won - if you can

call it that.

WI N N ER : JI M  D OU GL AS (5  POI N TS)
2 ND: G AR Y WH I T T A (3  POI NTS)
SRO: JI M  WI LLI S (1  POI N T)
ATI I : D AVI D  UPCHURCH 10 POI N TS)

ROUND THREE: SENSIBLE SOCCER
So, onto the final and ultimate challenge.
With Willis and Upchurch languishing well
behind, they knew they had to pull some-
thing a bit special out of the bag here and

then the two losers were drawn against each other in
the first semi-final' Being paired against Douglas
delighted the youngster - capitalising on
Douglas's inexperience, he  hammered
home three in the first half, and another
two after  half-time, The dumbfounded
Douglas would have to settle for the third-
place play-off. Final score, 5-0.

The Wills/Upchurch match was a suspenseful
affair, with several goalmouth incidents and
no less than three bookings (two for  the

spiteful Willis). Eventually it was Upchurch who tucked
one in a minute before half-time, destroying Jim psy-
chologically. To his credit, Willis fought back well, scor-

,•., i ng one of his own, But Upchurch just
laughed and thundered another two into
the net, Final score. 3-1.

So, t o the Upchurch/Whitta final,  And
what a game! Three goals in the first ten
minutes put Whitta 2-1 up early on. Unfor-
tunately he then got a little over-cautious,
bringing Upchurch down near the goal
and conceding a  penal ty tha t  Dave
knocked in with breathless ease. Into the
second half at 2-2, and Whitta decided he
was having no more of it. A thundering



push forward resulted in t wo goals in quick succession,
which Upchurch countered with a lucky strike of his own.
Finally, just before the whistle, Gaz sealed it  with a fine
header. Final score: 5-2.

The third-place play-off was a bit  of a scruffy mess, with
the vindictive hatchet-man Willis against the frustrated
Douglas. By the end of three minutes, the game has dete-
riorated into more of a streetfight than a football match,
with three sendings-off and t wo bookings. In-between

the brawling Willis managed to slot in a lucky
goal. securing him third place.

WI N N ER : G AR Y WH I T T A (5  P o qdrts)
2 ND: D AVI D  UPCHURCH (3  POI N TS)

3 RD: JI M  INILLIS ( I  POI N T)
4 TH : JI M  D OU GL AS (0  POI N TS)

THE F I NAL SCORES
GAR Y WH I T T A -  I  P O I N T S
JIM  D OU GL AS -  9  POI N TS
D AVI D  UPCHURCH 4  POI N TS
JI M  WI LLI S P O I N T S

___________

So, Gary Whit ta is proclaimed the
ult imate victor, with a fine total of
13 points. Douglas' effort, it has to
be said, was excellent, but  we have
to say  t hat  Upchurch and Will is
might  as well not  have turned up.
While leaving amid a mass of rot-

ten f ruit - t hrowing,  t hey  were
heard t o say "there's  always

next y ear ! " What ,  t o  ge t
beaten again?

G A M E S  C H A L L E N G E

NOW IT'S YOUR TURN!
Now we have a The One Champion, we throw him open to YOU. Yes, YOU! This is yotr chance to
topple Whitta, smug little git that he is, and we know there's enough talent out there to give him
a proper trouncing. So come on, throw down the gauntlet! Name the game, and Whittall take you
on. Not only will you get to sort him out, but you'll also meet The Otlb team, see the offices, get a
load of free software (11 you win), and generally have a spill
-
mg t i m e .  A n d  o f  
c o u r s e  t h e  
c h a l -

lenge will be chronicled in the following issue of The One, so win or lose, you're destined for inter
national stardom. Send your challenges to I SAY WHITTA'S A SOFT TOUCH, The One, Priory Court,
30-32 Farringdon Lane, London EC1R 3AU. Tell us your name, age, address, phone number and
challenge game and also tell us, in no more than 50 words, why you think you'd be a worthy
challenger. This is your chance for glory. Take it now!



TAattw.i.,-.1. alb •  -
; • • • • . .  
-  •

OCEAN 561\4/ARE LIMITED 6  C.ENTRAL
-
STIZER:
-

--

,  JELEPHIONE_,'OCI-,842iWr-
- E A M R 1 4 )
-
8

'
▪ • • • •  .  . • •  • • •

4 1
,

•-•

a.

. • • • • • • • •

• -

•  • • • • •  -

▪  •  •  1
,
2

••••

• 1
1 1
% ,  
-
•
•
•
•
•
•
•  
„
c
c
.
.  
%

-
Z
s

- - •••  •  — 4 . .

5391r,-5Ntf - .a t
— - •-••••• sz*itc



REV
42 Lure of the Temptress (Virgin)
46 Spoils of War (Internecine)
48 TV Sports Baseball (Mindscape)
50 Starush (Ubi Soft)
53 Monkey Island 2 (US Gold /Lucasfilm)
75 European Football Champ (Domark)
76 Ishar (Silmarils)
79 Risky Woods (Electronic Arts)
84 Striker (Rage)
86 D/Generation (Mindscape)
88 Cool Croc Twins (Arcade Masters)
90 Graham Taylor's Soccer Challenge (Krisalis)
92 Championship Manager (Domark)
95 Hook (Ocean)an

1
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All elements of  our games are rated out  of  a possible
maximum score of  a hundred. But wha t  do the scores actually
mean?

0-25 R u b b i s h .  Offensively low quality.
26-49 B e l o w  average. Not acceptable by today's

standards.
50-60 A b o v e  average. But still plenty  of  room for

improvement.
6 1
-
7 0  
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way perfect.
70-80 P r e t t y  smart. Above accepted standards.
81-90 E x t r e m e l y  good. Top notch impressiveness.
90+ S i m p l y  excellent. Breathtaking.

THE OVERALL SCO
Obviously, a t  the end of  the day, whe n all is said and done,
the Overall figure is the  best gauge as to whether  the game is
any good or  not. While  representative of  the elements, it  is
not an average of  the other  scores. That's why  it  isn't called
THE AVERAGE.

JIM DOUGLAS
What a razor's-edge existence the one they call Jim
has been living this month. Not only has he been
pounding out hundreds of miles down rain soaked
motorways on his new motorcycle, not only has he
been reviewing all the latest crotch-searingly
exciting software releases, but he's instantly
elevated himself to the very top of the A-list of
hard-bitten rebel geezers by learning shorthand.
But don't be too frightened. He's a softie at heart.
DAVID UPCHURCH
Dave has had an equally pulse-quickening month
Nving on the limit. On the very same day that he
had his adrenal glands run dry while reviewing
Starush, his lovely lady took him (as a special beat)
for a white-knuckle rally stage/demolition derby
through the streets of East London. "I t was the
most enjoyable experience of my life," confided
Dave, "and I certainly hope that Allison will be
taking me out in the car a lot more frequently."
GARY WHITTA
By contrast to all this excitement and testosterone,
lardass Whitta has done absolutely nothing all
month. Oh no. That's not really true. He did have to
open the door to the TV repair man the other day,
which was quite a harrowing experience. "I
couldn't believe it," said the incredulous
blubbergutsr "he gave me this replacement telly
while my other one got mended, and not only did it
have a smaller screen that my own, but the
batteries in the remote control were a bit dodgy
and I nearly had to get sip to change the channel!"

JIM WILLIS
A similarly non-stressful month for The Shirker.
Willis is so lazy that he can't even be bothered to
get his hair cut these days. He has now successfully
wrestled the "I  Can't Do That Because..." crown
from lardy Whits and It is a popularly held belief
around the office that Jim will shortly become a
black hole due to his lack of movement & creat-
ivity. Needless to say he has reviewed nothing,
again.



What's this? A home-grown graphic adventure to rival the
likes of Lucastilm and Delphine? Gary Whitta  finds out i f
Made in Britain still means something these days...
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old days. When men were men,
when everything around here

was all fi elds and when adventure
games used tex t  and,  i f  you were
lucky, hor r ib le  l i t t le  eight -c olour
graphics. Ah, those were the days all
right !  L ik e i n  Mount ains  o f  Ket ,
where the spell used to destroy the
wall in Mint  Condit ion was  called
Polo. Like in The Hobbit,  where you
had to stand on Thorin's shoulders to
escape f rom the goblin's  dungeon.
Just writ ing about it brings it  all back
again!

These days, of course, everything's
changed. Adventures are still going
strong, but  instead of laborious and
often intensely frustrating text input,
we have t he  likes  o f  Lucasfi lm's
SCUMM, Delphine's Cinematique and
- as of this month - new team Revo-
lut ion's  Virt ual Theatre system t o
present and cont rol t he on-screen
action. Virtual Theat re - a s light ly
hoity-toity  name for what  is essen-
t ially  a very clever adventure game
driver, but  we'll forgive it - has been
used for the first t ime in Lure of the

Temptress, a  medieval fantasy
tell s et  i n  t he  s ort  o f  dun-
geons'n'dragons wo r l d  t h a t

we're all well familiar with by now.
The story is typically typical - the

hero is a young chap called Diermot,
who is plunged into the centre of  a
war when Selena, the evil temptress
of  the t it le, and her army of Skorls
(horrible pig-like warriors ) k ill t he
King in battle and seize control of the
land, During the bat t le the Skorls
also captured you and locked you in
their deepest, darkest dungeon. it 's
when you wake in said dungeon that
play begins. From this unlikely start-
ing point it's your job to free the peo-
ple of  Selena and her snout-nosed
bullyboys. Think you can handle it?

$ B b

41
1
1
t 
d
e
n
t  
A
r
o  
•

410 414 40% I F  ,

I •  Ai 1 a t  di I I  0111p4
1
,

44 4 1 • 1 1 0 1 1 r  or• dort l b *  a l l  e m
s  I
,

l i n t t l i t h ,  /
• onip b
y e  
. ;

So, after  the introduction the game starts
in earnest and its up to you to get out of
trouble. An impregnable cell wi th no
objects, a window too high to reach and a
door thr.t's securely locked. The Skorl
guard outside the door isn't taking any lip,
either. Could this be the first ever one-loca-
tion adventure game. Actually no, you can
escape with the help of the torch on the
wall. it's not as securely held in place as it
l
o
o
k
s
.
,
.

Much of the game's storyline takes place
within the town, which is made up of
dozens of independent flick screens.
Initially many locations are kept beyond
the player's reach by means of locked
doors and the like, but as you progress,
meet characters and fi nd your way around,
the game area gradually opens up to you.
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In Lure s first section, the objective is to escape not just from your dungeon
cell, but from the castle itself. In doing so, you'll  get your first proper taste
of how the game system works by experimenting with objects and talking to
a couple of characters. The putties that stand between you and the rest of
the game at this stage are thankfully pretty easy, serving more to get you
into the swing of things than anything else.
Mi tt)  The story background unfolds while the game loads, setting the scene
via some moody silhouetted animations interspersed with explanatory text.
It's all a bi t serious and a little OTT in places, but it does the job of dropping
the player into the start of the game well.

NIPTIR

Though the town is crawl-
ing with Skorl and every-
one likes to keep their
head down, there are allies
to be found about the
place. The blacksmith, for
example, provides useful
clues and info from the
privacy of his forge. But
don't get talking to his
mother over there in the
rocking chair s he  could
bore the hind legs off a
donkey with her inane and
long-winded fairytales.

all the wor lds a stage
In most adventure games computer controlled
characters seem to follow a script, arriving,
departing and saying their lines seemingly on
cue. The idea ol Virtual Theature is that the
game's supporting cast et 30 odd characters
behave realistically, wandering around the city
and going about their business regardless ol
where your actions may he driving the story.
Even swill playing sessions reveal evidence ol
this system at work, especially in the busy area
ol the town where the almost random activity
gives a leeling it proper city Rte.

R E V I E W

You'll notice that,  unlike lucastilm's efforts, l ute  of the Temptress doesn't
give up a section of its screen area to a command/inventory panel. All menus,
prompters and windows are kept hidden until  summoned, so it's a lot more
like Delphint's system in that sense. Objects and people are identified when
you point at them, and clicking brings up a relevant menu of commands,
Instead of having to wade through the entire command list, only those
appropriate to what you're doing are shown. For example, click on a door
and the only commands available will be look, open, close, lock and unlock.
It makes matters less muddled wi thout actually making puzzle solutions too
easy to spot.

SS
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Lucasfilm, Delphine and, to a lesser
extent, Sierra have had the graphic
adventure market sewn up for far
too long. I feel slightly guilty, but I
have to admit that i didn't expect
much of this so-called home-grown
giant-killer - I foresaw something
that, like this month's Hook, had
fine intentions but didn't quite cut
the mustard. Fortunately, Lure of
the Temptress is every bit as profes-
sional and polished as anything the
Americans and French have been

able to offer us recently - if not
more so. I ts  best compared to the
Delphine range of games like Future
Wars and Operation Stealth, as they
share a lot in terms of control

method, graphical style and general
approach. But at the end of the day
It's Lure that's got the edge, and I'd
wager it's mostly because the game
is British-made. Unlike the

Americans who develop on PC then
port over to Amiga almost as an
afterthought. Lure's programmers
knew how to best use the host

machine - that's why there are
almost no disk-access headaches and

constant floppy-swapping to put you
off. The game's impressive user-
friendliness is undoubtedly one of its
strongest points. As to the actual
content, Lure is, i f anything, a little

too serious and sombre for my taste, and though much has
been made of the intelligent characterisation, I think
Lucasfilm's games boast the more interesting characters and
interaction sequences. I had some trouble relating to the
characters - maybe it's because they're smaller than, say,
Guybrush or Indy, maybe it's because the actual dialogue
Isn't as colourful and engrossing. Whatever, this is only a
minor quibble with what is otherwise a first-rate adventure

- one that, through use of fine graphics and sound creates a
great sense of "being there" and will keep genre fans
happy for many a long month.
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Another aspect of Virtual Theatre is the way conver5atiOnS work. There's
nothing vastly innovative, al though the interaction is noticably more sophis-
ticated than in many similar games. There's little new about the concept of
characters having individual personalities, but in Lure i ts  a touch more con-
vincing, wi th people not only reacting realistically to your statements
(selected Lucasfilm-style from a shortlist), but also remembering past con-
versations and behaving accordingly - so if you're particularly nasty or rude
to a character, don't expect him to be very helpful to you later on.

Another interesting aspect of Lure's
sophisticated parser is the ability to
convey incredibly complex commands
to the game's other  characters.
Providing they're willing to comply,
you can program them like a BigTrak
(remember those?), sending them oft
to different locations to perform any
number of tasks in sequence for  you.
I ts  an invaluable feature later in the
game when sometimes the only way
to achieve a certain task will be by
getting sc,meone else to do it for  you.
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Okay, i t should be clear enough w .
Spoils of War is absolutely unsu f o r
many Amiga gamesplayers. It's far too
unfriendly and complicated and muddled
to be made sense of by anyone other
than a die-hard wargaming nut.  The game
dynamics are largely sound, but are so
sinfriendlily presented to the player that
constant ref eral to the manual is neces-
sary in order to have the vaguest idea
about what is going on. Probably the best
parallel I can draw between Spoils of
War's interface and a more universally
known game like Powermonger is the
similarity between taking part in - as
opposed to watching.  a marathon.
Watching a marathon is entertaining and
exciting. And watching the results of an
astonishing number-crunching routine go
through its paces is equally fab. But actu-
ally running a marathon and having to
endure every pounding step, watching
every paving stone go by - that's another
matter entirely. Because a game like
Powermonger never really lets the player
get r ight into all the grubby regions of hi t
points and movement tables, it doesn't
let him get bogged down wi th them
either. And the argument that wargames
on computer don't need pretty graphics
to be fun is, frankly, rubbish. It's like say-
ing that movies don't  need to be filmed
nicely, as you can still tell what's going
on in the story just by listening to the
words. It's a sham.  that such a smart
original idea as exploring new worlds
should be so badly hamstrung by crappy
and unfriendly presentation.

1Now our  player is trying to buy some supply units. Couldn't you guess?
deciphering the ingenious code of arrows along the bottom of the
reen, he will try to purchase some items which will be generally

1 for  ta t  party under  the control ofl i m e ne r a l  at this lucid'

(Above) Incorrect Assumption In
Games Design No.1: People who like
playing war games don't mind if
they look like a dogs  dinner which
has been kicked out of its dish and
stamped into the carpet. Spoils of
War's absolutely fine game mechan-
ics count for  very little when
obstructed by such awful visual pre-
sentation. Continual referral to the
manual is necessary, since virtually
every word on the screen (Icons?
What icons?) has had to be abbrevi-
ated in order to be crammed into the
space available.

(Above) The programmers have gone
to enough effor t to allow the mouse
to be used in conjunction with the
keyboard for  reasonably swift use of
the command mechanism, but not
enough to help the player along one
iota. There's so much detail in the
game, and fantastic scope for  long
term strategic fun (exactly what it's
designed to do) that its criminal that
it should be made so unappealing to
such a large por tion of the market.
No wonder  wargames are still fl oun-
dering in a niche when it comes to
software sales when they do noth-
ing for  their own cause.

Is there room in the market for a wargame
for absolute purists? Internecine clearly
think so, but Jim Douglas isn't so sure.
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an interesting one. The player(s)
are presented with the challenge

of exploring the New World and claim-
ing for themselves as much of it as pos-
sible_ I t 's  a  wargame in t he classic
sense, with the player's troops follow-
ing movement tables and the battles
fought in great strategic detail, It might
look like a dog's dinner, but  it doesn't
matter, because people who enjoy this
sort of game aren't bothered with that
sort of thing. At least, that seems to be
Internecinets rationale.

In the early stages. everything seems
to be going rather well, with a pretty
intro sequence setting the scene and
some excellent music  conjuring u p
appropriate feelings of exploration and
taming wild frontiers.

However, the f ront  end belies the
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true nature of the game, which is con
fosing to say the least. Nothing speaks
for itself, Everything which appears on
the screen needs to be checked in the
manual before it can be comprehend-
ed. And the manual makes you feel
about as welcome as a leper at a bob-
bing-for-apples party.

The result  o f  such a  bare-bones
approach (just look at  the pictures) is
that all the excitement must be con-
jured up in the players head. just like
playing a wargame on paper.
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, A  young ti1m e h a s  had his film stole krom i s  cutting
room the r e  the film's premiere. You r task is to search

six different movie sets ranging from black and
white, science fiction and horror levels through to cartoo -

western and fantasy sets to retrieve the stolen caniste

SCREEN SHOTS TAKEN FROM
AM I GA VERSION

Will you find the stolen film before the
Premiere?

r ,

AVAILABLE ON COMMODORE
AM M A I I  M EG ONLYI

Tradewinds House. 69/71A Ashbourne Road. Derby, DE3 3FS. Telephone (0332) 297797. Facsimile (0332) 381511
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Yeerrr out! Just when you thought they
were dead and buried, Cinemaware returns
wi th  its long-awai ted third instal lment in
its popular sporting series. Self-confessed
Costner-lookal ike Gary Whi fta lets i t pitch
to him...

p roducing a playable and authentic simulation of any sport is by no
means easy, but getting people to play - and enjoy - a simulation of
a sport they (a) never understood and (b) didn't even liked in the

first place is an achievement indeed. For achieving such a heady goal not
once but twice over the last few years, American games pioneer Cine-
maware deserves special credit. 1989's superlative TV Sports (American)
Football worked wonders for my appreciation of the sport • one I'd never
had much time for until Cinemaware's classy interpretation came along.
The same can be said of the follow-
up TV Sports Basketball, another fine
and opinion-changing simulation of
what had, to me, always been rather
a dull little game.

Since the company's glory days at
the turn of the decade, however,
things have gone a bit downhill. The
"interactive movie" people disband-
ed just over a year ago, leaving sev-
eral products stranded in mid•devel-
opment. Fortunately, the remnants
of Cinemaware's team did manage
to finish the third game in the TV
Sports series, based around that
equally confusing American obses-
sion, Baseball, Recently released in
the States as the official Bo Jackson
(v.good baseball star) licence, i t's
now over here, with the TV Sports
moniker rightfully attatched. Like
the two games before it, it's essen-
tially a sophisticated arcade-based
interpretation of the sport, with the
emphasis on authenticity, playabili-
ty and, as always. TV-style presenta-
tion.
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Players choose from 26 teams. In an
exhibition game, simply pick your

0  team and opposition. In the

league up to 26 players can play
in a season lasting 162 games.

LEAR AS E RALL VERY QUICKLY( i v
It's like Rounders, onTy more cumplicated. Each team has mite men. The Intield

consists ot a diamond. with a "base" at each point and the pitcher e the i
elle You bat from home base, then run round first, second, third then back to
home, which scores one run. there's a Midsr en each base. it the ball gets
to him belore you do, you re nut. if you tut the bag and it's caught before

landing, you're out. It the uncgsr gets the bell past you three times (called
strikes), you're out. if you lilt the gall right out of the park, it's called a homek
run and all runners on base; get to stroll home. The game consists ol nine
innings, each split into Mg ki n where teams take lurn batting and heldmg,

When three batsmen are oat, play switches over and se on. The team
most runs at the end 01 the OM inning wins I l e  end.

B  0

0  g lp

Whether you're on the mound or at
the plate, things are far from easy. As
pitcher you have a small armoury of
different throws at your disposal -
fast ball, curve bail, etc • and the
pitch is aimed by stopping a small
icon as it slides back and for th across
the plate area. In theory it's simple -
in practice, coming up wi th a pitch
that's both legal (i f it's too wide in
either direction it's declared a "ball" -
four of those and the batter  gets a
free walk to first base) and good
enough to outwit the batter  is tricky
to say the least. Batting might sound
simpler, but you can be assured it's
not. Success is a combination of posi-
tioning your man prior to the pitch
(he slides around easily in his little
square), timing the swing so it con-
nects wi th the ball, and hi tting the
thing so that it doesn't make an easy
catch for  some rookie infielder.
Whoever said this game was easy?

/4

1



tt41

• ..Ais.-- I :a ssa ika ., 1 w , a -
-d lika xx, .6 ..1 6

So, w i th all formalities out of the way, it's Out onto the
ballpark. Essentially, the action is viewed from two major
viewpoints - during the batting/pitching stage the cam-
era is positioned directly behind the plate (where the
batter  stands), with the pitcher in the background. Then,
once the ball has been hit, the viewpoint cuts to a
scrolling representation of the infield (the area inside the
diamond) and outfi eld, where fielders are controlled and
all the running takes place.

•

All the fun of the ballpark is encapsu-
lated by TV Sports Baseball's impres-
sive sound. Apart from the standard
crowd cheers and "thud,  donk" spot
effects, a sampled American voice is
used to call various pieces of infor-
mation, "strike one, you're out M C
as well as describe hits - "deep
drivel", "Toss-up!".  "Grounder!" and
so on. Most impressive, though,  are
the snatches of the tacky Organ
music that have become synonymous
with baseball around the world.

No TV Sports game would be complete wi thout a chunky
ex-player presenter to provide the pre-game spiel, and
Baseball is no exception. Though he's slightly less well-
groomed than his two predecessors in the series, Bob
McGill is nevertheless a fi ne anchorman, presenting the
two teams and giving any relevant information before
the cameras pick up the action on the infield.

With a game like Baseball,
some kind of management
element is unavoidable, and
th o u g h  it 's b y n o  m e a ns a s
complex as a "serious" simu-
lation like Earl Weaver's.
more committed players will
welcome with the oppor tuni-
ty to fiddle with startling
line-ups and batting orders.
All the relevant stats are on
display, and should be stud-
ied if your team is to be opti -
mised to the peak of its
run-getting potential .
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Ah, how I yearn for the golden days
of Cinemaware! Now there was a
company that knew how to do it

I ' right! And though TV Sports Baseball
lacks some of the company's distinc-
tive style and panache (the graphics
aren't quite so smart and the presen-
tation element has been played
down), i t's  obvious that the game's
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gameplay foundations. Less technical
and tortuous than the management-

led simulations, more playable
so a n d  immediate than Domark's

o.;* R B I  2, TV Sports Baseball is
probably the soundest rendi-

p tion of the sport so far. Like
Football and Basketball
before it, it's playable and
involving enough to attract
even those who couldn't give
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sport. For a sport as depthy as
Baseball, the game is surpris-
ingly friendly and easy to use.
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even without a glance at the instruc-
tions you can pick it upa nd get the
hang of things quickly - the designers
deserve credit for coming up with
such an instinctive control method.
At first the computer player will
walk all over you, mainly because
the batting's difficult and takes a
while to get used to, but once those
skills have been acquired, TV Sports Baseball is a tremen-
dous laugh, particularly against another human opponent.
The management element is thankfully unobtrusive and

only needs to be tampered with if
you want to experiment. Graphically
it's better than its nearest rival RBI 2

MIME ( C i n e m a w a r e  used the same
technique of videotaping real
players, and the results here are
more realistic), and the profusion of
sampled sound is admirable. All
sports fans, not Just those interested
in baseball, should check this out.
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Bizarre! Four strange new planetar
systems have suddenly appeared in
the Galaxy, each
of which appears
to be to be relat-
ed to one of the
elements - Earth,
Fire, Air and
Water. Nobody
knows where the
planets came
from but one
thing's for sure -
they spell trouble. Each is festoonel
with all manner of weird alien fl it
that requires immediate purging
before i t starts spreading to the -
inhabited worlds.

In case you hadn't already
realised it, we're in shoot-'em-up ter-
ritory. The player has to pilot his one-
man fighter across twelve alien
landscapes, blasting aliens and end-
of-level guardians alike. Power upJ
appear from time to time and have to
be snapped up before they zoom off-
screen. And... Oh, you get the Idea.
Co look at the pretty pictures and
read the captions why don't you?

Talk about VFM! Starush boasts not one but TWO end-of-level baddie(
per level. Not possible, surely? But you've reckoned wi thout the logic
of those damn cunning Fronchies. Each level has to be travelled twice
once going from left to r ight and then again travelling back from r ight

- l e f t .  Each tr ip ends with a big baddy blast-out. Only having
estroyed the level's second meany can you progress to the next. This

,sn't too difficult as not only are the baddies poorly animated they're
.
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"Elemental ,  my dear Watson," says David
Upchurch when asked about the baddies in

UbiSoft's disappointing shoot-rem-up/ N I L
-

(Above) One of Starush's few novel
features is the fact that the player has
but one life. The player starts the
game riding a hoverbike-type thing,
but if you get hit the bike blows up
and you're reduced to flying around
in a jetsuit. Take another shot and
you're left running along the ground,
entailing much jumping to avoid the
alien attacks. Tricky. The big problem
with this idea is that the more you get
hit and stripped of your powers the
tougher the game becomes. When
you're a novice (and getting hit regu-
larly) this just conspires to make a
hard game harder and consequently
more frustrating.

(Above) Power-ups appear at pre-set
points on the landscape. The player
has to be pretty sharp in his reactions
to scoop them up before they scroll
off the screen. The power-ups reward
the player with a number of enhance-
ments, ranging from the usual
weapons upgrades to a magic shield.

(RIGHT) At the beginning of the game
the player is presented with this
rather nice options screen. By mov-
ing the gloved hand over the number
keys the player can choose between
one or two players, music or sound
effects and either  of the four  plane-
tary s
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months of nothing but flight sims
and strategy games and then sud-

denly a glut of shoot-'em-ups swamp
the market. Do software companies
think that the hotter weather is turn-
ing Britain into a nation of gun-toting
maniacs? Maybe they think the hole in
the ozone layer is frying our brains. One
thing's for sure, with so many blasters
to choose from it's not  really a good
time to release another, especially one
so depressingly average as Starush.
Gameplay-wise it's so 'paint  by num-
bers' it  looks like it was writ ten by an
Amiga let alone on one. It's got more
than it's fair share of annoying 'quirks'
too, like the way your vertical move-
ment is restricted to a narrow band of
the screen and the way some aliens
whizz on-screen without giving you a
chance t o  avoid t hem.  Graphically
Starush is just about adequate but has
an unfortunate 'out of date' look, as if
the sprites and the backdrops have
been ported across f rom an Amiga
game of two years ago. There's really
nothing in Starush you haven't seen
before and better in either Apidya or

Project-X so unless you're absolutecy
desperate f o r  some alien-smacking
action I'd recommend you look to them
or your kirks instead.
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s the enemy's worst nig mar e;  a nearly
invincible heavy bomber, carrying enough
firepower to destroy the most heavily
defended installation in the world.

Megatortress is in a class by itself; a radically
modified 852H Stratotortress, with
radar-absorbing fibresteel skin and enough
state-of-the-art sensory and weapons systems
to jam and blast its way into any target on
earth.

Flying Megafortress isn't easy, you're a Pilot,
Navigator, Electronic Warfare Officer and
Gunner all rolled into one!

Megafortress' multi-position bomber features
complete electronic countermeasures
technology, terrain guidance radar, multiple

missions, and a massive arsenal at your
disposal. Full colour VGA graphics and

Sound BlasteriAdlib sound boards
support brings the reality of

long-range strategic air
assaults into your home.

Available for Commodore
Amigo, IBM PC and

cornpattbles, and
CD ROM,

I

Based on 'Right of the
Old Dog', Dale Brown's
best selling novel.

Mindscape International Ltd
Priority House
Charles Avenue, M a lt ing  s Park
Burgess Hill
W. Sussex RI-115 98Q

Tel: (0444) 246333
Fax: (0444) 248996
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M I N D S C A P E

For in format ion on  a ll Mindscape products please phone
(0898) 234214. ( R u se  note, ca lls charged a t  36p  per m inute
durmg cheap rate and at 4 8 p  per m inu te  at o ther t imes).
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Experience the exotic world
of the bestselling science fiction

fantasy epic of  all time
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Monkey Island 2'5 graphics are nothing short of
amazing, being colourful and wonderful ly detailed.
Here in the costume shop you can spend hours star
spotting all the famous film and TV characters
depicted in the racks of fancy dress costumes. Each
location was originally a hand-painted image which
Lucasfilm then scanned in and touched up where
needs be. The results, as you can see from the
screenshots in this review, are wor th it • the graph-
ics have a 'natural ' look, far  removed from the stilt-
ed nature of those drawn with a paint package.

HEY

ck's Rouen

SLA
,

Ifilf •

Monkey Island 2 is superbly structured. Due to Largo's
punitive taking of anyone wanting to leave Scabb
Island, the player is limited to exploring the relatively
small number  of location scattered about the island.
Only when the player has got rid of Largo does the
game open up and allow the player to sail between
islands. basically what this amounts to is a clever way
of giving the player the chance to get familiar with the
excellent user interface before the difficulty is cranked
up. Monkey Island 2 is a huge game and being able to
travel around freely from the word "Go!" would just be
too daunting for  the novice player.

You wen t  ape over The Secret of Monkey Island, but wi l l  you go
bananas over the sequel? David Upchurch starts monkeying
around.. .
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perfect way  t o whi le  away
those steamy summer even-

ings - is here. So, set up your Amiga
next t o  t h a t  h a mmo c k  s t r u n g
between the t wo  palm trees, pour
yourself a long cool glass of Lilt and
get y our  mu m t o  t h row bowls  o f
water Onto the pavement outside to
simulate waves lapping on a whit e
sandy beach as you prepare to return
to Monk ey  Is land 2  f o r  y et  more
Caribbean capers with Guybrush and
co.

Monkey Island 2 takes place a few
years after the conclusion of the first
game, The 'heroic' Guybrush Threep-
wood may have grown a bit older, as
indicated by  t he brown b u m fl uf f
speckling his  chin, bu t  he's s t ill as
recklessly impulsive and over-enthu-
siastic as ever. Having bored everyone
in the Caribbean rigid with repeated
accounts of  how he alone defeated
the gruesome Ghost Pirate LeChuck,
Guybrush decides it 's t ime he went
on a new adventure. But what  could
be more impressive than ridding the
seaways of LeChuck? Why, finding Big
Whoop, of  course, that  fabled trea-
sure with a worth beyond the imag-
inings of mere mortals!

But fi rst Guybrush must charter a
ship off Scabb Island, his current port
of call, This wouldn' t  be so diffi cult
if it  weren' t  for the fact that  Largo
LaGrande, LeChuck's  nephew,  has
decreed that anyone want ing to leave

the is land has t o pay  an extor-
t ionate tax before they can dis-
embark. So, fi rs t  t hings  fi rs t ,

Guybrush has to create a voodoo
effigy of Largo to scare the bully-

ing s c oundrel  away .  A  s imp le
enough task - or so it  seems.

Little does Guybrush know It
but his foolish meddling wit h

the oc c u l t  h a s  B A D s i d e
effects and results in the res-
urrect ion o f  ev ery  hones t
sailor's wo rs t  n ight mare -
LeChuck hims elf !  A n d  t h is
t ime he's REALLY pissed of f ,

especially wi t h  a certain Mr
Threepwood!  Th e  l ines  a r e
drawn f o r  this,  t he fi nal (?)

fateful conf rontat ion between
Guybrush and LeChuck. I know
who I ' m put t ing my  money
on. Hey, 20 Gold Dubloons on

the smelly, mouldy  guy (
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Monkey island 2's user interface is one of the sins,
plest and most user fr iendly around, Everything is
mouse controlled. Positioning the mouse cursor in
the game window, the player can make Guybrush
walk from place to place by just clicking with the
left mouse button.  More complex things, like 'Look
at or  'Pick up'.  require this player to click on on.  of
the nine action icons at the bottom  of the screen
and then click on an item in the game window. To
speed things up slightly, a secondary action icon is
highlighted as the mouse cursor moves across the
screen which can be selected by clicking with the
right mouse button.  The icon depends on the loca-
tion or item under the cursor • if i ts a book or  a
painting, say, then the icon will be 'Look at wher e-
as if i t a  door  it'll be 'Open'.

At the start of the gam .  the player is given the
option to play either the 'ful l ' Monkey Isiand 2
with all the puzzles at top strength or a watered-
down novice's version where some of the puzzles
have been semi-solved. Thanks to some
for ethought on Lucasfilm's part the puzzles have
been sufficiently changed between the two
versions so that you can't play the simpler game to
got clues to the harder one, so all you cheats out
there can calm down now.

This is the bloated G ov e r r r  Phatt, the crooked ruler of Phatt Island. Little does Guybrush know it,
but LeChuck has placed a I uge  bounty on his stubbly little head and i ts  a bounty that Governor
Phatt intends to collect. As oon  as Guybrush puts one foot on Phatt island he is arrested and
brought before Phatt, who v e a l s  Guybrush's grim fate. Big, impor tant 'set piece' conversations
Ilk. this take place in anlmaipd close up which I don't feel work that well. During 'normal ' conversa-
tions the figures' faces are s a l l  with only gross facial movements displayed - the player then finds
himself using his imagination o  fill in the gaps and add character to the tiny sprites. However, in
these close ups everything is 4
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exactly bad, is disappointing alsd a little jarring

Every so often the player Is rewarded for  his
progress with some form of brief animated
Interlude. I ts  provides a welcome chance for
the player to sit back, take a swig of Coke and
enjoy a brief respite from the gamivs endless
puzzles and conundrums. Here Guybrush's
attempts to climb a tree end in a nasty tumble.
Knocked unconscious, our  hero has a very
bi d r e a m .  He is visited by his long lost par-
ents who promptly take off their  skins. reveal-
ing the white bones underneath, and do a l ittle
song and dance routine. But they're not doing it
for  fun • you'd be advised to write down what
they sing 'cos it comes in handy later.
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The pub landlord is a grumpy so-an-so, mainly because
he keeps getting beaten up by Largo. Having just been

duffed over, the landlord reveals that al though hit can mix
any drink you care to nom*  he can't make the thing that
would do this town some good...  a voodoo doll of Largo
LaGrande. (Starting to get the picture?)

The pub's cook makes excellent grub but he gets very
involved in his work. He won't talk to you or  pay any

intention to you while he's trying to 'create' - which gives
you the perfect oppor tuni ty to nick his knife which lies on
the table!

Wally Ow short-sighted cartographer has made osten-
sive research into the legend of Big Whoop and

believes he knows whore it is! Of course, he's not going to
tell you anything so be off with you!

The Men of Low-Moral Fiber" are back! Like everyone
else in Woodtick they're thoroughly sick of Largo

LaGrande and really wish they had a - you guessed it -
voodoo doll of him. Marty, who runs the dry cleaners, is a
deaf as a post and twice as thick so he doesn't seem to be
of much use to you, at least, not yet anyway.

This inn is where Largo stays - for  free, of course. The
burly innkeeper won't let you even get within ten foot

of Largo's room so somehow you've got to distract him.
Hmm, that pet baby crocodile tied to the pillar... Now,
where did you put that knife you picked up earlier?

Ah-ha! Your cunning plan worked and you've managed
to sneak into Largo's room. Largo is a r ight pig - the

room is a complete mess, wi th old food scraps on the
fl oor  and clothes tossed everywhere. And what's this?
Largo's wig! The bully's a baidy! Take that - it may come In
handy lidos.—

Having explored the whole of Woodtick it seems as
though you're going to have to look fur ther  a-field for

a means to get rid oft Largo. So, where to next?

In this creepy graveyard II*  the homes of many a poor
pirate cut down in his cut-throat prime. In one of the

graves lies tho remains of one of Largo's unfor tunate rela•
Own • no doubt put six foot under  by Largo himself.

While in Woodtick you heard rumours of a mysteri•
ous old Voodoo Lady who lives out in the swamp.

Well, here you are, at the swamp. Looks like the only thing
for  it is to paddle that creepy-looking coffi n through the
dank waters and see whore you end up. Spook!

And here's where you end up - in The International
House of Molo,  home of the Voodoo Lady. She

I s t h a t s he cancr eatea v oodoodol l o f Lar go
LaGrande for  you, provided you bring her four  special
Largo-'related ingredients - something of tho heed, some-
thing of the thread, something of the body and something
of the dead. Weil, that wig might just do at a pinch for  the
'something of the head' end if you have a dig about in
that grave you saw earlier you might be able to fi nd

..e
, 
'
s
o
m
e
a
l
l
i
n
g  
o
f  
t
h
e  
d
e
a
d
'
,  
b
u
t  
w
h
e
r
e  
a
r
e  
y
o
u  
g
o
i
n
g  
t
o  
f
i
n
d

brie Pilaf of the stuff? This is where the fun REALLY starts!

1

Guybrush Threopwood wants to sot off in search of Big
Whoop - but Largo LaGrande w on't le t himl The fiend's
put a hefty  tax  on anyone who wants  to leave port and
no-one can a fford to pay it.  Well, nearly no-one. Fortu-
nately Guybrush is loaded wi th the  cash be received for
defeating LeChuck and so sots off Into the town of
Woodtick to try  and fi nd a ship to charter—

(Above) No sooner has Guybrush set foot in Woodtick
he's approached by the big bed bully Largo himself.
Before you can say "Help, I 'm being robbed" Largo's
mugged Guybrush and taken all his cash! Penniless and a
little shaken. Guybrush walks into town...

The carpenter doesn't mind you having a look around
but touch anything and he gets very touchy.

Sympathetic to your recently-mugged plight,  he explains
that what this town really needs is some way of getting
rid of Largo..  like a voodoo doll.
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Tho puzzles and problems range from the relatively
straight-forward 'Use item X at location Y' type to the
mind-bustingiy devious, Take this one, for  instance.
Guybrush needs to get some information from the
Gamblers Club but the doorman, who remains unseen
except for  his hand poking through the eye slit, has to
be told the password before he'll reveal all. This involves
solving a weird code to do wi th the number of fingers ho
holds up. It's incredibly frustrating... unti l  you solve it.
Then, believe me, you'll  kick yourself for  net getting it
sooner. I spent an hour  trying to work this one out.
Lucasfilm, I hate you.
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Monkey island 2 has jokes that will appeal to everyone, ranging from spit-
tingipukingifar ting toilet gags to clever word plays and set ups. The jokes
come so thick and fast that even if you don't fi nd the current one particular-
ly side splitting you can bet there will be another  more to your taste along
In a  f e w  m o m e n t s.
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I t s  n o t  re a lly p o ssib le  t o  d ie  in  M o n ke y I sla nd 2  -  t h e  w o rst  t h in g  t h a t
can happen is that you get hopelessly stuck. While this means that you
can try anything, no matter  how outlandish, w i thout having to worry
about the game ending abruptly, it does take the tension out of certain
confrontations when you know that there is no threat of death.

"

You can talk to any character by simply selecting the 'Talk to' action icon
the n clickin g  o n  o n e  o f  t h e  cha ra cte rs on-scre e n . A list  o f  f o u r o r  fi ve  conve r-
sa t ion sn ip p e t s t h e n  a ppe a rs a t  the  b o t t o m  o f  t h e  scre e n a n d  t h e  p la ye r
simply selects one with the mouse to say it. Once the character has replied

more conversation snippets appear. Some of these conversation pieces
can be very weird and it's wor th giving some of them a try just for the
humour  potential.

(Left/  Fans of The Secret of Monkey Island
will revel in the chance to reacquaint them-
selves with old friends (and foes). My per-
sona l f a vo u rit e  is Sta n . t h e  m a n ic sa le sm a n
wh o  is a n  p e rp e tu a l st a t e  o f  ve rb a l
o ve rd rive . Th is t im e  a ro u n d  h e 's t ryin g  t o
fl og  u se d  co f fi n s. An d  yo u  kn o w  Sta n  -  i f  he
ca n 't  se ll 'e m  n o b o d y ca n .

Once again Lucasfilm has come up
trumps. Monkey Island 2 is a game
that is surely destined for The
Computer Games Hall Of Fame, a
dazzling triumph of game design
laced with humour and drenched in
atmosphere. it's better than The
Secret of Monkey Island in just about
every respect - a pretty amazing feat
in itself! The graphics are simply gor-
geous, rich with colour and life, and
you'd be hard pressed to tell them
apart from the PC originals. The
tunes are good and have that annoy-
ing catchiness which means you find
yourself humming them at embar-
rassing moments during the day. The
much-vaunted IMUSE musical system
turns out to be a bit of a damp squib,
though - the only practical upshot
noticed was that the tunes faded out
when you moved from location to
location. Wow. Like 99.9% of games
converted to Amiga from PC It's the
disk accessing and swappi ng that's
the big bugbear. As you'd expect,
there's quite a lot of it but
Lucasfilm's programmers have clever-

Potaishvr' US Gold c
Developer:Lucasfilm Games

£37.99 Out Now
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ly designed the game
so that once a location
has been loaded in from disk it is stored in
RAM - when you return to the same location
later on i t doesn't have to be loaded again.
Thanks to this system Monkey Island 2 is per-
fectly bearable even i f you've only got the one
disk drive, although obviously two is better
while a hard drive is ideal. Anyone who loved
the first game will need no more encourage-
ment to set sail for Monkey Island again,
while those who've not yet visited its fun-

would be advised to book a ticket now. If, hay-filled shores
Ing played Monkey Island 2, you don't rate it as the best
game of the year (or any other year, for that matter) then
I'll be a monkey's uncle!
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EAD US
NOT INTO

TEMPTATION,
BUT DELIVER US
FROM EVIL...

Sick and tired of playing the
same old, sterile, graphic

adventure?

Then envisage a new playing
experience where each

character can go about his or
her own affairs independently
of your actions, where each
scenario is different every
time you return to it, where
you can experience "real
world'
. 
e n
v i r
o n
m e
n t s
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It's happened.

LURE OF THE TEMPTRESS has
been developed using the
'Revolutionary' Virtual

Theatrerw system.

virtual
theatre

.vottfrio,
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T H I S  IN /14D D IT H

Hey! You gotta problem,
buddy?Yeah, you - the one pulling
your hair out because you can't
crack your hot new game. Man, do
you look a mess. What  you need to
do is meet  my pal Kill Zone. Yeah,
dat's right - THE Kill Zone. He's
beaten 'em all, and he's willing to
teach you all he knows and for
nuttin'! No charge. Zilch. He's the
man to trust. I tell ya.

In order to remove your Kill Zone rilippk•co4ni
from the centre of the magazine, simply hold the
,
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roAt of the magazine at the top and carefully pull.
Izzy• wimp You now have a completely separate
tips magazine_ And for free Nice, huh?

2 P A R A S O L  STARS OCEAN

8  B E H O L D E R  2 U S G O L D

10 EPIC OCEAN

12 J O HN MADDEN E A

14  S N I P  TIPS

15 G A M E S  SURGERY
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Attention all brolly
bashers in bubble
trouble! Ocean's here
with some super-
copious tips for this
smasheroo of a
game!

Parasol Stars is  a very  b ig game.
Eight worlds  wit h seven levels per
world is a lot  of  game • and that 's
not c oun t i ng  t h e  t h r e e  s ec ret
worlds!  In all there are 77 levels of
brolly frolics to complete before you
finish the game totally.  Obviously,
then, it 's not  the sort of  game you
can expect to waltz through the first
t ime you sit  down t o play it ,  You
need to discover the method behind
the apparent  madness going on on-
screen to take full advantage of the
more of f -t he-wall features o f  t he
game.

PARASOL
TRAINING  C A MP
Okay, let 's  begin wi t h  some basic
parasol-wielding technique. The fun-
damental ru le  is  "Do n ' t  panic ! ".
Even if  the odds look overwhelming
take a deep breath and R-E-L-A-X for
the game is very easy - well,  on the
first f ew levels it  is, anyway!  Here
are t he crucial manoeuvres you' ll
need t o  learn t o  bec ome brol ly
good:
•  The 'Come Hither' Manoeuvre - A
baddy is advancing towards you and
there seems to be no escape! Ah, but
simply hold down the FIRE but t on
and your parasol wil l  unfurl before
you i n t o  a  n igh-on impregnable
shield. Stand your ground unt il the
baddy impales itself on the brolly's
shaft then release FIRE. The baddy
wil l  be sent hurt l ing t o it 's doom.
•  The 'Up Yours ' Manoeuvre - So
there are baddies  pat rol l ing t he
plat forms above you.  Ho ld  down
FIRE and pull DOWN on the joystick
to raise y our parasol above you.
When one  o f  t he meanies  walks
directly above you push UP to jump

and spike the bad guy on your brol-
ly. Dispose of it  as you will.
•  Th e  'Greening'  Manoeuv re  -
Collect something on y our brolly ,
either a water drop or a dead baddy.
Now p e r f o r m t h e  ' U p  You r s '
Manoeuvre and any baddies making
contact wi t h your parasol wil l  t urn
green (or blue if  your in charge of
Bob instead of  Bub) and roll about,
completely helpless, Ha-ha!
•  The 'Collection' Manoeuvre - Turn
as many baddies green as possible,
push them around unt il they're all in
a line and then t hrow something at
them. The score you get doubles for
each baddy  hi t  I n  some cases it 's
possible t o  ge t  a  score o f  ov er

500,000 f rom a  s ingle t h row l ik e
this!
•  The 'Decapitat ion' Manoeuvre -
Napoleon said of  the I talian army:
"Cut  o f f  t he head and t he  body
dies". In Parasol Stars there are cer-
tain baddies who just sit in a corner
and ma k e  lo t s  o f  l i t t l e  nast ies.
Obviously you need t o  get  r id  o f
these as soon as possible - once they
are gone the other baddies are mere
small f ry  t o be picked of f  at  your
whim.  You kill these baddy genera-
tors by  e i t her  t h rowing anot her
stunned baddy or a mega water-
drops at them.

CREDITS DUE
In the course of  fi nishing the game
it is inevitable that  you're going to
die occasionally. Only the elite para-
sol wielder can expect to complete
the g a mp  wi t h o u t  t h e  dreaded
words "Cont inue,  10, 9,  lit..." pop-
ping u p  occasionally. And  i f  you
want  to avoid seeing "Game Over'
then you' ll just  have to pick up as
many credits as you can manage.
You may have not iced t hat  if  you
t hrow something t hrough certain
areas of the screen then food mag-
ically appears .  Suc h a n  a rea  i s
called a 'Food Space'. You' l l  also
notice that as you collect more and
more f ood i t  becomes more eso-
teric and expensive. You start wit h
humble t urn ips  and  apples  and
progress to kebabs. roast  fish and
bott les o f  wine.  Keep going and
eventually  you' ll get  what  you've
been wait ing for: a 100 coin wort h
an extra credit.

_ d i * .  •  • • • • • • •  • -
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In order to get as many credits as
possible you need to 'milk' each level
for bonus items. Found out where
the food spaces are on each level
and throw something through each
one of  them. Each food space will
yield a  maximum o f  t w o bonus
items. But  remember to milk the
spaces before you clear the level
because all the food spaces disap-
pear when all the baddies are dead.
By efficient milking you should be
able to earn as many as twenty extra
credits in the course of the game.

IT'S A  MIRACLE!
Useful things miracles - very handy if
you run out of  beer at a party or
accidentally cut off your ear or you

die and want to live again. The best
miracles, however, are those that get
you into Parasol Stars' secret rooms
at the end of each world.
To get a miracle you simply need to
collect thr ee miracle icons, y ou
know, those little blue squares you
occasionally see floati ng around.
They come in four fab flavours: fire,
lightning, water and star.
If you collect three different icon
then you'll get a miracle alright but
it'll be a pretty feeble affair, just
awarding you a few measly points.
Get two of  three icons alike and
you'll turn all baddies green, which
Is quite nice but not what I 'd call a
REAL miracle.
Now i f  you collect thr ee miracle
icons of the same type then things

•  l e

really start to happen. All the bad-
dies will fly up into the air and turn
into giant food items worth 100,000
points each! And, when you get to
the end of the world and defeat the
big baddy, you'll see a door appear.
Go through this and you'll enter a
secret r oom containing a  mega
bonus item, of which there are four
very different types depending on
the icon type collected:
•  A water miracle gives you a crys-
tal ball. This makes the bonus items
which appear on each level pop up
after three seconds instead of ten.
•  A fire miracle gives you a magic
lantern, This makes al l  the  food
except the 100 coin (which isn't actu-
ally food anyway) appear as money
bags worth 10,000 points. Very use-
ful for stacking up on lives.
•  A l ightning miracle gives you a
bell. This flashes the screen red each
time a  bonus object is about t o
appear that you can use to kill the
nasties,
•  A star miracle is something rather
special. Dependi ng o n  t he  level
you're on it gives a different effect.
Up to and including World 7 a star
miracle will reward you wi th 100
credits! In World 8 a star miracle gives
you the chance to visit two secret
worlds, If you then get a star miracle
in the first secret world then you'll be
given a red balloon to use at the end
of the second secret world.
On any given level if a miracle icon
appears then i t'l l  always be  the
same. But be warned that some lev-
els don't give you any icons at all. To
get the miracle icons you need to
have killed a minimum number  of
baddies since you last saw an icon or
you last died, So, in order to get all
the icons possible, you will some-
times have to hang around on one of
the earlier levels and wait for bad-
dies to be generated so that you can
kill them. Take the Woodland World,
for example. If you kill an extra eight
baddies on Level 1 then you'll get a
lightning icon on Level 3. If you then
kill an extra ten baddies on Level 4

JPP
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then you'l l  get  another  l ightning
icon of Level 5

LEVEL BEST
My word, look below for advice on
how to win EVERY level of Parasol
Stars, Impressed? You blummin' well
should be...

WORLD 1
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clear the screen
1-2 Kill the trumpets and accordions

first then milk the food spaces.
_Clear the level by killing the pink
piano.

1-3 Lots of 'Up Yours' Manoeuvres
will see you right here.

1-4 Fire two drops at the piano then
wait, The  accordions wi l l  g o
green_when they touch it. Bop
them all for a mega score!

1-5 Go t o the top of  the screen
quickly by dropping through the
hole in the bottom. Collect five
water drops and flush the bad-
dies away - but make sure you let
one tr iangle survive. Mi l k the
food spaces then kill that poor
triangle.

1-6 Kill everything • and make sure
you don't  get the water  icon!

1-7 Get the bottle and spin a big
bubble. Stay on the second ledge
up and shoot at the drum with a
lightning bol t.  When the  bi g
baddy gets near you drop down
and r un underneath i t  to the
other side. Climb up to the sec-
ond l edge agai n and repeat.
With a  bi g l ightning bol t the
drum takes just five hits before
it heads towards the big orches-
tra pit in the sky.

WORLD 2
2-1 Climb straight to the top of the

screen. 'green the  cars, kill the
tree then go hunt the lions.

2-2 Move right a bi t and spike the
unicorn on your parasol. Then
jump u p  and bop everything

-from below with the dazed uni-

istidami
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orn No w go and round up the

• 1k  the food spaces at the hot.
'in 01 the screen then collect a
rrt le chop,  -stand under  t he

barldies then green them all by
making lit t le hops No w go col
lect the points

•4  Go to the middle ol t he screen
wit h your brolly  up. Green the
bats and kill them then get rid of
the tree. Do a bit  of  milk ing on
the lowest  ledge then mop up
the baddies

S Go s t raight  t o  top-lef t  o f  t he
r een and t h row hons at  t he

tree t o  k i l l  i t ,  Mi l k  t he  f ood
spaces then clean up.
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2-7 Don't  panic
,  K e e p  
y o u r  
b r o l
l y  
u
p

to protec t  y ou f rom t he l i t t le
birdies and lay down fi re on the
plat forms in the middle of  the
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-.ot ild be flying of f  to World 3

W O R L D  3
3-1 Build up a big water drop and

green the lit t le 'lashes, Wail for
the penguins  t o  gat her t hen
wash 'ern away_

3 2 Go up to the t hird lit t le ledge
and was t e t he tortoise.  Jump
and k i l l  t he  penguin wi t h  it s
corpse. Milk  the top row's food
spaces t hen wash t he baddies*412)

_
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away wit h a water burst.
3 3 Kill the tortoise. Collect water in

the midd le  o f  t he screen and
then was h  t h e  he rmi t  c rabs
away
.3 4  Pluck baddies f rom ins ide the
plat form a r r a n g e me n t  a n d
t hrow them away. Get the pur-
ple heart  and note the configu-
rat ion of  f ruit  t hat  appears. Is
this a  c lue? What  secret is IN
here? Can you get ALL the fruit?
These and other questions are
left hanging in the air like for-
got ten dreams...

3-5 Simple enough.  Mi lk  t he f ood
spaces and k il l every thing any
which way you can

3-6 Kill the hermit  crab first then
deal wit h the penguins; they
only take a couple of hits_

Don't  forget  to go milk ing
3-7 Get the flask then stand 0

bot tom ledge with your bi
,up. Watch for gaps in faliir.,1
rocks. The big nasty takes ten
good hits before it ' ll leave you
be

WO R L D  4
4 1 Grab a gun then green the bad-

dies. Go around collecting
points

4-2 Stand in the middle of the
screen with your brolly up and
lot the baddies fall on you.

all001111111111111111811111111110111
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Snap up those points!
4-3 Do lots of 'Up Yours' manoeu-

vres and jump on the drops to
get inside the plat form com-
plex.

4-4 Kill the planes first then collect
the fi re drops. Take the collect
ed drops to the top of the
screen and drop them to kill
the engines.

4-5 Jump up, keeping to the side of
the screen, and keep fi ring!

4-6 Grab a chessman and t hrow
him at the engine then do the
same with the lit t le bolt. Drop
down through the gaps to get
to the top of the screen and
wait  for the engine to go back
and then throw drops at it.
Milk  for points then tidy up.

4•7 When the Transformer is a

plane then ke, t . )  the bot t om
of the screen • •  your brolly
up- When it changes get
behind and above it  Th row
water at it  then return to the
bot tom of the screen when it
t  hanges into a plane again.
Repeat unt il the nasty cops it.

•

WO R L D  5
5 1Hey, just kill 'ern. Easy.
5-2Drop through the bot tom of  the

screen to get to the top of the
screen. Kill the dice and then
collect a big flame drop Throw
it through the wall at  the bot-
tom of the screen. Tidy up.

5-3Collect a big water drop. Jump
and t hrow it through the wall
to the left or the right. It'll flow
through the plumbing and
wash out  a f ruit  machine. -
Repeat f rom the other side.
You can wash yourself away if
you need to get something
from out of  there,

54 Ignore the coins Get  a water
drop and stand in f ront  of  the
fruit  machine. Collect more
water drops then wash it  away.
Clean up.

5-S Jump on the water drop to
climb then use fire drops to k ill
the mashies

5-6 Grab a k ing then green every-
thing. Collect the points.

5•7 The lady baddy  wi l l  make f or
you, pause then come after you

•
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agoon When CM the mow• slit I
keep i n  a  s t raight  l ine,  ont y
changing direc t ion af t er site's 6
paused f o r  t hought .  Use t his
fact t o keep her to the middle 6  3
of the screen G o  to the lef t  of
the screen, c limb to I he set ond
plat f orm u p  end fi re  A s  she
starts to move acklin fur
,  u n
d
e r

neath her and repeat the above
f rom t he r igh t  o f  t he  screen
Keep your brol ly  up and take
your t ime.

WORLD 6
61 Go to the middle of the screen.

Kill al
l  
t h
e  
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s  
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r
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g
e

and get the rest with star SWIF
Use star swirls again to escape to
victory.
Stay in the corner of the screen
and wart  f o r  t he had guys t o
come t o  you t hen use the star
swirls to kill them
Bit tricky this Keep your brolly
up and collect l ou r  drops  and
only f our drops  Wa t t  f or  t he
chopper to come down and iap
it Throw drops through the wall
to get at  the other hopper.  Lay
down fi re on the top of the wall
to see of f  the other two

6-5 Drop fee through the /Mii. irk the
middle of the screen When pie
heat's off go down and finich oft
the rest.

6 6  Jump lef t  and get  t he satellite
and then the t wo planes Wa i t
until the coast is clear t hNi (Iron
d o w n  i n k )  t i l e  r n i t h J l ,  v
r
t  1
,
1

area Ki l l  the remaining hariciii•s
with star swirls

6 7 Get the flask Put  your itrit!l•,
and stand in the middle of  ! hi
screen Wh e n  t he sato. - Ship
,moving get Out (it  the
drop fi re on where i t s  falling
Don't drop foe then move as voil

• t  r o i l : O W )  h  •
Isp•uu t o the bot t om • .4

thi—o u•crl
WORLD 7
I 1 Ci,II.0 t a ' ap  & u p  irunt  obovu
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7-4 Run to the middle of the screen,
collect a big drop and use it to kill
everything.

7-5 Stay where you fall, collect a big
zap and kill the big hot. Tidy up
before you move on. 8 - 4

7-6 Don't  panic! Stay at the bot tom
of the screen and use star swirls
to kill the baddies.

7-7 The boomerangs aim for where
you were standing when they
were fired so the best advice is
to keep moving, try not to 8 - 5
l i nger
-
in  
t h
e  
m i
d d
l e  
o
f  
t
h
e

screen and keep your brolly up!
The brolly may not protect you
but it  means you can fire off a
star swirl at any time. Don't  fire
when you need to move and
take your time. As soon as
you've dodged one boomerang 8 - 6
change direction to avoid the
next and KEEP MOVING!

WORLD 8
8-1 Raise your brolly from the word

"Go" to green the bats, ghosts
and lizards. Dispose of them
then pick off the rest from the
below. Finally collect the star.

8-2 Kill of f  the nasty on the bot tom
first and try to throw it at the
helicopter. Keep your brolly up
as much as possible. Try to get
the star. When the bot tom is
clear use the star swirls to get at
the Dohs.

8-3 Kill everything at the bot tom of

8-7

the screen and avoid picking up
the fi re icon. Get the choppers
by throwing four drops at them
and then use one chopper to
mop up the rest.
Very quickly jump and get the
doll. Throw it at the Doh to your
left and then throw drops at it,
This is very hard and you will
probably lose a life. Once the
bot tom Doh is dead use star
swirls on the rest
Clear up the bot tom of the
screen. Keep your brolly up as
much as possible. Climb up the
side of the screen to the top and
when Doh is out of the way
jump across and down into the
pit  and kill the spacemen.
Collect a star swirl and kill Doh.
If you have two star miracle
icons then k ill the surrounding
baddies and go and stand in the
alcove opposite the one you
started in. After ten seconds the
third star miracle icon will
appear killing everything. If you
don't  then kill the lit t le nasties,
keeping your brolly up. then
collect a big fi re drop and take
it to the top of the screen. Wait
for Doh and jump over his mis-
siles. When he is close enough
drop the fi re in f ront  of  him and
then go kill the chopper.
Go to the top-right  of the screen
and drop water on the dragon.
Run to the left and drop down

to the bottom of the screen.
Wait for the dragon to move
fowards the bottom-left .  Move
to the right and when the drag.
on reaches the bot tom of the
screen make you way to the top
and start dropping water again.
Repeat until the dragon is dead.

THE SECRET WORLDS
The three secret worlds are designed
to test the mett le of advanced para-
sol wielders.  I f  you've got  that  far
then you'll know all there is to know
about  greening,  decapitat ion and
collecting, so I ' ll leave it  t o you to
fi nd the best way to complete them!

TWO PLAYERS
The above guide was written with
the lone player in mind but  Parasol
Stars is an excellent romp for two as

BONUS ITEMS
On nearly every level you will
get a bonus item of some kind.
At first all you seem to get are
red hearts, but as you play on
you'll find you start get t ing
some of the more interesting
items. What is happening is that
every t ime you score 100,000
points or more then another
type of bonus item is added to
the list of  possible items you can
collect.

Which item actually appears is
determined by adding the sec-
ond to last digit  of your score
(i.e. the 'tens' digit) to the posi-
tion of the last object to appear
in the list below. If you die then
you're moved back down the list
fifteen places. If you use a
Continue then the pointer is
reset to the beginning of the list.
For example, if  the last item
added to the list of collectibles
wz„; the Blue Button and the
'tens' digit  is a 11, then the next
item to be added will be the
Orange Jug.

When you restart a game the
total of  objects you can collect is
kept over f rom the last game, so
it is possible to see all the
objects and not even get of
-
f
Level 11

a



well. The  same basic techniques
described a bov e  w i l l  g e t  y o u
through the levels but here are some
useful additional points;
•  You need to cooperate sometimes
to scroll t he  screen the way you
want.
•  You can jump on the other play.
er's parasol if it's up.
•  You can throw the other player
through walls.
•  You can thr ow the other  player

BONUS IT EM INNILT IT DONS BONUS ITEM

Nothing 1 . 1 1 1 • Nothing comes of nothing. 28 Blue Jewel RingW
-Red Heart - Carrots appear at the end of the

level. 29 Shades
Running Shoe
Orange Heart

Makes you move twice as fast,
Beetroots appear. 30 Green/Purple Ball

Red Crook Giant strawberry appear at the end
of level.

31 Yellow Jewel Ring

Yellow Heart Corn-on-the-cobs appear. 32 Blue Crook
Orange Crook Giant Twinky appears. 33 Purple Button
Blue Heart
Blue Diamond Ring

Giant chicken drumstick appears,
Bouncy baddy-killing star appears.

34 Blue Necklace

Red Jewel Ring You get 500 points for every jump. 35 Violet Crook
Bell Like the lightning miracle, but only 36 Gold Skull

works five times. 37 Blue Book
Blue Button Turns everything green.
Green Heart Bars of chocolate appear. 38 Gold Triangle
Orange Button Turns tiny baddies green.
Red 'ParMan' Heart Works like PacMan's power pills! 39 Blue Bottle
Orange Jug Turns food bonuses into money

bags. 40 Blue Clock
Rainbow Star Makes you temporarily invulnerable. 41 Purple/Pink Staff
Orange Cross Baddy-killing lightning bolt 42 Indigo Heart

appears. 43 Blue/Yellow Ball
Yellow Crook Giant fruit salad appears. 44 Blue Jug
Clock Freezes the baddies. 45 Indigo Crook
Multicolour Star Gives you an extra life. 46 Violet Heart
Bomb Explodes and kills all the baddies. 47 Red Bottle
Blue-Tipped Staff Dead baddies turn into money. 48 Orange Bottle
Red Cross Kills baddies. 49 Yellow Bottle
Gold Jug Turns dead baddies into credits. 50 Gold Jug
Blue Cross
Green Crook

Kills baddies,
Giant trifle appears.

51
52

Green Bottle
Indigo Bottle

Purple Book Causes an baddy-slaying 53 Red-Tipped Staff
earthquake. 54 Violet Bottle

through food spaces to milk levels
quickly.
•  I f  one player loses al l  his lives
while fi ght i ng a n  end-of-wor l d
baddy and uses a credit to continue
the baddy's energy is restored to half
its full value (if it's below half). So,
if one player dies i t may be worth
the surviving player finishing off the
baddy alone and the dead player
rejoining the action at the start of
the next world.

WH A T  IT  DOES

3

6
7
8
9
10

11
12
13
14
15

16
17

18
19
20
21
22
23
24
25
26
27

Gives you 100 points every time
you take s tep.
Lets you eye up sexy girls without
personal embarrassment.
Bonuses appear for a short while.
Every other time you put your
brolly up you get 100 points.
Large fries appear.
Turns everything green.
Causes a shower of deadly
stars.
Giant tomato appears.
Kills everything.
Causes a nasty-knackering earth
quake.
Gives you ten porary
invulnerability.
Takes you to a goodies-packed
bonus screen.
Stops time.
Turns dead baddies into crowns.
Fish appear.
Gives you an extra life.
Turns food into crowns.
Giant ice lolly appears.
Giant sweety appears.
Takes you to a bonus screen.
Takes you to a bonus screen.
Takes you to a bonus screen.
Turns food into credits!
Takes you to a bonus screen.
Takes you to a bonus screen.
Turns dead baddies into credits!
Takes you to a bonus screen.
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T I P S

GENERAL
ADVICE
1J nies4• you have a VERY good mem
ory mapping the game as essential
(Ad p a p e r  w i t h  half -c ent imet re
souares is ideal) SAVE your game at
the start of  each level and make a

ieS of  'mapping runs ' unt i l  you
know your way around I f  you get
killed jus t  ret urn t o  your SAVEd
game. Onc e y o u  hav e a n  a rea
mapped Out plan a route thtough it
ant i w l  o f f
, Remember to scribe every mage's
sr roll you come dtrOSS into your spell
book(s) I f  you fi nd any extra scrolls
keel) t hem t o scribe int o the spell
book o f  any mages who join your
par ty later.

There is a chamber neat the start
of the Temple where you (an recur
rect your characters. Its magi( only
works three times so don't  waste its
awesome power.  I f  possible avoid
,sing i t  u n t i l  y ou ' v e begun  t o
• Wore t he upper reaches of  t he

:einple, t h e  Si lv er  To we r  a n d
beyond, which is when you'll really

,
•
e
(
j  
i
t
.

Save your game of t en and use
1
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!here are a myriad of  places in the
claim- where you can become hope
lessly stuck and hav ing t o  retrace
you!' steps from a distant SAVE point

can be very annoying.

This great RPG is flying off the software shops'
shelves faster than you can say "Ork". To help all
those would-be Frodos out there, US Gold have
compiled these smart 'start up' tips. Swords at the
ready! Advance!

GENERATING
CHARACTERS
As experienced dungeoneers  wi l l
know. it 's advisable to have a well-
balanced party made up of  adven-
turers f rom each of  the main char-
acter classes. You s hould rest ric t
yourself to using single-class charac-
ters. Two human fighters, a half  Elf
mage and a half-Elf  cleric are pret-
ty much ideal. There are no particu-
lar advantages  t o  b e  h a d  f r o m
choosing races other t han human

II you have t o  leave somebody
Out of  t he party  t hen t he t hief  is
your best  bet  • you don' t  actually
need one t o  complete t he game.
However, t here  are  s ome doors ,
leading to rooms packed with good-
ies, t ha t  only  a t h ie f  can
open 11 y ou  wan t  t he

.10

items beyond these doors then fi nd
a thief to recruit into your party, use
him to pick t he relevant  locks and
then dismiss him.

If you're planning to transfer your
party t o any sequels to Eye of  the
Beholder 2 then you'll need to select
a s light ly  dif f erent  type of  part y
. Try a  human paladin,  a  dwar f

fighter,  a  half -Elf  mage and a
half-Elf cleric. This should enable

you to exploit any changes made to
future games in the series.

There's no  great  advantage t o
using characters f rom Beholder
Such a  par t y  wo u l d  b e  be t t e r
equipped than one generated fresh
in Beholder 2, however you'll fi nd
that the lat ter party will have high-
er hit  points.

GETTING
STARTED
Once you're into the game proper (i.e.
you:re taking your first steps in the for-
est) the first thing you should do is
SAVE your position. This will prevent
you having to go through the whole
character generation malarkey again if
your party gets killed off.

Next, select CAMP and get  your
magels) and cleric(s) to memorise and

pray for spells, respectively. Initially
select as many combat and healing
spells as possible. The only other real-
ly useful spell at  this early stage is
Hold Person. Once again, SAVE the
game.

Explore the woods fully, using this
relatively safe opportunity to practice
your mapping skills. The only area of
note is a secret passage to the south-
east of the wood. To reach it go, from
your start ing posit ion,  LEFT, LEFT,
RIGHT, LEFT, LEFT, RIGHT and RIGHT
again.

Pick up any rocks and daggers you
come across and use them to attack
monsters at  a distance, where they
can't do you any harm back. Also,
equip your warriors  wit h a second
weapon as soon as you can. The extra
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BEHOLDER 2
NON-PLAYER RECRUITS
On your travels there are six NPCs that can join the
party, some of which are found as bones that have
to be resurrected. They are as follows:

•  CALANDRA is a chaotic-good female Human fight-
er (level 9). She has 76 hit points and can be found
on Level 2 of the Catacombs, where she is injured
and held captive. She is carrying: +1 helmet, +1 long
sword, +1 shield, +2 plate mail, a spellbook, a skull
key and some iron rations.

•  TANGLOR is a neutral-good male half-Elf
fighter/cleric (level 7/7). He has 53 hit points and can
be found on Level 1 of the Silver Tower. He is carry-
ing: +1 short sword, +1 shield, plate mail, a holy
symbol and a dagger.

•AMBER is a neutral-good female Elf thief/mage
(level 717). She has 36 hit points and can be found

on Level 2 of the Temple, where she can be found as
a pile of bones! She is carrying: magic dust and a
letter to Khelben.

•  INSAL is a chaotic-neutral male Haffling thief
(level 6). He has 39 hit pcints and can be found on
Level 1 of the Catacombs, where he is injured and
held captive. He is not carrying anything of use.

•  SHORN DIERGAR is a lawful-neutral male Dwarf
cleric (level 8). He has 40 hit points and can be found
on Level 2 of the Silver Tower, where he is held cap-
tive. He is not carrying anything of use.

•  SAN-RAAL is a chaotic-neutral male Elf mage
(level 8). He has 28 hit points and can be found on
Level 2 of the Catacombs, where he can, like Amber,
be found as bones. He is not carrying anything of
use.

attacks per round are far more useful
than the lower armour class which
you get from carrying a shield.

Once you've ful ly explored the
woods head for  the Temple. But
beware! Once you enter and begin to
explore the door seals and you can-
not leave again!

NTROILLIIIAG
ID FIGHTING

Beholder 2 is best controlled via a com-
bination of keyboard and mouse. McKe
around using the numeric keypad and

fight using the mouse. I n  also worth
remembering that you can cast a select-
ed spell using the SPACE bar.

Practice with your left hand to con-
trol movement while using the mouse
at the same time to actually fight so
that you can do both at the same

time. For particularly tough monsters
you will need to dodge continuously
and Just take the occasional swipe
with a weapon Unless you use this
technique the final encounters in the
game are  v irt ually  imposs ible t o
defeat!

COMING SOON!•
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we'll be starting the full blow-by-blow solution to
Eye of the Beholder 2, complete with maps and
everything. Golly.



I.

iIi

T I P S

GENERAL TIPS
Okay, starpilots. Space is no place for
the stupi d a nd ther e ar e  some
important things you ought to bear
in mind before you blast off into the
void_ So, strap yourselves firmly into
your acceleration couches, perform
a full systems check and then listen
up good to the following:
•  Use your  fai thful  ol d lasers to
destroy the smaller enemy fighters.
•  Use the Star Trek favourites pho-
ton torpedoes to smash the larger
enemy installations.
•  For maximum damage try and get
as close to your target as you possi-
bly can. Obviously for  the moving
targets cruisers and destroyers and
the l ike -  this is easier said than
done.
•  On planetside missions flying high

just exposes your  pale underbelly
and makes you a better  target for
the Rexxons' ground artillery. So, fly
real low and hug the planet's surface
tighter than a  Durxian pleasure
slave.
•  Don't forget that you can refuel or
re-arm your Epic craft at any time by
hitting ENTER on the numeric key-
pad.

MISSION
BREAKDOWN
Got that? Right, onto the missions
then. Below is a brief guide as to
what you have to do in each one.
Follow the  rules and you should
have the Rexxons running off with
their slimy tales between their legs
in no time.

MISSIO N
THE MINEFIELD
The time limit is the more impor-
tant thing to keep an eye on in this
part of the mission. Take too long
and the Rexxon fleet will whip your
- and the fleet's - butt. Destroy the
mines by zooming right up to them

and l etti ng r ip wi th your  lasers.
However, i f  time's getti ng a  bi t
tight switch to torpedoes to speed
up the process.

You have t o  achieve a  100%
damage rate before you can even
think about heading for the planet.
If, by chance, you make your way
through the mines without getting
the 100
0
/ 0 
r a t i
n g  
t h
e n  
y o
u '
l l  
h
a
v
e  
t
o

turn back and pick off some more.
There's also a Rexxon ship doing the
rounds that needs t o be sent pack-
ing. Once you get 100% the rating
will g o  green.  Swi ng your  ship
around so t ha t  you'r e headi ng
towards the planet and fire your
boosters. Once the rating goes red,
you know you've completed this
part of the mission_
THE TRACKING STATION
Check your scanner. The big purple
dot in the centre of the map is the
tracking dish and has to be destroyed
- eventually! I ts  protected by an
impregnable forcefield impervious to
attack from any weapon, even the
Epic weapon. Now locate the purple
target dot towards the top right of
the map. This is the generator which
generates the field. It's housed in two
large buildings, both of which need
to be destroyed before the field deac-
tivates fully. Once the generator's
destroyed, mash the tracking station
at your leisure.

MISSIO N 7
C.P.U. AND SPACE PORTS
On reaching the planet use your scan-
ner as reference to fly towards the
centre of the map. Once there, scout
around until you locate the road sys-
tem. The roads act like the spokes of
a wheel radiating from a central hub.
Follow one of these roads to its end
(travelling away from the hub) and
destroy all the large buildings you
find there. Fly back along the road to
the hub and fly down the next road
to your left Repeat this until the all-
important damage rating of ICKI% is
racked up. Al though there are five
roads to travel down, not all of them
have to be explored to achieve the
100% rating.

THE MI NI NG COMPLEXES
The big percentage damage marks
on this part of the mission comes
from blasting the MCPs. These are
tall octagonal buildings which turn
black w h e n  destr oyed -  a n d
remember to smash-the top bi t as
well! You should be able to track
dewn about three of these build-
ings. To find them, fol low the dou-
ble road (not the monocail) that
runs around the central complex.
Also useful for  upping your score
are the  l ow octagonal  bui ldings
with white 'smoke' coming out of
the top of  them.  I f  you're really
desperate for  the  odd 1%  then
there are plenty of Rexxon fighters
to shoot down.
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rsel Epic a e e n  out a •, a s  I
write this and we've already had th g r e a t
mission guide sent in from a team of tippers
lead by 'General Jastim
1
. G r e e t i n g s  
f r o m  
t h e

Killzone, General - you and your men will be
rewarded for your sterling efforts!

MISSIO N 3
"GLORY-
Finally y ou get  t o  take part  i n  a
major spate battle! Again, the key to
complet ing the mission is achieving
a 100% damage rat ing by shoot ing
down enemy ships, You'll be able to
spot these by their downward point-
ing wings, blue canopies and orange
markings. Try to seek out the larger
ships (i.e. those with 'necks') as they
reward you wi t h  a  higher rat ing.
Again, try to get as close as possible
for t he bes t  results. Pressing t he
HELP key tends to point  you towards
the larger bulk  cruisers, bu t  only
tackle them if  you're feeling brave
enough. Try to concentrate on elim-
inat ing waves of enemy ships rather

t the

than individual craft. To locate them
at a distance keep an eye out  f or
their afterburners which show up as
orange dots.

CODE 1
To skip everything up to and includ-
ing Miss ion 3, ent er PYXIS as t he
entry code at the beginning of  the
game af t er  you've t yped i n  y our
name and callsign.
MISSION 4

- T H E  MAGMA CANNON
Once planets ide,  check o u t  y our
scanner map and head for the t wo
lit t le black dots near the top of  the
map. Use the HELP key to get a bear-
ing on the target  (you should -
fi n dit's about 210),  Keeping low, follow
this bearing and destroy the cannon.
DON'T mistake steely-looking moun-
tain tops for the gun and ignore the
enemy fighters because t ime is pre-
cious.

MISSION S
"GALACTIC STORM"
Af ter "Glory
-
,  t h i s  
i s  
t h e  
s e c
o n d  
b i
g

space bat t le wit h the same success
criterion as before, i.e. get  a 100%
rat ing b y  s hoot ing enemy  ships.
Concentrate on blasting the big 'uns
as you just don' t  have the t ime t o
mess with the lit t le leaguers. Follow
the same callsign as f or Mission 3.

CODE 2
To skip straight t o Mission 6, enter
FORNAX as the entry code.

MISSIO N 6
M E  COMMAND CENTRE
The target is almost directly straight
ahead on the map. Once again, use
the HELP key to get a heading and
look for the purple target dot on the
scanner. This is your objective. Find
it and destroy it.

MISSION 7
"THE MOTHER OF ALL BATTLES"
Although this is the penult imate bat-
tle, it 's  actually a lot  easier to com-
plete t han t he  ot her  space wars
because there's plenty of t ime, some
of which you can use to go sight-see-

ing. Use the same tactics to achieve
victory as the other missions.
CODE 3
The skip to the beginning of Mission
8 enter CORVUS as the entry code.

MISSIO N 8
THE COMMAND SHIP
Use HELP to get a heading and fly in
that  direc t ion,  Eventually  a  large
purple target  should appear on the
scanners - fl y  to it .  Eventually  you
should fi nd t he Rexxon Command
Ship. Select the PHOTON 1 weapons
(these are t he self -target t ing mis-
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sion) and use them to shoot the io
vent (the lit t le yellow box) above th
ship's engines. Once hit, a messag
should appear on-screen instructin
you to use the COBALT weapon. Fl
away f rom the Command Ship to
reasonable distance before using it
Once used, run like Hell t o escap
the ensuing explosion.

AF T ERMAT H
The Rexxon Fleet lies in tatters an
mankind is saved. Or so it seems. Bu
the Rexxons are a wily  bunch. The
will return...
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GENERAL T IPS
•  Always keep an eye on the
clock. It sounds obvious but a lot  of
people forget  about it. Timing that
all-Important  plays right  can mean
the difference between winning and
losing.

•  Use your t ime outs wisely, estre
(laity if  you're get t ing near to 1).
1or full•t ime_

ON THE OFFENSE
USING AUDIBLES
Utilise audibles as much as possible
it's almsot impossible to reach tho
top without  'em. Select a deep pass
ing play wit h a f ormat ion and set
that  wi l l  f oo l  t he computer in t o
think ing t h a t  y o u ' r e  a b o u t  t o
at tempt a long bomb (for example.
HANDS and SHOTGUN). Then choose
the t eam's  bes t  runn ing  audible
before the snap. You can often fool
the c omput er this  way,  bu t  t ake
more care when using 'em against a
less-gullible humanoid opponent

The same can he done wit h pass-
ing plays in auclibles. Select a for.
mat ion and set to fool the comput-
er into think ing that  you are going
for a running play (e.g. BIG GOAL
LINE) then at the line of scrimmage
choose the t eams  passing audible.

IELD GOALS
When a t t empt ing  a
always boot the ball with old.
power. Some lockers are of the pri
est quality  s omet ime  their f ool
even slip off  the ball at low power!

FAKE FIELD GOALS
If you're on the f ourt h down and
too far away to attempt a field goal
then, assuming you're good at pass•

lake punt... Passing
ft winn ing  a game quickly

: •  a n  also be your f al ldown if
you have naf f  receivers. Fake fi eld
goals are also pret ty  useful i f  you
really need the point s
,  b u t  
o n l y  
u s e

them as a last resort.

RUNNING WIT H  THE
BALL
When you're in a running play or
your receiver has the ball and is run•
fl ing f o r  a  t ouc hdown then,  i f  a
defensive player is closing in to tack •
le you, run upwards and at an angle

e UP LEFT or UP RIGHT) Sc, as to
run away  f rom t he defensive guy
Then, as soon as the defensive play-
er dives, change direction (I e. if rum
ning up and lef t  then change to up
and right ) and give your man some
'Ooompt it '  (hold down FIRE). This

.11 hav e a good :  e o f
bted..,ng the tackle. Some times the
tackle wi l l  miss you al l  t ogether!

If you're running wi t h  t he ball
and you're about  to be tackled but
can't do anything about it  then try
spinning around. This may shake the
tackle. However, only try this if just
one defensive guy  is around - any
more and you're in deep do-do.

A GOOD PU N T  IS
Al,WAYS NEEDED
Always Runt to the tar lef t  or right
end of the held, never straight, This
confuses the receiving team

PASSING PL AYS
When passing, really concentrate on
the receiver windows and make sure
you pick the right  guy to t hrow to.
The guy who is free or ahead of the
dofensive pack may  not  always be
the ideal  person t o  pick .  Wat c h
those distance meters!

Always remember that the longer
the throw,  the harder it  is to catch
The t arget  on  t he ground (whic h
indicates where the b e  is about to
land) is less accurate for longer lobs.

When_catching the hall, place the
receiver over the target and hold the
FIRE but ton down to catch. If you're

JOH M A D D E
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Hut-hut-hut! The crowds have been going wild over Electronic Arts smashing sports sim.
Prime candidate for some top tipping, you may think. And you'd be right...

1111111MIL.

not g o i n g  t o  ma k e  t h e  t a rge t
because some defensive geezer is in
the way then go for the dive!

IN DEFENSE

1SING AUDIBLES
Audibles a re  s t il l useful,  ev en ,
tyou're play ing i n  defense.  I f  t he
offensive t eam suddenly  calls  an
audible take a look at  their forma-
t ion and try to work  out  what  may
be about to happen. A passing play.
perhaps? Or maybe a running play')

Sometimes you can confuse t he
offensive line by setting up a forma-
t ion t hen  c al l ing a n  audib le t o
change i t  • the offensive team then
has to re-work its strategy.

LINE U P A T  SCRININI,
Select a  g o o d  s t rong f ormat ion
Manoeuvre a player f rom the centre
zone t o the line of  scrimmage and
into a gap between t wo men. This
wi l l  push the players along the line
of  scrimmage and you' ll fi nd t hat
this of ten upsets the offensive line,
allowing you to slip through to sack
the quarter back. Remember to posi-
t ion the player under your control so
that  he's ready to break through if
a gap forms in  t he of fensive line.

STRIP T HAT  BALL!
Always try to strip the ball f rom the
offensive t eam is  t here are more

than t wo  o f  y our defensive guys
around. It does work
,
ONSIDE KICK HUG
Practice hard at achieving an onside
kick during kick of f  - It always help if
you c a n  g a i n  possession a g a i n
straight af t er a touchdown!  Some
teams are bet t er at  achiev ing an
onside kick - success all depends on
the weather and the ability (or oth-
erwise) of  the kicker.

PLAYING DEFENSE
If you're playing the computer and
it chooses a running play, DO NOT
tackle the ball carrier Instead, run in
f ront  of  him He' l l  try to run around
you and  when he does  block his
change of direction. He'll then try to
run backwards in an at tempt  to fi nd
a new approach. Keep this up and
you can push his yardage loss right
back...

T I P !
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CHALLENGES!
Gary Roberts, the programmer of

HAM,  lays down the gauntlet to

The One's readers with these

two tests of your football-play-

ing mettle:

1  Play any team except theALL MADDENS, who you

put under the computer's con-

trol. If you then manage to score

over one hundred points then

you can consider yourself a truly

excellent player, worthy of loin-

ing EA's in-house game testers!

2  Play as ATLANTA. If youcan take them to the

SuperSunday AND win, then you

ARE good!

3

2

);0
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HORROR ZOMBIES
FROM THE CRYPT
Millennium/GBH
'Horror' is just about the right word
to describe this rather horrific game.
It's tough, too. So, during play, type
CHEATMODE and then use FlO t o
skip levels.

CASTLE MAST ER
Do mark/Hit  Squad
Once you're int o t he game,  press
SHIFT. I  and  t hen t ap  t he r igh t
mouse button roughly 20 or so times
unt il you hear a funny noise. Ahead
of you you' ll see four boxes which
have magically  appeared -  shoot
either of  them for infi nite lives, all
ten keys, the end sequence or rock
travel.

GOLDEN A XE
Virg in  Games/Tronics
Play in one-player mode but  make
sure you've got  another joystick in
the second joystick port .  When you
die press FIRE t o  get  t hree ext ra
lives.

JAMES PO ND
Millennium/GBH
On the first level free all the lobsters
as per normal and t hen approach
the entrance pipe. Just to the left of
it you should see a green rock stick-
ing up. Go over to it  and pull your-
self down on it. Wonder of wonders,
you'll fi nd yourself on Level 6!

LOTUS ESPRIT  TURBO
CHALLENGE
Gremlin/GBH
For instance qualification every t ime
no matter how cacky you are at driv-
ing, select a two-player game and
type in IN A BIG COUNTRY for Player
One's name and FIELDS OF FIRE for
Player Two's name. For something
slightly dif ferent ,  try MONSTER for
Player One's name and SEVENTEEN
for Player Two's  name t o enter a
bonus game called Dux,  a  s imple
shooting gallery affair.

MANCHESTER UNITED
Krisalls/GBH
Some interest ing l it t le snippets of
informat ion here. Try  pressing the
LEFT mous e bu t t on  d u r i n g  a n y
match t o  g o  in t o  t he t wo-play er
mode. The opposit ion will turn rub-
bish making even the toughest team
easy t o  beat .  Also,  f o r  t he more
insane Out  there,  press CONTROL
and ESCAPE during any game to lose
5-0. Hmmm,  very. handy.

MO NT Y PYTHO N' S
FLYING CIRCUS
Virg in  Gamearrronics
On the high-score table type SEM-
PRINI as y our name t o restart  t he
game o n  a n y  l ev e l  prev ious ly
reached using the cursor keys.

P ANG
O c e a n / Hi t  S qua d
Just bought  this game on budget
and f ed  u p  o f  get t ing y our bal-
loons busted already? If so. type in
WHAT A NICE CHEAT on t he map
screen. I f  you've done it  properly
the screen should go purple and
you' ll be  able t o  s tart  f r om any
level_

SHADO W WARRIORS
Ocean/Hit  Squad
Press CONTROL, ESCAPE, F2, 5, C. J,
HELP, V,  r i gh t  ALT and t he  le f t
bracket key and t he small ENTER

on the numeric keypad. The bot-
tom of the title screen should flash
purple.  Now tapping_HELP lets you
skip levels while hit t ing 1 or 2 wil l
give t he respect ive players  more
energy and Q makes them invinci-
ble.

S  P  T  PS
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Last month we gave you maps, this
month we give you passcodes to this
smashing platform treat.
LEVEL 1:
ON THE FOXY TRAIL 2 6 2 5
LEVEL 2:
LOOKING FOR CLUES 8 4 5 5
LEVEL 3:
ROAD WORKS AHEAD 2 9 7 4
LEVEL 4:
GOING UNDERGROUND 4 9 1 6
LEVEL 5:
FLAMING CATACOMBS 1 9 3 3
LEVEL 6:
COMING TO TOWN 0 7 3 8
LEVEL 7: FOXY'S DEN 2 2 3 7
LEVEL 8: O N  THE ROAD 5 6 4 8
LEVEL 9:
HOME OF THE PHARAOHS 6 3 9 0
LEVEL 10:

DESERT EXPERIENCE
LEVEL 11:
WALLS OF SAND
LEVEL 12:
A BEACON OF HOPE
LEVEL 13; A PIPE DREAM
LEVEL 14: GOING HOME
LEVEL 15: JUST MARRIED

T I P S

TURRICAN 2
Rainbow ArtstKisx
Use the HELP key to call up the music
menu. Press 4 to stop the music and
then hi t 2.  After  listening t o the
music for  about ten seconds press
ESCAPE twice to get infinite lives and
power. If this doesn't work, try press-
ing SPACE twice on the title screen
before entering the sound test. Then
press 1, then 4 and then 2. Now hit
ESCAPE twice again.

VIZ
8612 V i r g i n  G amest Iron ics

Bit saucy, this one. On the character
4 1 8 7  sel ecti on screen, type in WHAT A

GREAT' LOAD OF BOLLOCKS (and if
1350 y ou'v e  played the game you'll know
981 3 w h a t  they mean) and then press any
5052 num be r  between 1 arid 5 to skip to
2045  t h a t  level.

Doctor Upchurch is
in. Please take a seat
and wait to be called
in. Mr Philpott, the
doctor will see you
n o w . . .

To the Doc,
I Could you please give me a cheat

f rom Project X? tt's very tough.
Thank you. David Philpott,

Pontefract.

I've spent many hours in consulta-
t ion with Team 17's eminent  shoot-
'em up expert Martyn Brown who
has been studying this common
complaint  for some time. I 'm afraid
the news isn't good. Apparent ly
there are absolutely NO
cheatmodes in this game. Sorry.

Dear Doctor,
I need help on HEIMDALL_ I am on
the final island of Midgard but am
unable to complete the quest as I
keep getting killed by the
wizard/monkey man. Do you know
of a cheat to restore energy or
make fighting easier?

Yours faithfully. Nigel Plant,
Norwich.

Heimdall is a part icularly persistent
complaint  with many of my readers
so I'm glad to be able to print  a
solution of sorts. There isn't an

infi nite lives or level skip cheat,
sadly_ However, if  you've just had
your party killed of f  then select the
SAVE GAME opt ion right  at the
beginning of  the game (when you
get to choose whether to play the
arcade games or not). Then, when
the prompt  asks you to insert your
SAVEd game disk, click on the NO
opt ion.  You'll fi nd yourself back on
the items screen wit h all the crew,
weapons, magic and sundry other
goodies you had before you died.
Good day to you, Mr Plant.

Dear Doc,
Could you please help me with t wo
problems? First, are there any pass-
words for MAGIC POCKETS?
Secondly, what  are the passwords
for GODS? It would be great if you
could help me.

Thanks, F. Stewart,
Broughty Ferry, Dundee.

Yes, it  would be 'great ' if  I could
help you, wouldn' t  it?
Unfortunately, to answer your sec-
ond query first, I 'm sorry to say
that there aren't  any passcodes for
Gods. The game program randomly
generates a code and saves it to
disk, so that every player has his or
her own set of codes. I 'm afraid
the only thing for it  is for you to
play better!

However, the out look is slightly
brighter as far as Magic Pockets is
concerned. There aren't  any pass-
codes but there are secret ways to
warp to later levels, although they
do require a certain amount  of
knowledge about  how the game

works. Anyway, as related by Steve
Kelly, my learned colleague and
games consultant at the Bitmap
Brothers, the warps are as follows:
WARP TO LEVEL 2 FROM LEVEL 1
You have to enter the first secret
room via the transporter helmet
(an easy thing to do, as there are
silver and gold stars halfway into
the section). Before you enter the
secret room you must do one of
t wo things: (a) make sure you kill
count is at zero (i.e. the next nasty
you trap and burst 'll produce a
sweety worth 100 points); or (b)
produce and collect one silver star.

When you have either of the
above, enter the secret room by
picking up the transporter helmet.
There you'll fi nd a gold star, a cup.
a 5000-point  f ruit  and a bat. If
you've Just picked up a silver star
(i.e. used method (b) above) then
grab the gold star and use the
transporter helmet that appears to
warp away. Otherwise, bubble and
burst the bat to get a silver star,
then grab it  followed by the gold
star for the same result.
WARP TO LEVEL 3 FROM LEVEL 2
Again, t ransporter helmets are the
key to success. On Level 2 you'll
fi nd a sweety machine, a silver star
and a Venus Fly Trap. DO NOT KILL
THE FLY TRAP as it  is the key to the
warp. First, produce five sweet and
jump over the Fly Trap as it comes
towards you. Go and get the silver
star. You'll notice the Fly Trap eats
the sweeties instead of attacking
you_ The idea is to let the Fly Trap
eat at least ten sweets (by produc-
ing them f rom the machine) then
trap and burst him to produce a

gold star. Collect the star then the
transporter helmet.
WARP TO LEVEL 4 FROM LEVEL 3
Nice and easy, this one, Simply
walk along unt il you get the diving
helmet and return towards the
start of  the section. Along the way
enter all the watery areas. In the
first 'pool'  you'll fi nd a 5000-point
bonus, in the second a 10.000- and
15,000-point bonus and in the last
one a chalice and a transporter
helmet, Collect the chalice, then
the helmet and warp away._
WARP TO LEVEL 1 FROM LEVEL 4
Somewhere on Level 4 there's a
way to 'wrap'  the game back to
the beginning but  much, much
harder. If you're that much of an
addict then I'll let you fi nd out
how to do it for yourself!

My, my. Af ter that lengthy con-
sultation I feel in the need of
some, er, 'refreshment'.  Purely
medicinal, of  course. Nurse, put  my
calls on hold i-nd inform all those
patients in wait ing room that I am
unable to see them today. Glug,
giug. Ah, bliss

THE SURGERY IS NOW CLOSED
If you wish to make an
appointment  to see Dr Upchurch
then please give full writ ten details
of your ailment and send them to
Dr David Upchurch, Games Surgery
.The One, Priory Court, 30-32
Farringdon Lane, London EC1R
3AU. Dr Upchurch regret  that due
to a severe and rather tragic drink-
ing problem he is generally too soz-
zled to deal with calls over the tele
phone. The old soak.
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iRight) As usual, the player himself has no direct control over his keeper,
relinquishing control to an automatic goalie. Were the keeper blessed with
similar skills as his equivalent kick Off netminders, this would be fi ne The
fact that they have an annoying tendency of leaping into the back of their
own net at the most inconvenient moments will force the player to tighten
up his defense if nothing else. This goal-losing lack of realism is countered
somewhat by the keeper's superhuman vertical takeoff  abilities, allowing
him to pluck balls from the air with as much ease as he would were he the
Rocketeer.European
Football champ
Hot on the heels of the remarkable Sensible
Soccer comes European Football Champ, the
first half of Domark's terrace-orientated dou-
ble. This time the accent is fi rmly on action.
Jim Douglas is the fi rst out of the tunnel.
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with both this action-fest and the
more strategic Champi onshi p

Manager due on the shelves at the
same t i me t o  cl ean u p  i n  t he
inevitable period of  soccer frenzy
surrounding the European Champi-
onships. Eur o Footbal l  champ i s
clearly intended to please the less
cerebral soccer nuts in the market,
with the player (plus an optional
friend) simply doing his best to put
as many balls i n the back of  his
opponent's nets befor e the  time
limit - adjustable depending
on your taste from 1 minute
to 90  •  is up.  There's no
team selection and no man-
agement. Just pure up-the-
park fun.

Having selected whi ch
Euro team the player wishes
to control, he has the option
to select a single star player
for his side. This player is
blessed with super skills and
performs notably better  than the
others on the team. Obviously it's

i i p -4-
• MorTE ZgrF
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a

important to ensure that the star
player has as much possession of the
ball as possible.

An interesting feature is the dose-
up, which, after  especially thrilling
moments like goals etc, gives a blow-
up of the screen and the chance to
inspect the player's animations at
dose range. The result is a stylish yet
rather blocky affair.

And that,  my dears, is the long
and the short of it. The proof of the
pudding, of course, is in the eating.
So let's see how it plays, yes?

The poor  old portly ref has a hard
time keeping tabs on such a highly
tuned team of hard ball players. So
much so, in fact, that the slightissity
knock will have him face down in the
dirt. Smart players will use these
moments when the ref is either too
busy looking the other  way or pick-
ing grass out of his teeth to chin the
opposition. I f the referee doesn't see
It, it's not a foul.

Euro Football Champ is not the most sophisticated soccer game in the world.
Certainly so far as ball control goes, it's a bi t of of a flop. The players have a
total of two kicks available to them, one being a straight boot and the other
being a chip. After touch? Forget it! Thankfully, since all the other  players
have the same lack of ability, there's no particular disadvantage, and while
at first it seams a touch like the players are as well equipped as a one legged
man in the proverbial arse kicking competition, it's not insurmountable
Unfortunately, the lack of finesse means that goals are scored in very similar
style time and time again. In particular, chipping the ball from the edge ofthe box.

R E V I E W r O

11171E VERDIC1
It's unfair to compare European
Football Champ to the likes of Kick
Off or Sensible Soccer. The original
coin-op had none of the flair of either
game, so its unrealistic to expect what
Is basically a straight conversion to
have magically developed new levels
of finesse in its trip onto the Amiga.
While it's true to say that the control
afforded to the player is of a decidedly
bare-bones nature, the fact that both
players are endowed with equally
basic moves doesn't actually harm the
feel of competition. Instead, it Just
means that the game forms a rather
remorseless, slugging pattern of chips
and punts. Indeed, it was exactly this
lack of complexity which probably
made the coin op a hit. You can pick
up every skill you'll need to employ in
an entire season in Just a couple of
seconds.

Judged on this level, Euro Champ
Is fair, but by no means great. An
Indicative example of the rough edges
are the goalies, who will either
perform superhuman saves or be abso-
lutely crap, entirely dependent on luck
and doing little to make the game
seem particularly fair. Even the flawed
original didn't seem this erratic.

Those familiar with the coin-op
will know pretty much what to expect.
If you're expecting any sort of further-
ing of the computer-soccer genre, for-
get it.
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Legend of the Fortress
They're going bonkers over this Silmarils' RPG in France. Another
case of too much onions n' garlic frying thei r brains or are they on
to something this time? David Upchurch dons beret to fi nd out. . .

•

(l eft) Creatures you meet will do
one of two things: attack you or  talk
to you. You can generally tell when
something's going to attack from its
appearance - after  all, you wouldn't
expect a dragon to engage you in
witty and amusing banter  would
you? Conversations are pretty limit-
ed at the best of times, anyway •
you can't actually ask anybody any-
thing, you simply walk up to them
and if they know anything of inter-
est to you then it'l l  appear in a text
box at the bottom  of the screen,
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Arborea was saved from the
clutches of the evil Morgoth

by the valiant Jarel, Prince of the
Elves. With Jarel's goodly backside
on the throne all was sweetness
and l ight.  I n an effor t to banish
the dar k memories of  Mor goth
from t he  peopl e's mi nds Jarel
decreed that Arborea be renamed
Kendoria. Life was good.

Then, one dark day,  Jarel was
tragically killed in a hunti ng acci-
dent.  Chaos descended upon the
country - brigands and foul crea-
tures invaded the country, terror-
ising the peaceful Kendorians. Tak-
ing advantage of  the confusion
and unrest the malevolent Krogh,
a power ful  sorceror, erected the
vast citadel of Ishar on the land's
borders and is now using i t as a
base to spread his foul  influence
over the whole of Kendoria.

A hero is needed. Someone who
will ventur e t o Ishar.  Someone
who will penetrate its labyrinthine
depths. Someone w ho wi l l  fi nd 0
and slay the mighty Krogh. Some-
one_  well, a bi t like you, I guess.

Ishar is,  a s  y ou m i ght  have
already guessed, a pseudo-sequel
to Silmarils' earlier RPG Crystals of
Arborea. As is becomi ng pr etty
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Krogh. But first things first, Aromir must find ishar
t K r o g h ' s  s e a t  
o f  p o w e r .  
B u t  
K e n d o r i a ' s

a big place. Where to start looking?
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in the distance you can just make
out a hazy figure. Approaching you
see that it's kind-looking little man.
He doesn't have a lot to tell you
apart from the directions to a pub in
thenear by village of lothar ia.  Oh
well, i t's a start, isn't itTr And pubs
are always good for  gossip.

Entering the village you are immedi-
ately attacked by this trio of ugly
goblins. Their surprise attack catch-
es you seriously off-guard and they
get a couple of telling blows in
before you can retaliate. However,
these brigands are no match for
your brilliant swordsmanship and
you soon have them lying in bloody
slices on the floor.

CST I
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Slightly wounded you eventually
locate the pub. Huddled inside is
what appears to be the whole of the
town's population,  drinking and
chatting. Listening in on the local
gossip you discover that ono of
Jarel's former aides lives in this very
village! Hmm. perhaps he can help?
But before you set off it might be
wise to invest in some food and a
good night's kip to restore some
health.
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Feeling fi tter  and healthier you
leave the pub and fi nd the larel's
mate. He is an old man now and
sadly refuses to join you on your
quest. However, he does offer  you
directions to a magical shrine where
you may talk with Azathgorm, the
spirit messenger of the Silmarilian
gods. He must be able to help, you
think. i mean, let's foot it - if he
can't nobody can!
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As you approach the magi-
cal shrine, situated
betwixt four  birches, the
ghostly face of Azalhgorm
appears. The ethereal mes-
senger gives you three quests,
designed to help you defeat the
all•powerful Krogh. All very well
and good, but he doesn't actually
give you any advice as to how to
get started on any of them. You're
on your own now...
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much par for the course wit h RPGs
these days, all the act ion is v iewed
in fi rst-person 313_ There's plenty of I
"all-out  mons ter bashing to be had,
as you might  expect, but  the main
thrus t  o f  t he  g a me  comes  f r o m
solving the quests and errands that
you are set by  various Kendorians
in order to fi nd t he mystical items
you'll need to defeat  Krogh.

(Left) Most cities or towns have some form
10 shop in therm Here you can buy extra
weapons, new or better  armour, food and
spell components. Just what and how much
you can buy depends on how much gold
you've got, of course
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(Below left) Fighting is simplicity itself. Make
sure that your warriors are holding a weapon
in their r ight hands then click on the Attack
Icon to get stuck in. Spells are slightly trickier
in that they have to be prepared earlier by
writing them down on parchment but are
just as easy to use in combat. Your party can
be arranged in a variety of marching forma-
tions, so that the weaklings can be kept to
the back out of harm's way.

T H E  V  a l I C T
Although ishar's 3D system is, by and
large, bog standard - the player can
only move in the usual four directions
and the screen updates in 'chunks' -
there are some tweaks that lift it well
above par. In forests and woods, for
example, there's a great sense of
depth and a real feeling that you're
moving through dank undergrowth.
The hordes of monsters are also a lot
better animated than those typically
found in this sort of game, which
makes the task of fighting them all
t he mo r e  inv o lv ing and ex c it ing.
Sound is used we l l  t oo,  espec ially  in

the dungeons where the groans and
howls of the inmates echo through

the cold stone corridors - very
eery! One of Ishar's best aspects

is that it's a lot more focussed
than most RPOs of its ilk.

Since the gameplay centres
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around completing quests
the game can often play

more like a murder mys-i
"- t e r y  than a hack n'
••  s l a s h RPG, with the

1,1 p l a y e r  having to hunt
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'1, a l though there can be times when you
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have to mill around to pick it up again.
Silmarils is to be congratulated on trying
something a little different and person-

ally I thought this much better than Eye
of the Beholder 2 and those games typical

of this genre. It's not as straight forward
but if you're willing to put in the effort
it's far more rewarding. Don't pass this

one by - i t deserves to be a hit.
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"Shwing" and "Cowabunga", it's not yet received
worldwide recognition,  a nd thi s i s  perhaps

because i ts not a very good word. If it wasn't for Jim
Davidson and his hilarious "Too Risky" catchphrase and
that boardgame, i t would be very much in the Vaux-
halliGM Conference of words. However, this is undoubt-
edly all set to change thanks to Spanish developer
Dinamic (the team behind the execrable Army Moves and
Navy Moves games among countless forgettable oth-

Woo-oo-ool Dare  you enter
the Risky Woods? Gary Whit ta
did, and this is his story...

ers) with its long-awaited latest. The entertainingly-titled
Risky Woods is a colourful slice of scrolling platform-
based hack-and-slay action in the same vein as Switch-
blade II and last month's Jim Power.

The story (such as it is) tells of a mythical world called
the Lost land, where peace and prosperity reigns thanks
to a bunch of wise old monks that look after the place.
That is until the evil Draxos and his minions turn up, turn
the monks to stone and draw a curtain of utter ghastli-
ness across the land. As the headstrong young warrior
Rohan, it's your job to enter the Risky Woods, rescue the
stoney-faced monks and generally make everything
dreamy again. Yes, yes, it's formulaic stuff, but I for one
couldn't give a monkey's for the intricacies of the sto-
ryline, just so long as the game's a right royal laugh. So
let's press on and see if it is or not, shall we?

R E V I E W

Treasure chests descend from the
s f r om ti m e t o tim e,offe r i ng

all kinds of wondrous goodies. Once
broken open wi th a few shots, the
contents leap out for  you to pick
and choose from. There's a selection
of both good and bad bounty •
smart bombs, shields, extra time,
lives and energy are the predictable
positive ones, but a lot mons imagi-
nation has gone into the conception
of the negatives. For example, how
about an icon that transports you
back a few screens, or  poisoned frui t
that sands you to sleep, wasting
precious time or, most heinous of
all, a skull that turns the screen
upside down? Aleep! To make mat-
ters worse, the bad things aren't
always bad - sometimes they may
deliver a handsome points bonus
Instead, so you have to decide if you
want to take the risk.

Risky Woods consists of four  zones.
each made of two levels and each
with its own endiof-wor ld guardian.
The object is simply to slash your way
from left to r ight to the goal-line at
the end. Prior to each level, this map
screen appears showing a part of the
Risky Woods world_ A miniature
Rohan shows where you're about to
venture, with the map scrolling to
reveal more of the world as you
progress. Smart, eh?

Rohan comes armed with an infi nite
supply of throwing knives - ideal for
offi ng the hordes of the undead that
accost him constantly. These skeletal
oppresors, which constitute the first
part of the game's main opposition,
are a real pain, attacking virtually
non-stop - advancing just a single
screen can take a while, as much of
the time is spent just hacking them
out of tFie way. They don't have any
weapons, but if they touch you they
explode, taking one of your hit
points (you get eleven of them for
each of your three lives) with
them.
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"S l i ght l y  more risky now,
ar•as we enter the next.
darker stage of the woods.

4 Lots of flying baddies in'stage four, including
demons and gargoyles-
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preceeded by a map of the Risky
Woods world, showing you
where you're about to venture in
miniature. So let's make use of
the latest screenshotioining
technology to show you the
entire game world in one go,
along with all the levels. The
only thing we've left out are the
end-of-level guardians, because
they're best kept secret.

A tr ip into town for  the
next stage, complete

with hordes of city guards.

O T h e  urban violence con-
tinuas, with more hack-

ing fr  a r o u n d  town.

1 B o h a n  t i n t o  thespooky castle, replete
with guards and traps.
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r the  level and have a few  seconds
of shield. Off we go!

Aloe! Accosted by the
undead! I shalt kill thette
,
*
with my knives, Boom!

Luvvly jubbly! A i b t i ng
open the treasure chest
reveals a large selection
of goodies,C l e c t  them
before t p e a r l

"rawdeigieedor•
Bah, more baddlesl

rtunateiy these ones
are releasing coins

hen hit. Idea/ for
spending in Ye Olde
Shoppe later.

0
0

Each level is guarded somelmhere around the midway
point by a tower with a big starey eye on top.  Called an
Eye Door, i ts  completely invulnerable to your fire and
can't be gotten around, so the only way to progress is to
destroy the tower  by using an Eye Key. which has been
broken into tw o parts that are found around the
landscape. Simply collect both halves, then release the
key when you reach the tower  to blow it up with an
impressive pyrotechnical display. I f you get to the tower
without the piece(s) of key required, you're spirited back
to the nearest key piece, so you don't have to go search-
ing. Oh, and i f things get too bad, the Eye Key can also be
used as a smart bomb.
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coin w o r t h  fi ve  cre d its. D u ck
down t o  p ick t h e m  u p  a n d
the y're  a dde d  t o  yo u r  ba nk
ba la nce  -  b u t  be  q u ick a s
th e y fl icke r a w a y a f t e r a
fe w se conds. R oha n  d ro p s a
coin  o r  t w o  e ve ry t im e  h e 's
buffe te d  b y  a  b a d d y,  a n d
the  w h o le  lo t  goe s fl yin g
whe n h is la st  h it  p o in t  is
e xha uste d. I t 's w e ll w o r t h
trying to keep hold of these,
as they're used as tender  in
Ye Old e  Shoppe  a t  the  e n d
of e a ch le ve l.

Risky Woods' end-of-level
gua rd ia ns ha ve  a  sta ge  a ll
of t h e ir  o w n  -  t h e
co n f ro n ta t io n  ta ke s p la ce  in
an u n d e rg ro u n d  ca ve  w it h
no p la t f o rm s o r  le dge s t o
assist you. Each guardian
has its own particular
modus operandli - obviously
th e y ge t  h a rd e r a s t h e  g a m e
progre sse s,  w i t h  t h e  fi n a l
fi g h t  a g a in st  D ra xo s b e in g  a
real killer - al though there's
no m a jo r  d if fe re n ce  in  t h e
wa y t h a t  yo u  fi g h t  t h e m .
The y sh o o t  a t  you ,  yo u
dodge the bullets and shoot
back. Generally it's the
dodging part that tends to
be the hardest, as they're
very ferocious and have a
habit of chucking an inordi-
nate amount of nasty stuff
at you. When battl ing a
guardian, its own energy is
sh o wn  in  t h e  sta tu s d isp la y,
so yo u  ca n  se e  a t -a -g la nce
h o w m a n y m o re  h it s a re
re quire d  t o  kill i t .

Level One may be the least risky
of all the stages in Risky Woods,
but it's got its fair share of perils,
alright. So let's follow Rohan as he
makes his way through a section

of this first stage and see how he gets on,
shall we?
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Ye Olde Shoppe, found at the end of
each of the twelve stages, is where you
can top up your energy and, more impor-
tantly. trade in your crusty old knives for
something a bit more special. Each of
the tour weapons on sale can be bought
up to three times - each time you re-buy
a weapon, its power is increased, mak-
ing for a much more efficient killing
device. The shopkeeper is a friendly
chap, and if you want to change your
weapon at any time, he'll happily buy
back the old one, so you only have to pay
the difference.

FIRE
A fairly smari weapon, costing 70 coins. For this you
get an unlimited supply of spinning fire-wheel things.
They behave exactly like the knives and chains.
except they're a bit faster and do more damage. They
look good too.
AXE
Oh dear, a hit ol a duffer this one. Instead of travel-
ling straight ahead, it moves in an arc when thrown,
travelling upwards first then falling towards the floor
This is okay Inc dealing with enemies above you, but
not so hot for general use as their range is limited. 90
coins is the asking price for this one, and it's a little
overpriced if you ask us.
CHAIN
These work in the same way as knives, travelling in
straight lines towards their targets. But they're slight-
ly faster and more powerful, so well worth investing in
lot a measly 60 coins,
BOOMERANG
Mow this is a tasty bit of kit. Complete with sharp
spikes, these antipodean lifetakers are superbly
effective in light corners. They do, of course, travel
outwards in a straight line_ then turn round and come
back, doubling its striking power at a stroke. If you've
got baddies coming in from both sides, this is the
weapon you want to have_ A steal at lust 160 coins.
ENERGY
Simple, this one. Energy is bought in single notches.
with each hit point selling for 20 coins.
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Wa tch  yo u r  ste p  - o n e  f o o t  w ro n g
on t h is m o vin g  p la t f o rm  m e a n s
ce rta in  de a th . T h e  fi re - sp it t in g
demon isn't helping much•
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T H E  V E R D I C T
After the likes of the excellent Myth,
Fire It Ice and The Addams Family,
Amiga owners have been a bit spoilt
on the platform-based action front
lately. And though Risky Woods has
Its faults, there's no doubt that it

'measures up admirably to that quali-
trio. More hack'n'slash action than

the Mario-esque exploits of Gomez
or Cool Coyote, Risky Woods is nev-
ertheless an obvious attempt (and
the latest of many) to produce a true
console-style arcade game - the
Japanese representation of the main
character is a dead giveaway.
Unfortunately it will have to be
cliche city as I say that the gameplay
in Risky Woods is fast and furious,
with virtually no let-up or respite in
the action from start to finish. I f

anything it's a little too tough, bor-
dering at times on the point of com-
plete foot-through-the-monitor
frustration. Anybody who's played
some of Dinamic's earlier games will
be familiar with this - the Spanish
must have special gamesplaying
glands that give them extra skill, as
I'd warrant that Risky Woods is too
hard for the average British gamer.
Maybe It's just be being a big girl's
blouse, but there you go. That said, I
immensely enjoyed my time with

Risky Woods - it plays very well, and the graphics, colourful
and supremely well-animated as they are, wouldn't put a
coin-op to shame. There are some annoying aspects, like the
juddery movement of the central character, and the way in
which you're sometimes forced to pick up objects you don't
want, but there's nothing seriously wrong - the design is
sound, and talking of that there are some superb tunes and
spot effects to jolly the proceedings along. I f you've got a
high endurance threshold and reckon yourself as a bit of a
master gamer, I 'd recommend Risky Woods unreservedly as
a long-lasting blast. Everyone else should at least check it
out - it's a lot of fun.

Because Risky Woods only scrolls horizontally, i t could hardly be called an
arcade adventure, and you'd have to be a complete arse to get lost- but
nevertheless there's a fair bit of leaping about the landscape to be done, via
the many fl oating and sliding platforms, elevators and ledges. The constant-
ly-moving nature of many parts of the background make timing a key factor,
but on the whole the action is nowhere near as platform-or ientated as, say.
Fire And ice.

(Above) When you come across one
of the frozen monk-statues (each
level has a few, as indicated in the
status display), pum p a few shots
into it. The stone with splinter and
crack, then finally explode apart,
releasing the monk inside with a big
BOOOM and some dazzling l ightning
effects. Only when all the monks
have been released can the level be
completed - miss one and you have
to go back and do it all again. Doh!
Beware also of bad monks. They're
indistinguishable from the goodies
until you open them up, when they
unleash nasty energy thingies that
sap your hit points. The only thing to
do is try all of them and learn where
the bad ones are so you can leave
them alone in the future.

Like all good platform games, a lot
of the action in Risky Woods is all
about leaping from ledge to ledge
across deadly chasms. You don't
have to be pixel-perfect, the game•S
too frantic for  that,  but you do need
to be able to judge distances fairly
accurately under  pressure. This situa-
tion is aggravated by the fact that
many of the more perilous areas are
patrolled by 'orrible squawking bird
creatures that knock you back in
mid-air, often with fatal results,

There are plenty of smart graphical
effects to behold. For example, when
Rohan ventures into a cavern it gets
all dark and gloomy, limiting visibili-
ty and adding to the atmosphere. I t
gets a bit squinty after  a while, but
for tunately these sections don't last
too long - they're just a bit of an
Interesting aesthetic interlude.
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esk

Remember in all those birds-eye games like Kick Off and Speedball where you always preferred to shoot up
because of the slight advantage? Well in Striker it's the same thing only more so_ Because of the 3D view, the
player shooting "into" the screen can see his goal well into the distance, while the player shooting down or out
of the screen is working blind to a certain extent, as his goal is beyond the field of what the screen can display.
Actually. it's not nearly as bad as it sounds - the 311 angle has been worked so that the "bl ind" goal is on screen
from most legitimate scoring positions. If you wanted to take a long blast at goal, you'd have to shoot blind.
but in truth the goalies are good enough to ensure that shots at that range wouldn't stand a chance anyway.
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ing up with interesting intros for
soccer game reviews. I  mean

what eke is there to say? The answer
is, unfortunately. after half a dozen
similar Sims in the last few months,
not a  l ot.  Fortunately,  however ,
those fine people at newly-formed
Rage Software (al l  ex-Special FX
developers) have been considerate
enough to do something a bi t dif-
ferent with their own effort, thereby
giving me something new to say.
Instead of the usual side-on or top-
down views that  we've come to
know and love, Striker makes the
bold step of tackling (ho bloody ho
- unimpressed readers) our national
sport from the little-attempted and
hardly-ever successful 3D viewpoint
- a feature worthy of note in its own
right.

And_ that's about it. Apart from
that neat twist. Striker is a straight-
forward, no frills, just-do-it arcade
soccer game.  Unlike most games
that, by a bizarre and entirely-inex-
plicable coincidence (not!), seem to

have materialised j ust as the
European Championships are in
full swing, Striker isn't limited
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by a Euro theme - the 64 teams fea-
tured come from all corners of the
globe (oh that's right,  because a
globe has lots of  corners - more
unimpressed readers),  i ncl udi ng
America, Africa and Asia.
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Though the emphasis is very much
on arcade action, there's a tactical
element too. Team formations are
selected from a bank of eight prior
to ptay, with variations of attacking
and defensive styles as well as
Robbo's favourite, the sweeper sys-
tem. 0oh,  and don't forget the wind,
which varies in strength and direc-
tion, and the three types of pitch.

The final big-name player in the computer soccer Premier League has
finally kicked off! Gary Whitta gets it on the bench for a thorough
match-fitness check.

710

No messing about in this review • let's get straight out onto the pitch for
some instant action. Striker's "fr iendly game" option allows you to bypass
the bull and take to the park immediately_ The game views looks longways
"up" the pitch, scrolling in eight directions to follow the high-speed frolics.
the angled 3D view means tha t  players run and shoot "into" and "out of"
the screen. It's not a million miles away from playing a top-down game like
Kick Off or Sensible Soccer, al though the pivoted viewpoint makes a notice,.
ble difference to the way you play
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1 94 A double-click on the joystick button
sends the defender you're currently
controlling (indicated by a coloured
ellipse) into a vicious sliding tackle
which may result in a nifty change of
possession or, i f the ref's extra-vigi-
lant - a foul. When a free kick is
awarded against such misbehaviour,
the taker can direct his shot using a
dotted line of trajectory. Will you
take a long grasscutter, or  a short-
distance lob that flies over the heads
of the defensive wall? The choice is
yours, but remember that the line's
not entirely accurate and the ball
won't always land exactly as predict-
ed.

(Right) The World Tournament is
Striker's only league/cup
competition, where the 64 competing
teams are whittled down through six
elimintation rounds to the last two
finalists who play in... well, the final.
And that's about it.
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Detailed American-style match statis-
tics can be called up at any time dur-
ing play, and appear automatically at
the end of the game. They make
quite interesting reading and could
even be used to highlight weak areas
of your game by showing possession
time, shots on goal, fouls, bookings.
territorial advantage, free kicks et al
for each team.
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Other sot-pieces, like throw-ins and comers are more simplistic - just hit the
button and away it goes, hopeful ly to the foot of a waiting player in the
opponents goalmouth. Penalties work just like in Kick Off a n  arrow skims
from side to side across the goal, and it's basically a reaction test against the
computer goalie, wi th the player hitting the button to stop the arrow where
he wants to shoot.

R E V I E W

AWOL

Arriving the month after the juicy
Sensible Soccer, Striker is certainly
going up against some heavy compe-
tition. But although it would be very
easy to compare the two, it's not
really fair as the games, theme apart,
have hardly anything in common.
While Sensible is a very authentic,
tactical game, Striker is more of an
Instinctive kick-and-run affair, and

it's a lot more like Kick Off than any-
thing else in that sense. But this is by
no means bad - after all, Kick Off
doesn't play anything like real foot-
ball but that doesn't stop it being a
fine football game. Another thing
Striker shares with Kick Off is the

neck-breaking speed - at lower levels
it's fine, but put two top-ranking
teams together and it's like watching
a televised game on video with
speed-search full on. It's fast to the
point of off-putting at times, but this
is a problem that's more to do with
the one-player mode, as the comput-
er teams have a tendency to be a bit
too good and won't hesitate to capi-
talise on your slightest mistake.
Playing with lower-ranking teams
and with the pitch markings on
helps, but I can't help feeling that
the World Tournament option suffers
as a result. As to the big question of
does it actually play well, the answer
is yes - after a fashion. Despite the speed, it is possible to
get into the swing of things - but the passing doesn't work
too well. It's more a matter of luck than judgement, and
combined with the velcro-ball dribbling technique, it's all
too tempting to make solo suicide raids all the way up the
pitch - and that's hardly what this sort of game supposed to
be all about, is It? Ultimately, Striker's good points just
about outweigh the bad, and such I'd recommend it heartily
to everyone from the Kick Off school of computer football.
Its no-nonsense action makes it more accessible than

Sensible Soccer, but ultimately less rewarding.
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(Above) By picking up a certain bonus
item Gomez becomes SuperGomez
(represented by the lovely twinkly
stars which fol low our  hero), allow-
ing the player to hurtle through any
bad guys entirely unharmed. While it
only lasts for  a number of seconds,
this feature is absolutely essential for

completing some of the truly hair-
raising moments later in the
game - and believe you me,
there aro plenty of them!

-1•Alkimaer•-
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Another  twist on the swinging-balls theme (this sounds familiar) is the clock,
who's pendulum will give Gomez a r ight thwack up the backside if he isn't
paying attention.  Skillful players will learn not to leap in fr ight into the
oncoming ghost.

A411:Lo,:,"
Can Ocean pull o ff  another Hudson Hawk,
by turning (al though for  enti rely di fferent
reasons) a movie which doesn't exactly lend
itself to conversion into a game into a soft-
ware funfest? Jim Douglas thinks so...
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how t o put  a decent movie
conversion together, They've

done it with Hudson Hawk and they've
now done it with Addams. And the first
rule would seem to involve throwing
away everything in the whole movie
Qxcept the central characters. And on
the whole it works remarkably well.

In this case, Gomez has returned
home from somewhere or other to find
the entire family (Wednesday, Pugsly,
Uncle Fester, Mort ic ia and that  old
granny) have been magically whisked
away to the darker recesses of the fam-
ily home, and worse still, the whole

(Left) It's from the staircase that
Gomez can gain access to virtually
any area of the house. This del ight-
fully barren screen is far from as bor-
ing as it seems, and players willing
to explore this most dreary looking
place will fi nd secret things beyond
their wildest dreams!

place has been taken over by all man-
ner of crazy little varmints!

Un;ess he's prepared to spend the
rest of his life in the doghouse, Gomez
had better set about a full-scale rescue
mission pretty damned quickly. Using
the stairway as a central point  f rom
which all areas can be reached, Gomez
must track down each member of the
family and send them to the relative
safety of the Music Room.

The game is presented as a graphi-
cally excellent platform romp, packed
full o f  hidden bonuses and secret
rooms, giving the player a fi rm feeling
that absolutely anything could happen
next,

Basically, Addams is Ocean's answer
to Mario, with the super-cute Gomez
having to negotiate hazards amazing-
ly similar to those in Super Marioworld
on the SNES. But there's plenty of orig-
inality in here too. So let's take a tour... 1
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play a vital par t in the game, affect-
ing everything from doors to the var-
ious security systems. Unfortunately,
each one's individual function can
only be discovered by activating it,
either by touching it directly or hit-
ting it with a laser shot. The most
simple kind simply toggle the
open/closed status of a door, while
others, particularly those on higher
floors, have complex dual functions -
a switch used to open a door  might
also activate a security system, for
example. Oh. and some doors can
only be opened once the appropriate
security key is in your possession.

(left)While many rooms require a
combination of skill and thought to
complete, others are simple tests of
speed and dexterity, Take this corri-
dor, for  example, which is protected
by two laser beams that constantly
bounce round and round in a square,
one inside the other. Getting through
without being frazzled is no easy
task, and one that, like crossing the
electrified floors, is one that won't be
achieved by luck alone. It's all a ques-
tion of pixel-perfect positioning and
precise timing.

(Above) Neogens move around the
Genet( complex via the building's
ventilation system, and the vents in
the fl oor  pump them out with alarm-
ing regularity. Simple blasting the
neogens is not enough - there will
always be another  to take its place.
The only way to secure a room for
good is to seal the vent by running
across it, Some rooms will only open
the door  to the exit once the vent
has been sealed off.
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Identical in every way to the
PC original, D/Generation is a

' fi ne specimen of original gam-
ing fun. Though its roots are
obviously in the classic isomet-
ric adventures of yesteryear,
It's got a style and feel all of
its own. If  you're expecting an

I experience like Cadaver,
you're likely to be disappoint-
ed, as the puzzles are all limit-
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no object manipulation), and
never ascend to what you'd
,cail really difficult. You're not
likely to get completely stuck -

ill anything you'll get killed
/because you didn't think
something through properly.
D/Generation isn't very merci-
ful to impetuous players, with
neogens and security devices
efficient enough to punish for
even the slightest foot wrong.
In fairness to it, it  sounds a lot
tougher than it  is, and is just
hard enough to be compulsive,
but not frustrating. Because
it's not too heavy, it's very
easy to have fun with, and
allows for five-minute throw-
away sessions that you simply
can't have with other games in
the genre, because of their

long-winded
nature.
Graphically
things are
sound, with
the polygonal, brightly-coloured
visuals functioning well, if  not
sitting quite right with what is
supposed to be a darkly-
atmospheric theme. Sound is lit-
tle more than functional with an
average title track, but the spot
effects are impressive enough to

make up the difference. Ultimately, then,
D/Generation is a worthy addition to the genre that
it sort of belongs to, and has enough novel touches
to earn it  a place near, if  not actually at the top, of
your shopping list.

dr]
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Not bad. A pretty convincing job h
been done hyping the two characte
and their likenesses have been put
effective use on the highscores,
and Game Over screens, adding
undeniably cutesey feel. Indeed, lo
of effort has gone into making the

pheral elements of the game
er swishy. Which makes it more

of a shame that the bulk of program
itself just isn't much of a laugh.

It's vaguely reminiscent of Bub
Bobble in the way the screen actiont
works, but instead of being entert
ing and flexible, it's a bit aggravat
and rigid. The basic problems are
follows: the background graphics
so colourful and complex, you c
see what's going on for a lot of the
time. Also, the addition of random

squares makes forming a strate
any particular screen virtually
ossible. Playing in two-player
e is a bit of a let-down, since

h croc must turn on their own
.
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• way, save for trying to intercept
• g u y  that the players can re

each other. However, for s
tweight arcade laughs, the Cro

cl be given some consideratio

Two control methods are available_ Classic and Special. Classic control

1 1  will simply move the crocs left and right. Special control offers some
swifter clockwise/anticlockwise movement around the platforms.

Crot•
M E M O 1

Will Funk Croc and Punk Croc survive thei r
dangerous journey through sixty levels of
platform madness and succeed in thei r mis-
sion to woo the gorgeous Crocette? Only
you can decide.

So far  as becoming instant game cult
heroes in their own right. the Croc
t w in s a re  a  m o re  be a ra b le  co n ce p t
tha n m o st . The y're  a ct u a lly ra t h e r
smart looking, wi th their stupid
grind and bubble noses. I ts pretty
likely, considering the amound of
time that Arcade Masters have gone
to in publicising the two characters
that they'll be binned before a sequel
of some kind. And I, for  one, look
forward to them having the chance
of shining in a slightly better  game
than this.

Alert! Punk Croc (the one wi th the
sunglasses) is on the receiving end of
an unwelcme advance by, or, well,
I ts rather tricky to tell. Perhaps i ts a
chicken in a hat or something. This
leaves a rather golden oppor tuni ty
for  Funk Croc (with the hat) to scoop
some of the bonuses. Once a player
has lost all his lives, he must sit it
out while his opposite number con-
tinues on through as many levels as
he can.

C oolness, we are told, is a way of
life for the Cool Croc Twins. One
of the twins may be punky (he

has sunglasses) and one may be funky
(he has the baseball cap) but neither of
them are clunky when i n  t he style
department. Daisy Crocette finds the
two croc's so stylish and dreamy that
she can't &icicle which to, erm, go Out
with. And since a three-way scenario is
clearly unsuitable.  Daisy  does  t he
decent thing and goes far, far away.
Being hot blooded crocs (if that's pos-

sible), t h e  Twi n s
decide that  one o f
them ending up with
Daisy is better than
both being left alone,
and so set out, either
together or individu-
ally, depending i f
.
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friend o r  solo,  t o
track Dai5y down.

Along t he way, the
Crocs must turn on
little boxes of  lights
and prevent  nas ty
monsters from turn-
ing them of f  again.

Each screen has a certain number of
boxes, and an increasing number of
nasties.

Lights can be turned on by banging
into their boxes and illuminating each
of the three bulbs inside in turn. While
the first few screens are an absolute
doddle, everything becomes very cliffi•
cult very quickly, wit h the bad guys
turning out the illuminated boxes faster
than a Croc can turn them on.
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righteous dude is on his way.
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Y From the darkest corner ot

Hedgehogs beware!

6 6 Gremlin have produced
a maslerplece. 9 9

Amiga ac t ion 96%

6 6 Fast, action-packed,
challenging

and highly addictive 9  9
The Sun

COMING SOON ON:
MAGA (I MEG OW '0 AND ATARI SI

GREMLIN GRAPHOCS SOF !WARE LID
CARVER HOUSE. 2•4 CARVER STREET

SHEFFIELD SI AAS.
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R e p c o u r t

6TH AUGUST 1991

TIAN: Y O R E  CITY
FORENAME :  DAVID
SURNAME :  LONGHURST
D.O.C_ :
AGE :  2 1
HEIGHT :  5  FT  7  I n

POSITION :  ATTACK

SHILL
M E M .
AGGRESSION

TAMINA
FOOT
TACKLING
PASSING

HOOTING
HEADING
SPEED

STRONG
M O E  AVERAGE
STRONG
STRONG
LEFT
AMOK AVERAGE
AIME  AVERAGE
AMINE AVERAGE
AMOK AVERAGE
STRMNG

I  OVERALL I :  ABOVE AVERAGE

GRAHAM
TAYLOR'S
SOCCER CHALLENGE

And wh at  a challenge i t is! Gary Whi tta takes i t up.

L .  ove him or hate him, you cer-
tainly can't  ignore him.  Well,
you can i f  you don' t  f o l low

football,  I suppose. Yes, it 's Graham
Taylor, f ormer Villa boss, now stat-
uesque manager o f  t he  England
squad and the latest in a long line of
sport ing superstars t o  lend t heir
name to a computer game. Appar-
ently, t he pint-sized soccer wizard
did more than just sign on the dot-
ted l ine - Krisalis c laim he actually
helped out  in t he development  of
the product  as well. We'll give them
the benefi t  of  the doubt ,  although
the idea of  Taylor sitt ing at a PC and
tapping away in assembly language
is a sight we can't easily imagine.

Given the nature of  the licence,
you won' t  be surprised to heat that
Graham Taylor's Soccer Challenge is
a management  g a me  only .  Th e
object of  the game is for the player
to f ol low in the career footsteps of
Taylor himself  - ie, progressing f rom
the manager of a lowly third-division
club to the very pinnacle of  soccer

management  -  Eng land bos s .
When you get there, the second
section of  the game unfolds  -

essentially it's much the same as the
first, but  here the aim is to win the
European Championships.

Bang up to date as the game is, all
the current  league and cup tourna-
ments are in there, both national and
internat ional,  and the first division
has been replaced by  t he Premier
League al t hough presumably you'll
need a BSkyB dish if you want to play
in that part icular section.

VIMIMMIRE COMMING OINESS• MOTURDAY •  TRD AUGEST / 991
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in one of Graham Taylor's many
mildly-impressive graphic touches,
each match is fol lowed by a relevant
newspaper headline, If you're partic-
ularly sad, you might like to know
that the names of the regional
papers featured are the authen-
tic ones, wi th the appropriate
one appearing for where the
game has just been played.

LAST GASP [ K L A P P  CLINCH N I A_

• • • • • -•

(Left) Specific information is avail-
a ble  o n  a n y o f  t h e  p la ye rs in  yo u r
squad - useful for  when picking a
te a m on  m a t ch  da y,  a lt h o u g h  it ' s
slightly annoying that,  when actu•
ally in the team-selection phase,
you're not allowed to refer back to
here just to refresh your memory
about who's good at what.
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Much of  the t ime in Graham Tay lor
is spent scrolling through lists -
squad rosters, team lists, fixture
line-ups.., a single screen simply
isn't enough for  the game's mam•
moth databases. The wealth of
information on offer  ranges from
the obvious (league tables, match
results and the like) to the most
probing and trivial - personal play-
er and manager histories, lists of
injuries, suspensions, club
finances.., it's all here for a prudent
manager's perusal.
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E When match day comes around, you can elect to watch any of the many fix-

tures that are being played in its entirety • of course you'd do best to give
priority to the progress of your own club. Games are played out arcade-style
in a non-interactive scrolling sub•section that shows every second of the
action - no "match highl ight" cop-outs here. What happens on-screen here is
not randomised, but based directly on the status of the two teams, so you'll
be able to see exactly how particular players are performing. Substitutions
can be made at any time, and after  the match you decide what to say to your
boys in the communal bath - should you congratulate them, express disapp-
pointment or give them a royal dressing-down? The choice is yours, but
whatever action you take is bound to have an impact on morale.
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I ts all very well scouting for
talent, negotiating contracts
and p u sh in g  a  pe ncil,  b u t
when match day arrives, it's
time to put on the tracksuits
and indulge in some REAL
ma na ge ria l du t ie s,  F irst  u p  is
team selection, where you
pick the top men from your
squad to go out and do the
business - you've got
complete freedom in who you
choose and where you play
them, but it's not advisable
to, say, put your goalkeeper
on the r ight wing. When the
full l ine-up's been selected,
the  t e a m  t a ct ics a re  se le cte d
from a bank of six readily-pre•
pa re d f o rm a t io n s. The n,  a t
last, it's out onto the pitch!

Like Domark's Championship
Manager everything is controlled
through a fr iendly point-and-click
environment - al though it has to be
said that graphically, Graham Taylor
is considerably more lavish. There are
three main areas - Players, Manager
and Information, wi th a four th icon
set aside for  save/load activity.
Visit in g  t h e  va rio u s d e p a rt m e n t s
brings up a set of sub-headings
wh ich  in  t u rn  h a ve  t h e ir o w n  m e n u s
and sub•menus • you'd better  make
sure you've got an industrial
strength mouse, because there's an
awful lot of clicking to be done.
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Buying  a n d  se llin g  p la ye rs ha s a lw a ys
been one of the funnest parts of
football  management,  and Graham
Taylor allows you to flex your busi-
ness muscle to its fullest extent.
The re  a re  t w o  o p t io n s -  p o p  a lo n g  t o
the transfer market and see who's up
for sale, or if there's one player
you've particularly got your eye on
(perhaps you've heard good things
from one of your talent scouts), you
can a p p ro a ch  h is t e a m  d ire ct ly a nd
make them an offer. The board
decides how much you have to
spend, and obviously the cash levels
(fees, salaries and the like) are rela-
tive to your position in the league

11
11T H E  V E R D I C T

the way that success in Graham Taylor is more about
personal achievement than that of a team - given the

When two deeply-involved football
management games arrive in the
same month, comparisons are
unavoidable - but unfortunately
there's very little to separate Graham
Taylor from Domark's effort. The
Krisalis game has certainly got a lot
in its favour - its clean-cut graphical
presentation is ideal for a game of
this type, neatly ordering what can
only be described as a colossal
amount of data into easily-manage-
able chunks. Thanks to the nifty pre-
sentation, all the real legwork has
been eliminated and what would
otherwise be the most laborious
tasks are an absolute breeze. There
are some faults - the way
information is presented doesn't
allow for the detailed cross-referenc-
ing possible in Championship
Manager, for example. Nevertheless,
Graham Taylor's authenticity is
remarkable, boasting accurate real-
life information on all the clubs and

players in the league, and the ability
to change names so as to keep the
game constantly updated. Once
again, space has prevented us from
more than scratching the surface of
what Graham Taylor has to offer -
it's amazing just how much the game
has taken into account, and how
thoughtful the player has to be a
result. Returning inevitably to the
comparisons, though, there really
isn't much to choose between GT and CM on the strategy
side - they both offer much the same package, with pluses
and minuses on either side. One thing I'm not so fond of is
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choice, I 'd much rather try and get my team to the top than
leapfrog my way through various jobs, using teams as step-
ping stones towards the England manager's position. Of
course Graham Taylor's probably more like real life this
way, but it would have been nice if you could have chosen
in what way you would succeed. That said, Graham Taylor
is a fine game and one deserving of any football or strategy
fan's attention. Unfortunately I just can't decide which of
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Buying a nd se lling pla ye rs is whe re  much o f  Cha mpionship M a na ge rs a ction is a t.
I f you ne e d some  fre sh ta le nt you ca n visit  the  tra nsfe r ma rke t  a nd see  wha t 's on
sale, o r ta ke  po t  luck a nd t ry to  poa ch a  pla ye r f rom a nothe r team,  The  progra m
helps you fi nd  wh o  you're  looking fo r b y a sking yo u  to  spe cify wh a t  kind  o f  p la ye r
you need,  wha t  age,  w it h  wha t  skills a nd h o w much you're  willin g  to  pa y. Af te r a
quick(!) sea rch,  a ll a ppropria te  ca ndida te s a re  displa ye d fo r you  to  vie w. I f  you
approach a  pla ye r,  i t s  fi rst  up to  his te a m t o  de cide  if  the y wa nt  to  se ll,  the n up  to
the p la ye r h imse lf  if  he  wa nts to  move . I f  a ll goe s we ll it 's onto the  ne gotia tion
stage whe re  you ha ggle  ove r signing fees,  contra cts a nd wa ge s. Fina lly,  if  you ca n
get ove r tha t  fi na l hurdle ,  yo u 'll ha ve  a  ne w pla ye r. Se lling pla ye rs wo rks e xa ct ly
the sa me  wa y,  bu t  in  re ve rse .
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From boardroom to changing room,
playing field to training ground,
Domark's latest strategic effort promis-
es THE most complete management
simulation of our national game to
date. But does it take the Barclay's
bubbly from Gary Whitta?
11 ome One 's n o t  g ivin g  m e  o n e

hundred perc ent " t hunders
Forest manager Brian Clough in

the latest of his ads for a certain break-
fast cereal. But, as anyone with a knowl-
edge of  football knows, being a suc-
cessful "boss" in today's cut-and-thrust
game involves a lot more than just stuff-
ing Shredded Wheat down your player's
necks. It takes vision, skill, talent - and
in Cloughie's case, the ability to clout a
few supporters around the head when-
ever they get out of line.

The aim of Domark's Championship
Manager, coded over t he period o f
seven years by two soccer enthusiasts,
is to bring home the realisation of what
a tough job football management real-
ly is. They may look like they're in a
cushy posit ion, s it t ing there on t he
bench in their warm tracksuits while the
poor players freeze their knackers off on
the icy pitch, but  it's all a question of
pressure, see? Kenny Dalglish couldn't
take it  at  Liverpool, Graham Souness

(LEFT) The league
tables a re  just  a s
you'd e xpe ct the m,
with a ll the  re ve la rit
played,  won,  d ra wn
lost a nd goa ls in for-
ma tion provide d in
the tra dit iona l ma n-
ner.

(BOTTOM LEFT)Tactlical
changes a re  e a sy to
make mid-ga me .
Players p o sit io n s a re
shown on a  min ia ture
pitch,  f ro m  whe re  you
can switch  the m
around,  a lte r t h t  ta c-
tics (a ll those
fa vourite  4 -2 -4 .4 -4 -2 ,
5-3-2 forma t ions a re  in  there ,  a mongst
others),  ma ke  substitut ions a nd issue
general comma nds to  individua l pla ye rs.
This is whe re  your re a l ma na ge me nt
skills must  come  to  the  fore ,  a s de cisions
here ha ve  a  ma ke -or-bre a k influe nce  on
the ma tch -  a nd you  kn o w how crushing
a de fe a t ca n fe e l.

ended up having a triple heart bypass
over it_ it's no gravy train (unless you're
George Graham of course, in which case
you get paid a fortune for getting lucky
draws and whingeing. of  course), Now
it's your turn to battle with the board,
scream at the players and - hopefully -
pick up league and cup glory.

Taking the helm of the team of your
choice, you've got to rise up the league,
through the divisions, and generally be
as successful as you possibly can. Up to
four people can play, each with his own
team, and there are plenty of honours
to be picked up by the ambitious. Sil-
verware comes in the form of FA, Rum-
belows, Zenith,  UEFA, European and
Cupwinner's cups as well as a fictional
Domark trophy and the charity shield.
In addit ion, you can achieve glory by
winning Manager of  the Month and
Year awards, have your players picked
for the England squad, and of  course
top the first division. With rewards like
that in the offing, how could you resist?
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(ABOVE) Whe n the  Sa turda y or M idwe e k
fixture s ha ve  a ll been pla ye d,  the  da ys
re sults come  in  ga me -by-ga me  lust  like
in the  o ld  World  o f  Sport re sults
segment. Ke e ping up t o  da te  with  o the r
team's pe rforma nce  is a  wo rth wh ile
task,  e spe cia lly in  the  more  crit ica l sta ge
of league  o r cup compe tit ions.
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Any o f  Cha mpionship M a na ge r's 'SOO
fictiona l pla ye rs ca n be  scrutinise d in
de ta il via  the ir pe rsona l fa ctfi le s. i t s
vita l you g ive  the se  a  good going-ove r
before  buying  a  player_ From he re  you
can fi nd out age ,  na tiona lity,  contra ct,
wages a nd insura nce  de ta ils a s we ll a s
ra tings on the  va rious skills - pa ssing,
ta ckling,  fla ir,  pace,  sta mina ,  influe nce
and mora le  a mong ma ny othe rs. H is
footba lling h isto ry is a lso include d,
showing pa st pe rforma nce  a t a ll his for-
mer clubs,  goa l average ,  scoring re cord
and so on. The  le ve l o f  de ta il's a lmost
frighte ning.
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There's no spe cific pla ce  to  go to  ge t  socce r ne ws i t  lust  a ppe a rs on scre e n whe n-
ever the re 's a  note worthy story. Anyth ing  o f  inte re st to  your own  club  is a lwa ys
displayed (such a s injurie s,  contra ct  re ne wa l e tc I, b u t  whe n it  come s to  othe r
teams, it  te nds t o  be  on ly the  b igge r storie s tha t  a re  brought to  your a tte ntion. A
pa rticula r e xa mple  is tra nsfe r ne ws,  h ighlight ing a ll the  mowers a nd le a ve rs in  the
league a fte r each da y's fixture s.

R E V I E W

T H E  V E R D I C T
f there's one thing that strikes
ou after a few lengthy playing
essions with Championship
anager, it's that it really does

FEEL as if  seven year's work at
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ans. The game'S depth and
level of detail is, quite simply,
breathtaking, and as such
should be welcomed warmly by
•
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hang." The fact is, the sort of
erson who buys games like
is can spot inaccuracies and
adequacies a mile off, but

ou'd be hard pushed to find
fly omissions or badly-handled
ements here. If  anything, it's
e absence of a real interactive

aining element that some fans
• ight be disgruntled by. I could
o on about the stunning intri-
acy all day - this review is real-
• o n ly scratching the surface,
• nd that's what's really most

pressive about the game.
• bviously, football purists are
• oing to have a lot of fun here,

d the sheer scale of thing
eans that boredom seems a
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erything is presented well,
sing a clean and instinctive

it-and-click system, although it's a shame that
e graphics are as threadbare as they are - surely
ey could have been made a bit more attractive?

hat's a deficiency that's unlikely to put people off,
owever, who will no doubt be far too busy getting

ost in the game's incredible maze of statistics and
trategy. Probably the finest example of a true .

enthusiast's management sim to date,
hampionship Manager is a game that demands a

lot of attention - but pays handsome dividends to
those willing to make the effort.
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p. t. v  a dv e ntur e  begins here in Pirate Square. This is basically the ton-
al location for  the first area of the game. And it's also the location of
•  of the more spectacular puzzles. The significance of the crocodile

lock should be obvious to all Pan buffs.
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lawyer who hates fl y ing and
has no t ime f or  his  children

needs teaching a lesson. A lesson in
compassion and love. So. Up pops a
mysterious villain who whisks away
Banning's children to a mystery loca-
t ion (Nevernever Land). Forced by the
newly rediscovered Tink erbel l  t o
return to this imaginary  place, Ban-
ning must rediscover his childhood, regain his lost inno-
cence and accept his true ident ity as Peter Pan in order
to defeat his kids' k idnapper who is none other than -
ulp - his old foe Hook!

While the gooey storyline might  be as puke-induc-
ing as  a punch in  t he guts  af t er an especially b ig
meringue pie, Hook - The Game promises to be an alto-
gether more enjoyable affair. Ocean have adopted the
Lucasfilm style of  icon•driven graphic adventuring for
their latest small-screen epic, and the results are pretty
impressive.

The player, as Banning, begins the game in Nevern-
ever Land and must  immediately set about rescuing his
children and orchestrating the downfall of the evil Hook.

A reasonably regular pat tern of  puzzles and clues
emerges, wit h the player being given helpful pointers
by the various characters in the game and, should the
storyline really grind to a halt. Tinkerbell herself offer-
ing useful advice.

The act ion is controlled using the icon panel in the
bottom third of the screen and the animated Peter walks
around f rom locat ion to locat ion using the most sim-
ply point-and-click commands.

try thei r hand at the
glas takes a look.

R E V I E W

The movie may wel l  have been a bi t of an over-hyped saccharine
star vehicle but the game has much more promise. Ocean, keen
to be seen trying new game styles for thei r movie conversions

Lucasfilm style graphic adventure. Jim Dou-

Hook's icon system is refreshingly clean. Five main "actions'
line the top of the panel. while a scrolling list of ° Netts  in
Peter's possession lies beneath. The faces of Peter and Hook
react appropriately to the action on W W I .

0

0



(Above) Peter's first encounter  with
Hook is impressive to say the least. A
massive scrolling sequence ensues
7iNstirning you re carrying certain
items to attach the wiggy
rapscallion s attention, Then, having
set up a date for  a big showdown.
Peter should make his excuses and
leave in order to prepare for  his
mammoth training session.
(Right) Having made a none-too ele-
gant departure off the side of Hooks
boat. Peter finds himself stuck
underwater The mystical Shell Lift
s e e
n ,  
o
u
t  
o
f  
o
r
d
e
r
.  
F
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(Above) Once at the top of the
Shell l i ft  Peter  can survey the
whole Island. But there s no time
for  gawping at the scenery HP 1r
dnwn th
,  
b r a n
c h  
a n
d  
i n
t o

(Right) The Never Forest! No
adventure vvould be complete
without a mare. snit Honk is no
exception usi ng his skill and
judgement, Peter must make
sense of the eerie wood (m'cel
lent music here) I nd fi nd its
inhabitants

Ahal The Lost Boys. oiks of an outstandingly rough nature Notice that their
plates are empty, yet they seem to be enjoying a mighty feast? I f only Pete,
could see things as they could...

PETER at
TINKERBELL'S

EXCELLENT
ADVENTURE

The main aim for Peter
when trying to rescue
his children i s  not
defeating Hook, but mak-
ing himself ready to
defeat him. In Never-
never Land, an over-
stressed lawyer stands
little chance of effec-
tively dealing with fanta-
sy foes like Hook and his
cronies. The key to
preparing Peter for his
final showdown with the
be-wigged pirate i s
helping him to rediscov-
er his childhood and his
lost innocence.

Thankfully, this isn't
quite as wretched as it
sounds, and Peter's
encounters with events
which reasonably close-
ly mirror the plot of the
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Him are both entertain-
ing and intriguing. The
narrative is really quite
strong, and pulls the
player through t h e
action with surprising
ease. The plot develops
Just fast enough to con-
tinually present n o
leads and clues.

Here we take a Mils-
tlestop tour around the
major locations in the
game, and examine the
sort o f things which
Peter will have to get up
to in order to regain his
Panhood and ready him-
self for the climactic
battle with Hook hi
self.

(Above) The Four Seasons, just
around the back of The Lost
Boys place. All manner of useful
objects can be found here That
branch looks interesting. And
what is the chicken hiding?

Wight) Tinkerbell proves to be
an invaluable source of
informatin for  baffl ed players.
guiding them through their
strange new world whenever
she can

R E V I E W

(Above) Ilmm. A broken yet
absolutely enormous slingshot.
Maybe this is the key to Peter re
discovering how to fly. But how
to mend it?
(Left) Back at the Beach,
Whenever Peter's progress is
blocked, the reason is clear.
here, the pirate won't let him on
the boat because he looks like a
lawyer, not a salty seadog.
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T H E  VI  1 D I C T
Hook is a pretty impressive game.
Certainly, when you bear in mind
that this is the first every graph'
adventure to come out of the Ocean
stable, it's an achievement worth
applauding. Special commendations
go in particular to the graphics and
sound - both are exemplary. The
visuals are cartoony enough to
amuse and atmospheric enough to
enthrall. And the music, although in
no means ever-present is simply
excellent.

The object handling and conver-
sation routines (a multiple choice
menu to dick through) are
exceptionally friendly, and there are
simply stacks of extra touches
thrown in for good measure. The•
game gets the player off to a flying
start with a clear indication of his
mission and immediate objectives
straight away, and always points hi
In the right direction upon

completion of a particular puzzle.
The biggest criticism of the game is that it, well. Isn't

very, uh "big". While there is quite a lot to explore. Plenty
.of characters to talk to and lots of mini-puzzles to solve,

I the re  really isn't much to really get one's teeth into. There
are only three main sections of the game; Pirate Town,
Peter's encounter with the Lost Boys and the final
cmfrontation with Hook himself.
I Al though the story hangs together very well, and the
yer is drawn into the adventure most convincingly, the

i t  really enough of it.
, while experienced adventurers may find the ride
-lived, everyone who plays is sure to enjoy it. .

(Above) The surgery of Dr Chop is a grizzly place indeed.
And the player will need to get on the wrong end of the
good doctor's pliers in order to get enough cash for
some essential purchases. The Doctor  must be visited at
the start of the long process of assembling monies and
other  items in order to equip Peter with a fine Pirate's
costume. The conversation selector works in a reasonably
standard fashion, with potential  phrases cycling thr ough
in a dark colour and the chosen one being "spoken • out
in yellow.

(Above) Doing wonders for  what, in essence, is a rather
soft storyline are the graphics and sound, each adding
bucketloads of atmosphere to every location. While the
animations of the main characters is quite cartoony, the
excellent backdrops and truly staggering music do won-
ders for  the feel. These elements conjure up feelings of
being in both an olde worlde pirate town and a
completely mysterious and bizarre place like the Never
forest remarkably well. Top marks!
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L et's face it Even the most caring owner's
Amiga can become a little dulled and
dusty over the years. All of those years

of happy gaming can certainly take their toll
on the look of one's machine. Take a look at
your Amiga now. We all know that it's a hand-
some beast. No-one's questioning that. But if
it sees anything close to the amount of gam-
ing hours as the machines in The One's office,
it's probably looking a little worn and torn.

Allow us to solve your problem. In fact, allow
us to make your year by giving (yes, giving) you
an entirely new A600. Commodore's brand-
spanking new Amiga, complete with fitted-
internally-and-completely-out-of
-
sight 2 0 M b
hard drive. Just look at the pics. Let us, if you
will, furnish you with one of these delightful
contraptions for free.

Well, when we say "us" we actually mean
Rage because we're far too mean to ever splash

-1 o u t  on such a good prize ourselves and it's onlybecause Rage are such top generous fellas that

l i
w
e
'
r
e  
d
o
i
n
g  
i
t
.

And the reasons, of course, for Rage's entire-
ly characteristic fit of generocity are two-fold.4
First, in case there was any possible chance that
you hadn't alreddy heard that they are a blis-
teringly new and fashionable software pub-
lisher, they would like to make themselves
known to you and, second, remind you that
their Striker game (which we have reviewed
and loved on page 84) is just about to come
out in the shops.

Striker is a riot of 3D soccer action and a
more perfect way to christen that gleaming
new Amiga we would find hard to imagine.
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A New A600HD
Worth E500
In our skillful STRIKER COMPETITION Thanks to
THE PRIZES
None of your rubbish here. We're talking brand new
A600, all new, custom-designed, air-cooled, 16-valve
3001111P Amiga here, complete with internal 20Mb
hard drive. This is an Amiga for the 90s - a leaner,
meaner machine. And quite apart f rom its aesthet-
ic appeal, it's worth about  £500 too. The winner of
the compet it ion will get the A600HD and a copy of
Striker from Rage. Ten runners up will receive copies
of the game.

RULES
This compet it ion is not  open to the employees of
EMAP Images or Rage, their friends or relatives. The
competit ion will close on 21st July and the winners
will be not ified shortly afterward. The Editor's deci-
sion is final and no correspondence will be entered
into. No alternative prizes will be given and, while
every care is taken, EMAP Images cannot be held
responsible for entries lost or damaged in the post.

HOW TO ENTER
You k now t he spot  t he ball compet it ions? Yes,
thanks to thousands of  pounds worth of  amazing
computer technology, we are finally able to bring
you a compo which they've been doing f or hun-
dreds of years in the most crappy local newspapers.
But, as you would expect, we've added a tiny touch
of The One magic  t o the mix.  Instead of  s imply
put t ing a cross wherever you think the ball might
be, we want  you to ident ify  which ball in the pic-
ture was actually there when we froze the game. As
you can see, there are loads of the things! All you
have to do to enter is use your skill and judgement
to clearly mark which ball you think is the real one
and not  a sneaky imposter.  The first correct entry
out of the sweaty jockstrap will win the A600HD and
a game. The next ten wil l get the game.

THE COUPON
;ill in the coupon, cut out the picture and send it to:
Striker Spot The Ball, The One, Emap Images, Prio-
-y Court. 30-32 Farringdon Lane, London EC1R 3AU

mow

‘ I 1 M

Name

Address

C O M P E T I T I O .



VISA

A L L ITE M S  S U B J E C T T O  A V A I L A B I L I T Y  E & O E

U L T I M A I S  S E L E C r f O N 1 1 ELCO_M_
BOARD GENIUS

4D SPORTS DRIVING
4D DRIVING

£16.50
£16.50

KNIGHTMARE
KNIGHTS OF THE SKY

50.E19
E22 50 SCRABBLE, CLUEDO, RISK

,11750A320 AIRBUS £22.50 LAST NINA III., . . . . . . . . . MASTER DETECTIVE
ABANDONED PLACES
ADVANTAGE TENNIS

EIB 50
..E16.50

LEANDER
LEGENDS

117,50
119.50

E18.99
A10 TANK KILLER 1 5
4

E21.50 LORDS OF THE RISING SUN .C15.50 DOUBLE DOUBLE BILL
AFRIKA KORPS
ALIEN BREED

£16.50
£17.50

LEISURE SurT LARRY 5
LOTUS ESPRIT CHALLENGE II

E21 50
£18.50 TV SPORTS FOOTBALL

AGONY E17,50 LEMMINGS £16 50 LORDS OF THE RISING SUN,
ANOTHER WORLD 06.50 LEMMINGS DATA DISK C14 99 WINGS TV SPORTS
BACK TO THE FUTURE III E15,50 LIFE AND DEATH £16.50 BASKETBALL
BABY JO
BARBARIAN II

£16.50
£16.70

MAGIC POCKETS
MAN UTD EUROPE

E16,50
EIS 50 £21.99

BIG RUN
BILLY THE KID
BIRDS Of PREY

06,50
£16.50
e23,50

MEGA LO MANIA
MEGA TRAVELLER
MEGA TWINS

f_20 50
e20.50
£16.50

RAINBOW COLLECTION
BUBBLE BOBBLE

BLUE M AX £19.50 MEGA FORTRESS* ElB 50 NEW ZEALAND STORY
BLUES BROTHERS £16.50 MICROPROSE GOLF C23 50 RAINBOW ISLAND
BONANZA BROTHERS*
BRIDES OF DRACULA

£16.50
E16.50

MIDWINTER II
MOONSTONE

E22 50
E19.50 E14.99

CADAVER £15.50 MIGHT & MAGIC* E20,50 SOCCER MANIA
CASTLES
CAPTAIN PLANET

E20.50
£16.50

MONKEY ISLAND II*
NAM

€19 50
C18 50 GAZZA'S SOCCER,

CHAOS ENGINE £19.50 OH NO! MORE LEMMINGS E15.50 MiCROPROSE SOCCER.
CELTIC LEGENDS £20.50 OUTRUN EuROPA £18.50 FOOTBALL MANAGER 2
CISCO HEAT
CHUCK ROCK
COVERT ACTION'

09.50
05.50
£21.50

PEGASUS
PAPERBOY 2
PGA PLUS

£16.50
El6 50
E22 50

FOOTBALL MANAGER
WORLD CUP EDITION

CRUISE FOR A CORPSE £16.50 PITFIGHTER Ele  50 E12.99
DAYLIGHT ROBBERY* E16.50 PLAYER M ANAGER.... ............. .EI2 50
DEUTEROS £19.50 POPULOUSSIM CITY C20 50 THE QUEST FOR
OAS BOOT £19.50 POPULOUS II e19 50 ADVENTURE
DELUXE PAINT 4 E58.50 RAILROAD TYCOON C23 50 OPERATION STEALTH.
DEATHBRINGER
D-GENERATION•

el 6.50
E16.50

RED BARON'
REALMS

E25 50
E19.50 MEAN STREETS, INDIANA

DISCIPLES OF STEEL ' . . . . .  ... _119.50 ROBOCOD E16.50 JONES LAST CRUSADE
DOUBLE DRAGON III 06.50 ROBOCOP III E16,50 E24.99
ELF E16.50 ROBOZONE E16,50
ELVIRA II
EPIC*

E22.50
0 6 .5 0

ROBIN HOOD
RODLAND
4

.1
16
6
Z5
0
5°

NINJA COLLECTION
DOUBLE DRAGON, DRAGON

EYE OF THE BEHOLDER
FORMULA 1 GRAND PRIX

£18.50
£23.50

RUGBY THE WORLD CUP
RUBICON'

E16,50 NINJA, SHADOW WARRIOR
E-15 STRIKE EAGLE II £22.50 SIM EARTH" :1

1
6
6
..
5
0
W

E14.99
F-19 STEALTH FIGHTER
F-11 7A STEALTH FIGHTER II
F-16 COM BAT PILOT

E17,50
e 2 3 . 5 0

E18.50

SIMPSONS
SMASH TV
SPEEDBALL II

E16.50
E16.50
El 5 50

FOUR WHEEL DRIVE
TEAM SUZUKI, COMBO

FACE OFF ICE HOCKEY E16.50 SPACE ACE 2 E25.50 RACER, GT-FOUR RALLY,
FINAL BLOW" E16.50 SPACE 1B89' E18,50 LOTUS TURBO CHALLENGE
FINAL WHISTLE
FIRST SAMARA!

£7.50
£16.50

SPACE CRUSADE
SUSPICIOUS CARGO

£16.50
£16.50 E19.99

FLIGHT OF THE INTRUDER E18,50 SHUTTLE £27.99 SUPER SEGA
FINAL FIGHT
FUZZE3ALL
GAUNTLET 3'

E16.50
E15.50
E16.50

SPECIAL FORCES
SPACE QUEST 4'
TEAM YANKEE

£21.50
£21.50
£19.50

SUPER MONACO GRAND
PR IX, GOLDEN AXE.

GERM CRAZY r2o 50 TEAM YANKEE 2 f23  50 CRACKDOWN, ESWAT,
GODS E16.50 TERMINATOR 2 £16.50 SHINOBI
GOLDEN AXE
GUNSHIP 2000'

E16.50
E20.50

THE GODFATHER
TRADE RHAWK AN 73M

E1
E209,5050 E20.99

HAGAR
HARLEQUIN
HARD NOVA  -

E 1 6 , 5 0
E16.50
E16.50

TV SPORTS BASKETBALL
TV SPORTS FOOTBALL
ULTIMA VI

1.1E 1111 5

AIR, LAND AND SEA
RIO 8 INTERCEPTOR, 688

HERO QUEST E16.50 UTOPIA 9
9
5
.
.
5
5
5
5
1
)

0
°
°

ATTACK SUB, NOVI 500
HEIMDALL E20.50 UNDER PRESSURE* E16.50 E22.99
HUDSON HAWK
I JONES FATE OF ATLANTIS

E16.50
E19.50

VIDEO KID
WOLF CHILD

E15.99
€16.50 DIZZY COLLECTION

IT CAME FROM THE DESSERT C15 50 WOLF PACK E16.50 FAST FOOD, QUICK SNAX.
J WHITE SNOOKER E18.50 WORLD CLASS RUGBY. E16.50 MAGICLAND DIZZY,
KICK OFF II
KINGS QUEST V

€12.50
E24.50 W
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N
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C
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E16.50
E 1 5 , 5 0 FANTASY WORLD DIZZY

KID GLOVES 2 E16.50 WILLY BEAMISH E21.50 TREASURE ISLAND DIZZY
KILLING CLOUD E16.50 W.W.F. WRESTLING £16.50 £16.99

CARRIER COMMAND E6.99
CHUCKIE EGG II £6.99
CYBERBALL E6.99

DOUBLE DRAGON £6.99
BLOOD MONEY E6.99

FANTASY WORLD DIZZY E6.99

FORGOTTEN WORLDS E6.99

GAUNTLET II E6.99

GHOSTBUSTERS II E6.99
HITCHIKERS GUIDE E6.99
LAST NI NA II E6.99
MOONWALKER E6.99

OPERATION WOLF £6.99
PAPERBOY £6.99

PREDATOR II €6.99
RAMBO III E6.99

RUN THE GAUNTLET E6.99

SKY CHASE E6_99

SPEEDBALL II E6_99

SWITCHBLADE £6.99
TURRICAN E6_99
WATERLOO £6.99

- OUT E6.99

AFTERBURNER E6.99

ARAKNOID 2 E6.99
BARBARIAN 2 E6.99

BUBBLE BOBBLE E6.99
BATMAN THE MOVIE £6.99£6

Microdrive UK Ltd

111REILIDGET Ty1111r]

BATMAN CAPED CRUSADER 1699

HALF MEG UPGRADE & CLOCK..124.99
4 PLAYER ADAPTOR e 7 . 9 9
40 LOCKABLE DISK BOX E 6 . 9 9

80 LOCKABLE DISK BOX € 8 . 9 9
150 POSSO STACKABE DISK BOX el 7 99
BOX 10 BULK DISKS € 6 . 9 9
BOX 10 SONY BRANDED DISKS £9.99
OUST COVER E 4 . 9 9

MOUSE MAT £ 3 . 9 9
NAKASHA MOUSE E 2 7 . 9 9

QUICK JOY MEGA BOARD €2 1 , 9 9
QUICK JOY JET FIGHTER € 1 2 . 9 9
QUICK JOY TOP STAR £ 2 0 . 9 9
OUICKSHOT PYTHON

iM1CROSWITCH) 0 1 . 9 9
NAVIGATOR E 1 2 , 9 9
CHEETAH 125+ E 8 , 9 9

22, H I G H  S T R E E T
H A N S L O P E

M I L T O N  K E Y N E S  M K 1 9  7 L O

GAMES MARKED
WITH A*  MAY
NOT YET BE

AVAILABLE AND
WILL BE SENT 24

HOURS AFTER
RELEASE.

ORDER FORM

TOTA-

Please make cneques and P.O.'s payable to:
MicroDrive UK Ltd.

P&P is included in UK. Europe add £2.00 per item.
Elsewhere add £3.50 iDer item.

r - -  ALL PRICES INCLUDE VAT j

Na
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Postcode
TEL
C/Card No.
Exp. Date



Pockets empty? Moths in your wallen Completely, as they say, brassid Do not despair,
• you don't need to be an lett•rnational playboy millionaire like juggling Sob off the
Poster's advert to have a good timo with your Amiga. No no nol Igor as little as five pence
(well, oigtlit quid actually), you can laday yoursoll just as much fun as any of these so-called
"full-pric,i," products have to offer. Unfortunately thoos's not much in the way of original
stuff this month, and it's re-release city all round. So if you missed 'tam the first time
round, here's your amend chance to snap them up - or, if tttey're crap, avoid them *saki_Let's take a look, shall we?

PANG
The Hit Squad £7.99

B usting balloons may not exactly
sound like a t op idea f or an
arcade game, but in the case of

Ocean's conversion of the little-known
Mitchell coin-op, it's an absolute stun-
no. Originally awarded a healthy 90%
back in the October 1990 issue, Pang
is, like Toki. Plotting and Beach Volley,
one of those rare gems to come our
way f rom the highly-talented Ocean
France team. Based loosely on Aster-
oids, it's about as simple as this sort of
game gets. It's played over a series of
static screens (each one represents a
country f rom a world map around
which t he player travels), wi t h  t he
objective for each being to destroy all
the big big bouncing baubles with the
aid of a harpoon gun. Your little geezer
scurries about  at the bot tom of  the
screen, shooting upwards at the bal-
loons and popping them into smaller
balloons. When every last balloon is
gone, it's onto the next stage. And so
it goes on.

Things are considerably spiced up by
the addition of enemies such as birds
and hermit crabs that home in on you,
stopping you from firing for a few sec-
onds if they touch you, and a plethora
of power-ups that perform all manner
of handy tasks. You can swap your
'weapons f or  a  mult it ude o f  more
enhanced models, shield yourself from
%arm, freeze the balloons for a short

while, extend the time limit and so on.
On later screens things are complicat-
ed still further by the arrival of  plat-
forms and ledges that the player can
whizz around on.

I've yet to find anyone who won't
admit that Pang is a great laugh - espe-
cially in the competitive simultaneous
two-player mode. It's simple, fast and
frenetic as al l  good arcade games
should be, and looks and sounds abso-
lutely lovely, It's by far the jolliest little
game I can think of off-hand, and at
this price you really don't have any
excuse not to go out and buy it now.
Re-release of  the month,  wit hout  a
doubt.

TIN KY RATING: 90%

4
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HORROR
ZOMBIES
FROM THE
CRYPT
GBH f  7.99
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panies try ing to do 'scary'
horror games. I mean. They

sure as hell don't  scare anybody and
nine times out  of  ten they're decid•
edly mediocre anyway. This is cer-
tainly true of the awesomely below-
average Horror Zombies from the
Crypt, a game that supposedly pays
homage to the classic horror flicks
of yesteryear. In it you play a hapless
hero wh o  stumbles int o a creepy
mansion in t he dead of  night  (oh
yes, because that  sort of thing hap-
pens d II the time) and then has to try
and escape.

Naturally this unlikely scenari9 man-
ifests itself  int o a  scrolling arcade
adventure with the baddies all extras
from various generic cinematic shock-
ers. You've got  zombies, vampires,
frankensteins stumbling about  af ter
you... it 's all quite predictable really.
The basic object is to avoid these mea-
nies (or, better yet, kill them with your
throwing knives), explore the various
levels, collect keys and objects, unlock
doors.., you know the sort of  thing.
There are some vague plat form ele-
ments - many items of furniture can be
climbed and jumped on, and in some
cases moved about.

If anything, Horror Zombies is best
compared t o  something l i k e  The
Addams Family - although this can't
dare to hold a candle to Ocean's clas-
sic platformer. Here the action is stunt-
ed, slow and unexciting. There's very
litt le to hold your attention, and the
rather gratuitous death sequence (your
head blows up unconvincingly), lit t le
effort has gone into trying to make the
game anything like the horror movies
it's supposed to he a tribute to. It's not
totally unplayable, but  it  lacks imagi-
nation, hasn' t  been very wel l  put
together and as a result comes across
as one of the most mediocre games
we've seen in a good few months. Buy
something else instead.

TINKY RATING: 55%

3 I  i  1 1
9  4  
1
1 1 1
1 1 / 1
1 1 1
1 1 1
1 0

i i i ! t i l l

Pi

• M i l l a r  imloi U m .  • . •  w.••• 0 . 0  -
••••1 IM AM .  lab i Mkb 6106.••• anfto ma. • b o t  law moo ma•  -

MI*  in,a
, 
M b
&  
M i
. •
e
i
,
k
,  
v
a
M
•
d
e
l
l  
a
i
d
e  
M
O  
M
I
S
•
M
a

M O M & M b  M O  MM O M  MO OIM MiN M i g h  -  •  111B
••••• m • •  M l l e  M I  IMP IM MO 1111111 N I  IMMO U M  i • — •  l a •

P A M  F O

- -  — Miti :KA :
1
-
1
1
1
A
1
1
.
1
1  
D
i
r
i

*1-6
1)
1NIGHTBREED: THE ACTION GAME

The Hit Squad £7.99

0  ops. O c e a n  obv i ous l y
thought the Nighthreed was
going to be a mega block-

buster at the cinema, comissioning
not one but  TWO games based
around Clive Barker's pseudo-horror
flick. Unfortunately, as it turned out,
Nightbreed was little more than a
mediocre a n d  r ather  shabbi ly-
arranged film that died at the box
office and.., well, that's about it. The
law of averages dictates that for every
Total Recall or  Terminator 2 that
Ocean signs up, there has to be a
Navy Seals or Darkman as well. So,
what we have here is the action-ori-
entated interpretation of  one of
Ocean's more spectacularly unsuc-

cessful licences of recent times.
Of course all this would have been

entirely forgivable had the game itself
been any good, but unfortunately
this isn't the case either. It is, in short,
quite a poor attempt at an arcade
adventure based in the loosest possi-
ble fashion around the  il l-fated
movie, The player is cast as Boone,
the human hero who must venture
through the bizarre underground
kingdom of Midian to rescue the
Nightbreed, a freakish race of mutant
humanoids from a bunch of neo-nazi
cops who want to destroy them.
There's also a sub-plot involving your
personal confrontation with a serial
killer, but basically all it boils down
to is  a  sideways-scrolling arcade
adventure cum beat'em-up that sees
you constantly trying to fight off no
end of perils (various groping mon-
sters, cops with flamethrowers etc)
while delving deeper into the maze-
like subterranean world.

Given the film's potential for game
conversion (yes, it did have some),
Nightbreed is a  surprisingly poor
effort, lacking in imagination and

execution equally. There's nothing
here you haven't seen done better a
dozen times in the past, and the
graphics are sloppy to the point of
positively off-putting. A couple of
nice ideas, but ultimately depressing,
dodgy and deadly dull. Horror Zom-
bies From the Crypt is better, and
that's saying something.

TINKY RATING: 45%
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SEND NO
MONEY

NO CREDIT
CARDS

CHAOS
STRIKES

BACK
ONLY E15.99

BARD'S TALE - ONLY C10 99 TLIRRICAN 2 ONLY E9•99

PHONE: 081 7 6 9  9114
sRact

- - - „  N o r m a l  P h o n e  Rat es
O pen  Early  unt il Late,  7  day s  a we e k

215 Amesbury Aye, Streatham, S W2 3 B J

POST NO
LETTERS
INSTANT
SERVICE

ALL GAMES ORDERED ARE DELIVERED TO YOUR
DOOR, CASH ON DELIVERY WHEN SAFELY RECEIVED!
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VOICE
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INFOOIAL POBox 36 IS1 CA Col cnage$ 36p Per Mc Cheap 450 Per Mir Al Oftleffi rr

DIAL A  1111
1Cheats, Tips, and Game Solutions

C I I E A T S  G A L O R E
0 8 9 1  1 0 1  2 3 4

M E G A T I P  G A M E S L I N E
0 8 9 1  4 4 5  9 8 7

A M I G A  G A M E S T I P S
0 8 9 1  4 4 5  7 8 6

A M I G A  H O T L I N E
0 8 9 1  4 4 5  9 8 5

S H A D O W  O F  T H E  B E A S T  1 A N D  I I
B A R B A R I A N  I I  S O L U T I O N

0 8 9 1  4 4 2  0 2 2
F I R S T  S A M U R A I  H E L P L I N E

0 8 9 1  4 4 5  9 : 2 6
M A G I C  P O C K E T S / R O D L A N D

S O L U T I O N
0 8 9 1  4 4 5  9 2 8

C O M P U T E R  F U N L I N E
0 8 9 1  4 4 5  7 9 9

W H I Z Z  K I D  C O M P U T E R  Q U I Z
0 8 9 1  1 0 1  2 5 5

F O R  I N F O R M A T I O N  O N  A L L  O U R
H E L P L I N E S

0 8 9 1  4 4 5  9 0 4

ALL LINES UPDATED WEEKLY
PROPRIETOR:- Jacquline Wright,  P.O. Box 17 Ashton-Under- Lyme

Calls cost 36p per min at 'cheap rake and 48p pee M in St other times

*  R E V O L U T I O N  I N  F O O T B A L L  M A N A G E M E N T  *

"(The Midnight Oil) treat soccer in the sophisticated way
Americans treat their national games." - T h e  Guardian
THE GAM E Everyone has their Oss'n ideas on w hat makes a soccer le
-
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and the 3 European 'alpines. And as r,laytt, age, rebuild the team while holding oil
relegatam.
SQUADSMIANSEEK M AR KET In a 3 squad system 41st 'earn squad, reserve squad
and mirth squadi, Use the continuous Int.ke of youth players and naming program to
cleate .  sc104, whose skills reflect your ideas. Supplement these skills with carefully
SeleCted transfer market acquisitions. As they agc. veleta,. lade and youngslers develop_
keep as eye on the changing skills of your learn
SKILLS M I  players have a balance of 5 skills 1
1 1 0  " s k i l l  k v e l s " )  
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subseklocttItY a season of timbal!. Suitable training saii develop.enhame skills.WHAT IS IXIFFERENT Aninot:t THIS ii;Amv?
(sw 92 'musky.is the soccer management gainr. Von cm concentrate on the lintiball. Experiment atilt plmyer, formations. Scam Myles Ruill poor dream squad

and chest it out in accurately simulated leaguerkup toodlitil Match moults are from a unique sou°, mach. liver, paw, tackle, shoo en 0.dr-it-maned by liar players
lo,14,ol. Your ,holo• O t t ,  i1444,,,,11.41,h m o h n w l i ,  1
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DIVISION
ONE 92 REV 1

HEAD COACH
V3

"When it comes to the 4th down Ileadcoach has
it". 'Headtmich"TV Sports Football" head to head.'

(Pop Comp.)

M ATCHSTATS Your judgement will he pin to the test
Ill thia untque 4 minute match/slab simulation against
accurately simulated imposition. This is the measure of
ylout team and your most :citable sourer of information.
There are displays of: match flow-, 'woo learn., player-

uttunes. discipline, substitutions, in-match
tactics. goal scorers, possession breakdown and
iterttmmtncr aisessmem.
Rt.:I /SUM ONE
The hest psi got better! All updates that have been mak-
Li, D . loon One 92 over the last six months In atklition
the makch screen has improved, opposition team mho
expanded. a European 'gamier market added and a few
more minor changes. An edit program and a
cusionnsainon program have also been added_ fhe
MUM.' has been expanded and the packaging improved.
EDIT PRO(jRAM . Edit the leant and players 'hal make
up Divtuton Otte. Produce your own t h s
,
ist o n  O n e .  o r
Scottish League, British league. European League,
German/Spanish/Fr eticlultaltan...etc...Uk. Or even make
up a league of all the best teams you've ever seen.
CUSTOMISATION PIO KiRAM  CUstOilliSe the 45
mart starting squad. Use your own favourite- players, Or
your local side How about as squad with Pete.
Be cke t
-
M o n t t
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Httekteech V3  has been described ex the  best smite
ever put onto a computer', it  is the complete American
Football game„ a multi season epic with the very best
stiategie ekutents ot the real thing. You will ca ll the
plays, devise the gameplans and skvelop the team

Um: the lust seaS011 i2  pre-iseamon games. lb  regular
5CELAIO games, and Me play-oils) to discover your 45
man squad of players. Then exploit the college draft to
improve law leant and expand your game play to bent
the very hest the NFL ,an throw at you.
Playerc will age and warns will lade (a player will last
a vid  h %MOM/, but you will stay and rebuild.—

THE
MIDNIGHT

OIL
Te1 S al es:

0 4 3 8  7 2 1 9 3 6

M I  F O R• N E X T  DAY

' D EL I VER Y S e

POSTAL SALES
The Midnight Oil

Dept TO1
18. Hazelmere Road,
Stevenage SCi2 8RX _

2/3 days delivery

Please supply:

Amiga
Amiga I Mcg
Atari sT

i  19.95 E  19.95
accent ”wners: rephweenenl d Ig  L I  50
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SUM CITY DATA DISKS
Action Sixteen £7.99

T his is interesting - sort of. It's our
view here at The One that data
disks tend to be criminally over-

priced. which is why  we particularly
welcome this • the first, so far as we
can remember, set of add-on modules
to be re-released on budget, Now fans
of Sim City (for the disks are for that
fine produc t ) g e t  t h e  chance t o
enhance their enjoyment of the Maxis
classic at a far more appropriate price.
The three disks are, in no part icular
order. Architecture 1, Architecture 2
and a Terrain Editor.

The architecture disks, it  has to be
said, are no great shakes - although
they're bound to be welcomed by die-
hard fans fed up of constantly looking
at the same set of graphics. What you
get here are three new sets of graphics
from different historical eras on each
disk, wit h the game logistics fi ddled
around with appropriately. Architecture
1 features Future USA, Future Europe
and Moon Colony scenarios, whi le
Architecture 2 boasts the chance to
play a round  w i t h  Anc ient  As ia,
Medieval Times and the Wild West. The
changes in gameplay from scenario to
scenario are only quite slight, so the
disks are really more of a novelty than
anything else.

The Terrain Editor,  on t he other
hand, is a far more involving package
that allows the user to design his own

worlds and landforms f rom scratch,
creating rivers, islands, trees and other
natural features, as well as customise
just about every game parameter. You
can of course play around with your
creations, but  nevertheless it 's much
more of  an experimental tool than a
straight game, and one that serious
Sim City buffs will have a lot  of  fun
with.

You don't really need me to tell you
that these three disks are only really
going to be of any interest to real Sim
City addicts - casual players are unlike-
ly to find much to interest them here.
I'm not  too keen on the Architecture
disks, which are frankly more of a gim-
mick than a real extension of the game,
but the Terrain Editor's well worth look-
ing at, especially now that it's at a more
reasonable price.

TINKY RATINGS:
ARCHITECTURE 1 & 2: 60%
TERRAIN EDITOR: 80
0
/o

MY 1990
Kixx f7_99

h God,  please no  more.  I
thought that doing the bud-
get section might  be a good

cuse for me to get away from the
entless tide of football games that
ve been assaulting the office late-
and look what happens! Another

nel Aaaarrgghfil This is, quite simply,
etting beyond a joke. The choice
ailable n o w is  mind-boggling -

Ithough no doubt the more pocket-
onscious among you will be giving

s licence, left over from the World
up of two years ago, serious consid-

eration.
Since it 's  an official World Cup

game, there's only one tournament
option - and you can guess what it is
Select your team from the 24 available
and begin your campaign to pick up
the greatest sport ing prize in t he
world by battling through the various
stages to the fi nal itself. The foot '
balling action itself is pretty basic,
adopting a foreshortened birds-eye
view t hat  scrolls around relatively
smoothly. Control too is convention-
al, wit h that  old favourite, the ball
that magically  sticks t o your feet,

' M EW
putt ing in an appearance. Unfortu-
nately there's not really much in the
way of gameplay - with no radar and
only a small area of pitch on screen at
a time, all you can do is boot the ball
and hope it finds its way to a player -
not exactly the apex of soccer tactics.
Basically, it hasn't got that all-impor-
tant feel that makes or breaks a game
cf this type.

On h e  plus side, the game's very
comprehensive, wit h smart TV-style
presentation, squad and tactics selec-
tion and, for once, a real tournament
format wit h teams playing in their
respective groups. A lot  of  effort 's
gone into making the game authen-
tic, but  the actual on-pitch action
seems to have been sorely neglected
as a result. As such it's more likely to
appeal to purist fans of the sport itself
that those just on the lookout for a
fine football game. I f  it 's a slice of
proper football action you're after,
you'd be much better advised to save
your pennies and invest in Striker or
Sensible Soccer instead. You know it
makes sense,
TINKY RATING: 60%
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C O M P E T I T I O N

O F  itti ̂a i l l ' ,  I NA BRILLIANT
OF KIT

IT

(And no mistake) Courtesy of Domark.
Yes indeed, w e  kid you not.  Those lovely chaps and chapesses at Domark have
made the decision, and not an unwarranted one, w e  feel ,  to celebrate the
release of its latest gaming triumph,  European Footbal l  Champ, by l inking up
wi th  The One for a total ly Footbal l  Crazy competi tion.

A d
nd 
w h a
t ,  
y o
u  
m
a
y  
a
s
k
,

o yo u ,  t h e  reader,
tand to win from this

competetive feast? How about
the complete a n d  t o t al ly
authentic football kit of your
choice? You name the team -
any European national or club
side, and we' ll furnish you
with it , shirt, shorts, socks,
boots and all. And if  you've
wandered into a Lillywhite's of
late, you'll know that a com-
plete ensemble of this quality
is by no means cheap.

For t h e  t h e  not-quite-so
lucky runners-up, we've got
ten copies of European Foot-
ball Champ and five limited
edition Domark mini-footballs
- ideal for whiling away those
lazy, hazy summer days over
the park.
And how do we enter o benev-
olent journalists, we hear you
ask in unison. Well, it couldn't
be easier. All you have to do is

answer these three mind-
numbingly easy questions:

1. Who produced the
original Euro Football
Champ coin-op?
2. Who converted the
game for Domark?
3. Who were the win-
ners of the recent
European Cup at Wem-
bley?

Three simple questions - all we
want a r e  t h r e e  co rrec t
answers. Bung them onto the
back of a postcard or sealed
envelope, and send them to
GIVE ME A  FREE FOOTBALL
STRIP IMMEDIATELY, The One,
Priory Court, 30-32 Farringdon
Lane, London EC1R 3AU t o
arrive no later than the 21st of
July. Don't  forget to  tell us
your name, address, size and
favourite team so w e know
what strip to send you if you
win.

Y b

THE SMALL PRINT
This competition is not open to employees of EMAP Images, Oomark or their
friends or relatives. The editor's decision is final and no correspondence will
be entered into. While every care is taken, we take no responsibility for
entries lost or  damaged in the post.

Name
Address

Answers
1
2
3
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PREMIER MAIL ORDER
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Dept TH006, Trvbridge Ltd., 8 Buckwins Sq., Burnt Mills, Basildon, Essex. SSI3 111J.

Please state make andUtodel of computer when ordering. P&P inc. UK on orders over .f.5.00.
Less than .L5.00 and Europe a6ki.E1.00 per item. Elsewhere please add ..f2.00per i temfor
AirmaiL These offers are available Mall order only-Telephone orders: mon-Fri 90m-7pon.Saturday 10am-4pm. Fax orders : 0268 5900 76. Tel Orders : 0268 - 590766

Alien 3
Arsenal FC • 9 9
Ashes ol Empire'  ' 2  eg
Award WInners •
Abandoned Places
Actiams Family*

Air Land Sea . : ... ,  .
Air Support • .  .
Agony
Altered Bea l

Assauh on Aloldret
- . . . . . . . . . . . . . . . . .
. . . .
AMOS
AMOS 3D
AMOS Compler

Arkanod 2
Award Winners •
8 17 Flying Follette (1 meg) •,,

Bards Tale Triode Pack •
Batman the Capes
Batman The Mona
Battle Chess 2
BeasIbusiers
Beach Voley..
BoaM Genius . . .
Birds 01 Pray (1 Meg) . „
Black Crypt M a g i_ _
BI e M a i i1 M e g ....
Bkes Brothers
Bonanza Eirce •
40 Ooking
Hibbs Bobble.
Builkkan

9 99
.t 99
9 99

99
99
99

9 99
99

19 99
F. 99

99

99

6 99

; 99

-

- 99
9 99

• A 99
9 99
b

Cabal 6 9 9
arnpagn • 2 2  99

Castles 11 Meg) _ 1 9 9 9
ten Attack 1 1 9 . 9 9
hese 140. -
4 9
9
Worn edleObOn  1 9 . 9 9
airania Games 6 . 9 9

earner Correnare.  7 4 9

Cad9ver Data Dec .. 1 . 9 9
Caplive 1 2  99
Centurron,   8  99
Chaos Engine* 1
6  9 9Civilisalien 11 Megl .. . . . . . . . . . . . . 22.99
Conan The C im m e st e rt
•
- ...- -  . .  .
. . .  
1 9 . 9 9

Continental CireuS. . . -  . . . . .  6.99
Coven Achim 11 Meg). .  .  . . 2 2 . 9 9
Crazy Cars 3 • . . . .  16.99
Cnaket • meg 9.99
Curse at Azure Bon ds (1 MOO). .
Cyberball , 6 9 9

tear D a l e y  Thompson Challenge 4 . 9 9
will D e v i r o s

Deathbringer  1 9 . 9 9
Death Knigints 01 Kryne (1 onsg) ._ . ._ ....,  _19,99
Derhonsgal9 • ,  2 2 .9 9

-  - 7  D s n e y  Anirnalion, ... . . 5 9 . 9 9
Dizzy Collection  . 1 6  99
0%999 Dragon . 8 . 9 9
Double Dragon 2 .  . 8 9 9

ragon We lt
roar/nought • .  19.99

Dune • .  -1999
1- kora 2 (1 Meg) -  2 4 . 9 9
Epic . . 1 9 . 9 9
Euro SOCCer • . . 1 8 . 9 9
Eye 01 the Beholder 11 meg) ,. . 1 9 . 9 9
Eye ot the 891•99cler 2 (I  Meg) .  21 99
Eye ot the Storm ' . 1 9 , 9 9
915 Strew Eagle 2 (1 Mg) -  ..... -
2 1 . 9 9
Fig Swarth Fighter _  ....................19.99
I
- 
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n 
3 
• 
2
,
4
.
9
9

Cial Fight. _ 1 6 . 9 9
:-- re ark, 1C9 •
FirM Samura . Mega LO Mania 1 9 . 9 9
Flag • 1 9  99
Flight ot The Intruder ... .. .. .  .  .  14 99
Flood 6 9 9
Forgotten Wonds. 6  99
Formula Cele Grand Pax 1,1 Meg) .  22.99

GAME PRICE
Football Director 2 (1 M,
Football Crazy
Fun School 4 5-9
Fkri School 4 7-•
Fun School I  unix. 9

Global Effect (I MOO)
Gaunlet 3 . . . . . . .
Griostbusters 2
Chairs And Ghotts
Graham Goodi •

16.99
16.99
16.99
9•999
699
6 99
9
9
9

• 6 99
6 99
6.99

Gocrlaiher Action
Godfather A0renture 1  mew
Gunanip 2000 •
GilY SOY
Hard Driven.
Harpoon 1 1 Meg
Harpoon Bakesel
Harpoon Elattlasut 4 .  9 . 9 9
Harpoon Scenario Editor ..............................13.99
Head ever Fkrels . 5 9 9
 Heart of China 1,1 Meg) 2 2  99
Heirndall 11 Meg/ ..... . . . . . .  . 1 9  99
HtIrlegur . . . . . . . . . .  •
Harosquesl.  1 6 9 9
Hero Oues1 Data9 . 9 9

16 99, 999
19 99

99
n 99
299
9.99

Hook • 1 9 . 9 9
Hunter 1 9 , 9 9
Hudson Hawk 1 6  99
Humane' 1 9  99

999
nvilortal (I  meet ,  a  99
ndy H9at  •   1 6 . 9 9
ntty Jones.AnanIts Action _ 1 9 9 9
ncry JortsAllareis Adventure • (1 meg) 1 9 .9 9
vanhos 6  99

Jaguar XJ22011 meg) • . 1 5  99
Jaa, Nichlaus Extra courerie 9 . 9 9
Jack Nickaus unlinked Gel( (1 Mag)  1 9
9 9Jack Nkklays Clipart 9 9 9
Jimmy Whites Snooker 1 9  99
JOhn Madden .  .  1 6 . 9 9
John Barnes (1 meg) • •  16 99
Keys To Maramun 1 9 . 9 9
Kick 01129 . 9 9
Kick 0012 11 Megl
Kings Cues! 5 11 Meg). .  2 2 . 9 9
Knghhilare . . . . . . .  . . .  . 1 9  99
190.2 Firm' Whistle 0  99
K.0.2 Giants or Europe • ....... . . . .  7  99
19.0 2 Fielum or Europe . .  7  99
K.0 2 Wnning Tactice . .  . . .  „... .  .  5.99
19.02 Super League  9 9 9
Knigitts ol the Sky (1 meg)._ 2 2  99
Last Ninta 2 . 9  99
Last Nino 3 1 6  99
Laser Squad 2 • I E .  99
Leander .  10 99
LeaMer Goddess 7 9 9
Leisure Suit Larry 5 (1 Meg) •,••• •, •• , •  •• 22.99
Lemmings 1 4  99
Lemmings Conslruallan Kit • •  16.99
LOPIIIINS Dais Mak 9 9 ._  1 5 1 9 9
Legend 1 9  99
Licence To KO.. 5  99
Lord Or ihe Rings 1 9  99
Magnetic Saolis Collodion 91 Mag) 1 9  99
Magic Poc kets 1 5  99
Magic Fly 8  99
Mega to  Mania * 2 9 9
Mega Traveller 1 ( i Meg) .  .  .  1 9  99
Mega Traveller 21
.
1 
M e g )  
.  
1 9
.
9 9

Mega Twins 1 6 . 9 9
1Acroprose Golf (1 Meg) , 2 2  99
Microprose Soccer. .  _ 9 6 9 9
Mug 29 Super Flamm2 6 9 9
Moms:Ione (1 Meg)... . .  9 9
M1 Tank Platoon. ,  . 1 9 9 9
Midnight Flesstanal
Midwinier 211 Meg) 2 2 . 9 9
Mghl and Magic 3  2 9 . 9 9
Myth • . 1 6 . 9 9

Ninia Collection
Operaa
-
11W 
p l u
m e
d : o
i l

Operation Wolf .  ..6 99
Ont . 1 6  99
C919
-
un 
E u
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p a  
'
5  
9
9

Paporboy 2
Parasol Stars 16.99
Pegeasus . . . . .  1 6  99
PGA Doll Courses . .  . 9  99
PGA Tour Gall . . . . . . . . . . . 16.99

919,91t PRICE
Pinball Dreams
Play 9 From Outer So..
Player Menage
,Platoon
Pools of Darkness 1  Magi
Popuous
P0p9i0Lis 2 1 M o g i
Powerdrt
Powermorger
Powermonger Data Disc
A Type
A Type 2
RBI 2 Basenah
Race Dr99
Rambo 3
Rainbow Collection
Rainbow Isla9918
Railro ad  T tC0 Cfl 11
Realms 91
Red Baron 11 M O
Fled Heat
Reach lc,  the Sloes •
Aenegade
Robin Hood
Redand
Rok Dangercus..
flee Of Tr*  N ie to  t i Mew

Robocop 3
FlotocOd
Rugby Wodd Cup
Rules or Engagrnent
Run The Gauntlet ...„
Sensible Soccer •
Secret ot Monkey Wand it  Itc,
SeCret of Monkey Island 2 I t
Shadow Lands
Shadow &n o m
,Shadow Warrors
Sninot9
Sh001 Ern Up Kri
Silkworm . . . . . - . . . .
Sion! Swims 2 ( I  Alegi
Sim Ani
Sim City Popu la te .
Simpscos
Ski Or Die
Smash TV
Space 1599 (1 meg)
Space Ace
Space Axe 2
Space Crusade
Space Gun.
Specral Forces (1 Megi
Sirder

Sirup Poker 2 Da ta
Strike Float
Super Hang
Suspicious Cargo
Shuttle'
Stunt Car Racer
.Sentonblade
Switchblade 2
The Marager
Team Yankee
Team Yankee 2 (1 Meg
Teenage Mutant Turtles 2
Ternenaior 2
Their Fins91 Hour
Their Finest Missions
Thuroolethawk

lb 99
1 9
9 9.
7
9
9

 699
.
9
9
9

 8 99
19 99
6.99

'9 99
999
699

1  99
• 9 .
9
9
.
5
9
9

6.99
9.3 99
9 99

'2 99
• 9 99

6 99
, 2 99
6 99

99
16 99
699
'5 99
699

99
• 9 9

99
'699
6 99

'9 99
, 9 9
4 99
5199
; 99

99
9 99

99
99

gra

99
, 99
, 99
99

, 99
99

29
6 19

• ) 99
99
99

699
1.99

:; 99
, 99

, 99
99
99

, 99
Titus Ihe FOx
Tofu
Tootrn
Turbo Cheery@
Turbo Challenge 2
Turbo Outrun
Turrkain
Turrican 2
MIAS 2 11 MOM
Onhouchatees
tahma 6 (1 meg)
Utopia .  ) 9
Utopia Data Dttk• - 1 9
Voyager 6  99
Warlords 11 Meal 1 9 . 9 9
wolicbild •  1 8  99
Wonderland (1 Meg)... 1 9  99
Work C49; CrIcket 1 Meg 1 9  99
Work Wrestling Fed 1 5 9 9
Wizbal5 9 9
Wiziod • ' 6  99
ZOO Sla lkn  • • 9  99

99
99
19

99
, 99
9
9

JOYSTICKS

Qu ick joy J e l t i
g h t e r  
1 0  
9
9

Ouickloy Megaboard  1 9  99
Cheetah 1 2 5 . . 9 .  . . . . . . . .  . 5  9•9
Comp Pro  Ext ra  . . . . . .  1 4 . 9 9
Ou ick/ o y Turbo  2   . 8  99
Ou icksh a t  3  Tu rbo  (Sega Com p) .9 •99
Gu ickio y TOpater . 1 6  99

BLANK DISKS
Top Quality I. obr anded Disks

10 3_5" DSD1) .......
20 D I S D D  ....... . . . . .  ,  . 0 1 9 9
;0% 3.5" DSD1). 2 . 3 . 9 9
i00 3_5" DSDD

Branded Disks
3.5" DS DD 1 .
1
4  
E a c h

5-25" DS DD 0 . 7 5  E a c h

Flight of the
Intruder
now only

E14.99
E.A.SPECIA I, OFFERS

094

E8.99
E

Battlechess
Centurion

& Imperium

SPECIAL OFFER

KICK OFF 2 11 meg
NOW ONLY E L99

SPECIAL OFFER

Mega Lo Mania
Now Only

£12.99

SPECIAL OFFER
ana%er

Now Only
£12.99



C O M P E T I T I O N

Phew! You don't know how
lucky you are.  We were so
close to  offering the chance
to win a complete set of
camping gear you woul dn't
bel ieve i t.  But fortunately
good sense (just) prevai led
and we've decided to
celebrate the launch of the
fi rm's forthcoming forest-
orientated blaster wi th  a
completely unconnected
prize. Electronic Arts are just
so damned proud of thei r
latest blast that they wan t

to award you lucky people
wi th  a stunner of a prize,
tie-in or not!

WHAT YOU DON'T WIN
All manner of prize ideas were considered,
only to be flung in the bin for being, er,
inappropriate. You could have had a trip
to some woods, a little gas stove (to cook
on in the woods), some seeds to grow
your own trees, some clogs, some golf
clubs (without the irons), some shelves
from Habitat or maybe a rocking chair.
But in the end, nothing seemed quite
right.

WHAT YOU WILL WIN
The first prize winner will win this top-
level remote-controlled Pan aso n ic
NVF57SB Hifi Video Recorder blessed with
Nicam digital stereo - worth a whopping
£500! - plus a copy of Risky Woods. A fur-
ther fifteen runners up will receive a copy
of the game. Of course, there's a host of
excellent movies which you could rent out

to watch on your new vid in order to get
fully into the Risky Woods mood. Maybe
you could watch some Woody Allen films,
har bar_ O r maybe Risky Business. O r
Callan with Edward Woodward in. O r
maybe not.

THE GAME
The wise old monks who guarded the wis-
dom of the lost land have been turned
into statues by the fiendish Draxos and his
evil legions. Rohan, evidently the only per-
son in the whole of the lost land with any
stones, takes it upon himself to rid the
land of the horrible bugs and monsters,
release the monks and once again restore
peace and prosperity to the land. Rohan
must scroll through four simply massive
levels, hacking and slashing for all he's
worth. And who gets to guide Rohan?
Why, it's YOU!
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A fuller (and slightly better) description
of the game can be found in Gary Whit-
ta's simply exquisite review on page 79,
but it's worth noting that it looks rather
smart, as our picture confirms.

RULES
This competition is no t  open t o  t h e
employees of EMAP Images or Electronic
'Arts, their friends or relatives. The compe-
tition will close on 21st July and the win-
ners will be notified shortly afterward. The
Editor's decision is final and no corre-
spondence will be entered into. No alter-
native prizes will be given and, while every
care is taken, EMAP Images cannot be held
responsible for entries lost or damaged in
the post.

HOW TO ENTER
We were going to ask you some questions
about trees or something, but we couldn't
find an encyclopedia so decided not to.
Instead, we'd like you to write a short
story (we're talking 200 words or less)
about someone having to enter some risky

enter the woods? And what makes them
so risky? We're intrigued! Maybe the hero
of your story has to battle evil hordes like
Rohan, or maybe they have to go to the
shops or something. The story that Jim the
Ed judges to be the best will win. Don't
be afraid to make your story a bit saucy
if you like. The winner, so long as it is of
a reasonable standard, may well be print-
ed in a forthcoming issue.

THE COUPON
Fill in the coupon, affix it to your story and
send it  to: Risky Story Competition, The
One, Emap Images, Priory Court, 30-32
Farringdon Lane, London EC1R 3ALL

R E V I E W

and their Risky Woods!

R I S K Y  S T O R Y
C O M P E T I T I O N
Name

Address

rop Willicerth .1500
Itt Sofia/am Wirth E450!

get'

ilm aybe T h a n k s  t o  ELECTRONIC ARTS
.Or

t. Or
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•  Subscribe to The One and be
confident of receiving the ONLY
authoritative guide to Amiga
entertainment.

The One is the only magazine you
need for a totally comprehensive
window on the Amiga games scene.

Each month we'll be bringing you
the hottest games read available,
with the first reviews, exclusive
Work In Progress features,
entertaining articles and invaluable
tips.

And every issue of The One will also
carry two cover-mounted disks
crammed to the very gills with
playable demos, complete games
and exclusive custom-written
interactive specials unavailable
anywhere else.
•  Subscribing to The One guarantees
delivery to your door of the next 12
issues of Europe's essential Amiga
games magazine.

'  By subscribing to The One you can
be sure of priority access to the
essential reviews, previews, features
and news stories each month.

•  Over your next 12 issues, we'l l  be
working hard to deliver you the very
best in cover mounted disks.

Choose from one of the following
classic Core Design games:

W o l f c h i l d
Ch u ck  Ro ck
C o r p o r a t i o n
Car -V u p
F r en e t i c
T o r vak
W a r z o n e

W O L F C H I L D

Guide Saul, the power ful  vvolfchild, in
his quest to seek revenge on the evil
Chimera organisation w h o  have
murdered his family and kidnapped his
father.  Change his form to that of a
powerful  psychic werewol f as you fight
your way through five levels of action
packed adventure.  This games is totally
addictive!

C H U C K  R O C K

Help Chuck Rock In his quest to rescue
the beauti ful  Ophella from the clutches
of his arch rival Gary Gritter• Kick,
thr ow rocks and bel ly-butt your way

C O R P O R A T I O N

thr ough a mul ti tude of comical zones
featur ing 500 screens of exciting and
addictive gameplay•

Your role as a Zodiac agent is to
Infiltrate the sixteen-floor
headquarters of the Corporation and
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GET A FREE GAEl

It

ly

locate and obtain an embryo from the
building's foetal  laboratory.  Ar m
yourself wi th special tools, avoid the
internal alarm systems and mul ti tude
of security guards. A  sinister adventure
game set in a complete 3 dimensional
environment.

C A R
-
V U P

As Arnie, you drive round all eight
worlds featured wi thin the game's 48
levels attempting to turn Captain
Grim's evil back into good.  Y ou must
rescue your kidnapped friends, make all
the worlds a better  place again and
then go on to defeat Captain Grim at
the exciting climax of the game.

FRE NE TIC

Is there life beyond the outermost
edges of the universe? Join the
scouting team which is sent to break

s

f-
l
o
s
k

thr ough the defences and reach the
distant edges of the mapped universe.
Go fur ther  than any ship has dared
venture before....

T O R V A K

Fre ne tic

C orpora t ion

Wo lf  child

J  source code: 00271.
source code: 0025C

:I  s o u r c e  code : 0 0 2 3 T

Evil lingers all around a  shadow of
despair has been cast over your
homeland.  Avenge your people and
complete the 600 screens over five
levels to the final  confrontation wi th
the evil necromancer.

W A R Z O N E

The year is 1999. Wor l d peace is being
threatened by an unknown enemy
force, y ou and your accomplice have

been chosen to lead an allied attack
which will take you through eight
di fferent scenarios.

SUBS GUARANTEE
If you aren't completely satisfied with your
subscription, you may cancel at any time and
receive a prompt refund for all unmailed
copies.
Your software choice is mailed separately to
your first magazine. Please allow 26 days for
delivery.

SUBS SUMMARY
12 issues
12 issues
12 issues
12 issues

United Kingdom
Europe air mail
Rest Of World air mail
Rest Of World surface mail

We suggest that overseas readers pay by
International Money Order.

E42.00

E75,00
145.00

ORDER FORM

Please  se nd t o  The  One  Su b scrip t io n s De pt,  PO So x SOO, Le ice ste r,  LE9 9  OAA (p le a se  m a ke  a ll che que s pa ya b le  t o  EM AP I ma ge s Ltd)

Name  •

Ad d re ss'

Post Code

I w o u ld  l ike  a  subscrip t ions f o r  12  issue s t o  The  One ,  p le a se  sta rt  m y su b scrip t io n  f ro m  the   i s s u e  o f  The  One  (ple a se  e nte r m o n t h ) .

I w o u ld  like  the  f o llo w in g  FREE g a m e :

Wa rzone  s _ . 1  s o u r c e  code : 0 0 2 1 4

Ca r-Vup ]  so u r ce  code : 0 0 2 2 P

Chuck R ock s o u r c e  code : 0 0 2 4 X

Torva k J  so u r ce  code : 0 0 2 8 0

I e nclose  a  che que / posta l o rd e r (pa ya b le  t o  EM AP I ma ge s Ltd)  f o r  f   P l e a s e  cha rge  I  t o  m y Acce ssN I SA/ D in e rs C lub / AM EX

Card N u m b e r '

Expiry Date :

Signature

F u lfi lm e n t  • Ala n  We lls I n te rna t iona l. M e m b e rlin e  House ,  Fa rndon Road,  M a rke t  H a rborough,  Le ice ste r LE16  9NR



'DERBY DAY GIVEAWAY!'

SEGA MEGA DRIVE 0839404081

SEGA GAMEGEAR 0839404082

SUPER NINTENDO 0839404083

NINTENDO GAMEBOY 0839404084

AMIGA 600 COMPUTER 0839404085

PERSONAL CD PLAYER 0839404087

f100's WORTH OF CD's 0839404088

A FAMILY WEEKEND IN MAGICAL
EURODISNEY 0839404079

C O M P U T E  -  A  -  R A C E
L i m i t e d  E d i t i o n  S p e c i a l  O f f e r

To celebraIe 'Epsom Derby Month'. we at H a nd
,
so f t  a r e  o f t e h n g  
u p  t o  
E 5  o f t  
t h e  
P r e r n b e r

tior'se - Racing Predictor - COMPUTE - A • RACE 4.. Limited Edition Spec.al Otter also
includes Personassed copies o
4  M a s t e r  
D i s k  
i f u l l  
n a m e  
m u s t  
b e  
i n c l u
d e d  
w i t
h  
o r d e
r ) .

'DERBY MONTH OFFER PRICES*
COMPUTE - A- RACE,  (Executive) SAVE ES! NOW E14.99

COMPUTE •A - R AC E. iStendard) SAVE Egt NOW E9.99
• uniar EAp fin on Ann 3l 1 9 2 2

*UNRIVALLED ACCURACY & UNBEATABLE VALUE'
' EXC EPTI ON AL VALUE is represented by C 0 0 1  GROUND at 4011'

(Compute R a ce  Summary of Dohd Cup. Cool Ground won at 251 .
Features Include. FLAT RACE INPUT, N.H. RACE INPUT, REVIEW RACE, BET

SELECTOR, BET CALCULATOR, STATISTICS SCREENS, NOTEBOOK and On•Screen
HELP information. (Amiga 0 0 0 .

advellsed in 'The So o l
,
n !  L i f e

CHEQUES PO PAYABLE I D  HANL/lb/OF I
Handiwit 3 .r Hea,Si,Il Lane Span End COVENTH

24Hoo DESPATCH

Analogic Analogic Computers (UK) Ltd
Ana l ogi c  U n i t  6 Ashway Centre,Elm Crescent,
Ana l ogi c  K i n g s t o n  - Upon -Thames, Surrey,

KT2 SHH

ACCESSORIES

AMIGA A500 REPAIRS
without diagnostic tees

*Fixed Charges 'Fast  Turnaround

E49.95 including return
by NEXT DAY
COURIER SERVICE

We pcneide lockup service toe repairsto
,  o n t y  E 5 . 0 0  
•  V A T

• Ali pnons include VAT and NEXT DAY DELIVERY subieol to airaiatilib

=  •  Ruud CilarCleIn
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AIR WARRIOR
Fly the most accurate flight simulator ever created.

Fly against the most deadly opponent known, real
people! From hi-planes of WWI tojets of the Korean
War, know what it was really like to fly. A i r  Warrior
simulates the world of' the real ACE.

". . .  best flight simulator ever." Amiga Format
"thrilling t h e  greatest experience in flight

simulator history." PC Format
"unparalleled am az in g  h u g e.• •  NCE
"game dynamics impossible to duplicate in

conventional computer simulation?" Omni
-
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Amiga, Mac Color & Mono, PC and ST 04.99
Air Warrior includes: Two comprehensive

manuals, Campaign Map, Terminal/Off-line Trainer,
Data disks, Free Host membership. E30 of connect
credit. Modem offer

For further information call On-line on 08 I -558 6114.
642a Lea Bridge Road. London EIO  6AP.
Host 081-539 6763.

WIN WIN WIN

INFO MEDIA SERVICES LTD, 25, BILLIN •  •
NORTHAMPTON, NN1 5AT

Calls cost 31ip (cheap ratel and 48p ( at all other tiniest' per min inc. VAT. Calls are
more expensive than normal calls. Be sure that you have permission to make this

call. Competitions dose on the 30th August 1982



PD or not PD. That
is the question.
Whether it is
nobler in the mind
to suffer the slings
and arrows of out-

35 I r a g e o u s  Shareware
or take arms
against a sea of
Licenceware and,
by reviewing, end
them. Or
something.

31
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THE ASSASSINS
VOL- 22
Public Domain &
Shareware (512K &
I M B games). Fortiss
PD, disk 713.
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The Assassins Volumes 20 & 21
yet another of their compilations

plops through my letterbox. I  must
admit I didn't find this volume's set of
games up to The Assassins' usual high
standards but it s  a pretty good selec-
tion none-the-less.

There are four games on offer. Lem-
mingoids was reviewed in the first PD
Zone two months ago, so I'll not go on
too much about it. Suffice to say its
brilliant and a right laff.

Duel is a two-player head-to-head
3D tank battle game The screen is split
horizontally down the middle, so that

each player has his own solid-polygon
3D view on the game world, a barren
wasteland strewn with cover-providing
boulders. Trundling around in their
tech no tanks, the players have to use
their skill and ruthless cunning to blast
each other t o Kingdom come. The
graphics are a little slow and jerky but
Just about adequate. Although reason-
able fun, Duel really is not the sort of
game to keep you fascinated long - it
just gets too boring, too quickly and
it's unlikely to spend more than about
fifteen minutes on your Amiga before
being turned off.

Mouth Man (sadly the only 512K

game on the disk) is a clone of Pac Man
and a pret ty  good one at that. The
graphics look identical and the sound
effects appear to have been sampled
direct f rom the original coin-op. The
only downer is that the action is a little
slow and there's a slight but annoying
'pause' in Mouth Man's  movement
when he turns a corner. It sounds triv-
ial but it's not - half the joy of Pac Man
was the way the hero glided smoothly
around the mazes and that joy is miss-
ing here. Still, you could do a lot worse.

Wizzy's Quest is t he star of  t he
bunch. Don't be fooled by the Z-grade
primitive look - it 's an addictive lit t le
bugger that certainly took me by sur-
prise. The player controls a wizards
apprentice who  has t o  protect  his
absent-minded master as he progress-
es through fifty levels of platform per-
ils. His head buried in his spellbook, the
Big Wiz will happily walk anywhere -
even right into the path of a monster!
Using his block-building skills, the play-
er has to construct a safe path through

the monsters and traps and get Big Wiz
to the level's exit. Tarted up a bit this
could easily pass for a full-price release.
Don't miss it.
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going on The Assassins collection of
disks. For just under twenty quid you can
get all 22 Assassins disks - that's 100
quality PD games! interested? I bet you
are! To order. send a cheque or postal
order for f19.99 to Fortiss PD di the
address given in the Toll Of Honour box.
If you have an Access, Visa or rICB card
you can order over the phone. To help
speed up the processing of your ordo•
clearly label your payment 'Assassim.
Game Pack Offer'.

P D  Z O N E

EF 7APE
Public Domain (1Mb
only). Crazy Joe's,
disk 2236.
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you'd fi nd non-stop viewing of
Bob's Your Uncle preferable. Imag-

ine running down narrow tunnels,
jumping over crumbling fl oor panels
and dodging giant crushing boulder,
all the while a time limit slowly ticking

away. Imagine, if  you will,  the lit t le
piece of PD Heaven called Escape.

It's another ent ry  i n  t he  genre
•Arcade Puzzler'. The player controls a
little geezer as he runs around a series
of top-down viewed mazes. The aim is
simple: make your way from the start-
ing point  to the exit. Ah. so simple -
notttt l Each maze is packed with per-
ils, namely the fl oor panels and the
boulders mentioned above. In addition,
sealed doors can only be unlocked by
treading on certain switches in a spe•
cific order. And trying to think straight
as the time dwindles away is not easy.

Escape is excellent. It's addictive and
fun, although it  does get tough a bit
too quickly for my liking. If I wanted to
gripe I could mention that sometimes
your bloke seems to get 'snagged' on
the scenery - a fatal mishap if you're
standing on a crumbly piece of floor or
being chased by a giant marble - but
this doesn't happen much and can be
avoided. All in all, smart stuff indeed.
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Last month the PO Zone carried a piece
on MOT PD's excellent 'Now to set-up
your own disk' disk. The article stated
that the disk costs El .50 but for L3 Dave
at ABOTS would provide printed docu-
mentation and a couple of disks of fonts
and so forth. What wasn't explained
very well is that the £3 is an additional
cost to that of the disk. If you want
everything in one go you have to pay
14.50. not Just (3. Our apologies to any
confused readers and to Dave Robinson
at ABOT5 PD for any inconvenience
caused.

SIEGE OF THE
R E A S T
Public Domain
(512K).  Crazy Joe's,
disk 2235.

N o w I  don ' t  k now i f  you've
played the ancient boardgame
Fox and Geese but if you have

you may  fi nd Siege o f  t he  Beast
strangely familiar. You control a pla-
toon of village guardsmen as they try
to t rap and kill a savage man-eating
snake as it prowls around their home-
town (which bears a uncanny resem-
blance to a draughts board).

In turns, you select and move one of
your guardsmen to an adjacent empty
square and then the snake' controlled
by the computer - moves or, if  there's
a suitable victim nearby, attacks. The
snake only strikes if  there's a neigh-
bouring guardsman wi t h an empty
square behind him. The snake moves
and snacks upon the meaty morsel then
continues on to the empty square. It's
like jumping over your opponent 's
piece in draughts. To win the player has
to surround the beast so that it can nei-
ther move or attack.

I'm probably  not  surpris ing y ou
when I tell you that it's not the most
nail-bitingly exciting game in the PD
Universe, espec ially given the s low rate

JUL
at which everything takes place - its not
wonder the guardsmen are get t ing
slaughtered the way they hobble across
the screen However, Siege of the Beast
does succeed in gett ing the old brain
juices flowing and given the fact that
the player can vary the number of
guardsmen on the board • the fewer
the men,  t he tougher t he game -
there's plenty of long-term challenge.
Recommended

E-TYPE
Shareware (lAttb
only). NBS, disk
G273.
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oids I think I'll scream. No, really, I
do. In E-Type the player pilots a

super-duper space fighter as it whizzes
around rubble-infested spacelanes.
Unlike Asteroids, the player's ship stays
in the centre of  the screen and the
rocks and boulders move around him.
The aim is to collect little gem-like crys-
tal-style thingummypgs  t ha t  fl oat
across the screen. Collect enough and

the player moves on to the next level.
There's a power-up icon to snap up
too, whic h causes a  TV screen t o
appear. The player can t hen scroll
through t he weapons upgrades on
offer and select whichever one takes his
fancy, just like Telly Shopping.

All this would be fine if it weren't for
the facts that (a) it really isn't that fun
and (b) the ship's inertial control just
doesn't 'feel' right. Games of E-Type's
ilk are all about having excellent con-
trol over your ship as it darts around -
remember Thrust or Oids, for example
- and if the game lacks this you might
as well not bother playing it at aft So
don't,

•
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ROLL OF HONOUR
Stand up and be counted all those lovely Pt) libraries that •r i t
*  Crazy Joe's PO, 145 Effingham Street, Rotherham 565 18L.

Tel: (0709) 829286
•  Fortiss PD, P.O. Box 2, Earl Shilton, Leicester LE9 8LU.

(el: (0455) 850984
•  NBS, 1 Chain Lane. Newport, Isle of Wight P030 SQA.

Tel: (0983) 529594
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L I S T E D  B E L O W  ARE  1 7  B I T  'S D E F I N I T I V E  TO P  1 0
F R O M  ALL T H E  M AJ O R CATE G O RI E S  O F  P U B L I C

D O M A I N  R E M E M B E R  Y O U  G E T 1 F R E E  D I S K  F O R
E V E R Y  1 0  Y O U  B U Y  A L L  1 7 - a n r  DI S KS  A R E  -CLI O

S C H E M E  1 7  ARE  -LL 7S D E J A  -V I T ARE  4 3 . 5 0  P LE AS E
A D D  T H E  R I G H T  A M O U N T  FO R P O S T P A C K I N G

ALL T I M E  T O P  1 0
TJTHS

1 -1793 Super Killers 2
Virus Killers

latest.
2 -14981ext Engine 3 Word
3 -1479 Visicale
4 -1369 Opti 'Ails 2
5-1541 600 Business letters
6-1720Superdooper(Backup

tJtil)
7 *1927 Protracker 2.1a
8 -1340 Disk Salve
9 -1767 Fracta l Generator
10 -1817 I
I I )  
C l i c kALL TIME TOP 10

SLIDESHOWS
1* 1104 Fantasy Pies
2-1015 Gary Tower Art
3- 968  liam Pics
4- 839+840 Lots of Models
5- 581 Exodus Slides
6- 1316  Ray Traced Pies
7* 1441 Atlantis Slides
8- 1 4 6 5 A + B  Terminator 2

Slideshow
9- 1417  Graphics Cons Ku(
10-1957 Marvel Slideshom

TOP 10 ANIMATIONS
1- 31 Car + Unicycle
2- 583 Busy Bee
3- 911 Applecus
4 1022 Amy Walker
5- 1253A+11 Dating Game
6- 1592ABCD At the Movie

7- 1289 Pogo (2Meg)
8- 976 At the Movies 1 (2

Meg)
9- 464 Space Sphere
10- 1955 unsporting (2

2

TEL - 0924 366982
2 TELEPHONE H O T  LINES

FAX - 0924 200943
FOR ALL YOUR AMIGA NEEDS LOOK NO FURTHER THAN 17 BIT

ADDRESS - 17 BIT SOFTWARE (DEFT THE ONE) 1 S T  FLOOR
OFFICES 2/8 MARKETST W'AKEFIEID WF1 1DH

ALL TIME TOP 10
DEMOS

1 - 6 5 1  Sctmpes Mental
Hangover.Fantastic

2  - 9 1 3  Phenomi nal
Phenomena

3 s1562A+B Hardwired
4  * 1 5 7 4  ABCDE Odyssey
5  - 1 8 8 3  Andr omeda Dos

6  4 4 3 9  Quartz Demo
7  - 1 4 4 7  Devil 's Demo
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Mass Over lode
9 - 1 9 2 8  Andr omeda Muhica

1 0 - 1 9 3 8  Digital  Chameleon

ALL TIME TOP 10
CREATIVE DISKS

1-1867sid  2 (Directors.'
Disk)

2-1802 Music Mania
(Sountracker Med FTC)
3 4 2 2 1  Musk kippers
5-1071 Crossword Creator
6•1582itS1 Demo Creator

Version 2
7  -9 1 6  1
1 a m  
L a b
8 -1 2 5 5  Picture Help
9 -3 5 3  Ghost Writer
1 0 4 9 0 9  Free Parnt (Art)

e r A i l A C W I S  I t A ( W I N I G  C X AV I S
1 T D  D I S K S  A D D  l o p  To)  (1 1 1 DE R

1 0  - 1 9  D I S K S  A D O  7 S p  ( 7 ) 1 4 1 1 E R ,
20+ DI S KS  AtzEs x i  Y O U R  O R D E R

Dit4111PRCAAL. S O F T W A R E  P I E A E  A i n ,  s o p

i 1960

2 -
1
9
5
9

3.1868
4 -1351
i  -1845

6 -1944

7 -1908

8•595 & 596
9- 1850

in -1072

ALL TLME TO P  10

GAMES

Crazy Sue

tptatforms Action)

Doody Mar ioTy pe
Tetrix (Awes( nue)

W i I I y s  Q t i t ' S t

L C T I l l t l i n g t ) i d s

Fnimer

Clultenlacr (Quiz '
Star Trek

Rummy (cllassit
card Game 1

(Q1lert)

ALL TIME TOP 10
MUSIC DISKS

1* 685 Ke l r e n s
.
lu k e
2- 1802 I )epeche Mode
H i t s
3- 1034  Alcatraz 20 min
4- 1089A+B Silents Blues
5- 920 Music Dreams 1
6- 1297+1298 Classical

Stuff
7- 1443  Prophecy Numeric
8- 1854A+B Erasure Breath
...of Lift Remix
9- 1935A+B Sounds Science
101939 Alister Brimble

AT LAST IT'S HERE
"PAGE CREATOR"
THE DEFINITIVE DESK
TOP PUBLISHER FROM

17 BIT SOFTWARE
PACKED WI TH

FEATURES, COMES WITH
A5 BOOK LET AND
PROGRAM DISK

„1314ZING VALUE AT
, ONLY £ 9 5

Super b entr y lever  DTP

Bargain commercial
Software available

EG:
AWESOMEl7.95

CARTHAGE E7.95
PROJECT X117.99

MOONSHINE RACERS
t7.99

ROLLERCOASTER
RUMBLER E7.99

ELF £7.99
STEVE DAVIS SNOOKER

£7.99
BLASTEROIDS 17.99

MEGA 1.0 MANIA 17.99

Lein: kfINIZEEPP
1972 K - k l a s s  t i c
-
m i x
1971.. ..... AB Suicide Blonde Mis
1970 . . . . .  . . . . . . . . . . .  -Plus issue 9
1969 P l u s  issue 10

P i t t s GamesVol 2
1967 A m i g a  Punt (Race)
1966 T e t r a  (Tetris)
1965 S l a g  Catcher ((.ame)
1964 C y c l o p s  (CyclePictien)
1963' S c o r p i u s  Mapper
1962 P l u s  Games issue 3
1961 A s t r o  22 (dOttrology)

...... -A:may Sue (Game)
1959 D o o d y  (Mario Bros)
1958 W a r z o n e  (Game)
1957  M a r v e l  Slideshow
1956.  S h o r t  Moiciute%
1955 .  I i m p o r t i n g  (New 2 Meg
S c h w a r t z Ani m)
1954 B o o t  X 4.419 (NEW!!)
1953 F r a c t a l  Music
1952 - T e r m i n a u i r  3 Demo
1951 A n a r c h y  Party Music
1950  G r i s l y  Gruesome L i
1949 M a y h e m  on Mrheel4 2
1.948 M a y h e m  on W hechi 1
1947  s i c o r p i t r i i  Mapper
1946  P o n t o o n  + Orbit

My Tin Toy Anim
1944 F r a m e r  (Game)
1943  F l a s h  Copy
1942 Z e r o  0  Music Demo
1941 T u r t l e s  Game (Good)
1940 k n a r c h y  Intro's
1939 ...... Mi s ter  Brimbk Music
1938 D i g i t a l  Chatnekonl
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1936' A n a r c h y  Ilardcore
1935  A + B  Science Mimic

Evapor & Bemis.
1933  G .  Rave Musk
1932* 2 0 0  AD Slides
1931.... I n  The Can De

ORDERING DISKS
We take all major  credit

cards (including Switch).
Make cheques payable and
postal arders payable to: 17

Bit Software Send your
or der  to the Address at the

top of the page
OPENING TIMES M o n  to Thur.,

- - 9.00 AM to 8.00PM
Fri 8 Sat - 9,00 AM. 5.30pm

M U  0924 306982
'
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NUMBE R MEANS I T W i l t  V o l
WO R K O V A  M A' AM
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CU Amiga is packed with everything you'll ever need
to know about your Amiga.

Bursting with help and ideas, CU Amiga gives
crucial advice on peripherals
i
the b e s t  
b u y e r s  
g u i d e s  
a n d

the ultimate in hardware coverage.
C U  A m i g a ,  t h e  d e fi n i t i v e  m o n t h l y  g u i d e

t o  y o u r  A m i g a  c o m p l e t e  w i t h  2  h i g h  q u a l i t y  d i s k s

A v a i l a b l e  f r o m  a l l  g o o d  n e w s a g e n t s

GET BEYOND CAES WITH
•
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It's usually about here that we  wri te some
seasonal drivel  in order to pave the way for
the top-qual i ty previews that lie beyond,
but caught as w e  are in the middle of Sum-
mer, we' re  at somewhat at a loss for words.
After all, as we used to say on ACE, w h at  is
there to say about the merry month of. . .
July? Nothing,  that's what! So, wi th  that
rather lame excuse out of the way,  all  that
remains for us to do is stand around a bi t
and wai t  for the previews themselves to
start— turn te turn— oh, w e  should have
known. You wai t  all this time for a preview
to arrive,  and then six o f  them come along
at once. Bloody typical.

CURSE OF  E N C H A N TIA
yore Design
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of a lot more than us about writ ing adventure games. Since the days
of Infocom they've been the top men - nowadays it's the likes of Lucas-

fnirn and Sierra that show us how it's done, But, as ever, us gallant Brits are fight-
ing back with this month's Lure of the Temptress and, in a few month's time, a
new made-in-Britain effort that producers Core Design promise will put a few
loses Out of joint across the Atlantic.

Curse of Enchantia is a graphical adventure in the Monkey Island mould that
tells of a young boy. Bradley, who's been pulled out of the real world and into
a bizarre fantasy land by a wicked witch obsessed with hanging onto her youth.
rks Bradley, the player's task is to escape from the magical world and sort the

witch out  into the
bargain - not  easy
when you start the
game b o u n d ,
gagged and mana-
cled to a dungeon
wall! L i k e  mo s t
modern-day adven-
ture fare, Curse of
Enchantia uses an
i
n
t
e
l
l
i
g
e
n
t  
p
o
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t
-

and-click command
system which min-
imises fuss -  and
Core is promising a
few interesting new
innovations on that
score.

There's l i t t l e
extra inf ormat ion
available o n  t h e
gameplay as  yet,
but i t ' s  certainly
one o f  t he mos t
stunning l ook ing
games we've seen
in a while.  Cores
proven i t  can dri

-eavyweight product with the excellent Heimdall, and who knows, this link
Deauty may even supersede it! We shall find Out in September, when the game'siieased.
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. •SLEEPWALKER

Ocean
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tory" image by producing some genuinely original product, Sleepwalker
is an arcade adventure with a difference. In it, the player takes on the

role of a faithful pet dog who has been unfortunately lumbered with a master
prone to bouts of somnambulism - that's sleepwalking to the uninitiated. As dan-
gerous a nocturnal habit as it is, the poor mutt has to spend his nights protect-
ing his young master, who ambles along in a dreamlike state through a series
of increasingly perilous landscapes. Caves, factories and building sites are among
the danger-fraught levels, and since the player has no direct control over his
pyjama-clad master (we all know how dodgy it is to disturb a sleepwalker), all he
can do is try to pave the way for his aimless master, making sure he's not wan-
dering into danger by manipulating the landscape appropriately_ It's certainly a
very nice idea - it sounds a bit like Lemmings, but then doesn't everything these
days? - and from what we've seen so far, seems to have been very well imple-
mented with some gorgeous, and quite funny, animation on the canine hero.
Due Out towards the end of the Summer, you'll be seeing more of Sleepwalker
in these pages real soon.
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JNDIANA JONES AND THE FATE
411/10 O F  ATLANTIS

US Gold/Lucasfilm
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reached an all-time peak Only a few days after our mind-blowing reviewing
experiences with Monkey Island 2 (see Reviews), we received an envelope from

the states containing a bulging bundle of shots from the Amiga version of its lat
c•st big name in development. Indiana Jones and the Fate of Atlantis follows on
from the conclusion of Last Crusade • although this time round, of course, there's
no movie, so Lucasfilm's writers have had the pleasure of creating a new adven•
lure for Indy from scratch. What they've come up with, as you may remember
from the old The One's Work in Progress several months back and our recent
•eview of the action game, is the intrepid archaeologist search for the fabled
sunken city of Atlantis. Phoney clairvoyant Sophia Hapgood provides the love
•nterest, and the ever-scheming Nazis the opposition. Expect a globe-trott ing
adventure equally as sprawling as the epic Monkey Island 2, combined with a
smattering of arcade-style sub-games a la Last Crusade. It's expected to arrive in

the Autumn, and no doubt you'll need a shopping trolley to take the disks
home in. Review soon.

' -
CALIFORNIA GAMES II

verybody's gone surfing.... surfing US Gold, Yes way! Little did Epyx

E  4 1

US Gold

Games (RIP) know that, when they started the "Games" series of
sports simulations in 1985, their creations would still be going strong

today, at the hands of third-party developers. In this case its Creative Mate-
rials who are currently putting the finishing touches to the sequel to one of
the most popular titles in the long-running series. Two of the original game's
events have been reprised for this follow-up ' there are enhanced versions
of surfing and skateboarding, with new additions in the form of wind-surf-
ing, jet-skiing and the latest craze, body-boarding. The less popular events

•
There's a review next month, for certain.
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- footbagging and roller-skating among them, have wisely been given the
elbow. As usual, contestants can choose to play any of the events for fun
to their heart's content, or compete in a proper tournament with up to
seven of their mates. Things now seem to have come full-circle, with the
launch of California Games II coinciding with the release of the games that
started it  all, Summer Games I and II, on USG's Megasports s ee  News_
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TRODDLERS
Storm
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just like Lemmings. And it has to be said, it wouldn't exactly be an unfair
impression to have, The little guys in the artwork look exactly like Lem-

mings, and the aim of most of the game is to help a certain number of cute
little characters escape from increasingly dangerous chambers_ But actually,
as Storm is at pains to point out (and is rather evident after a couple of screens)
Troddlers is significantly different to the Big L. on a number of counts,

Each screen opens with the Master Troddler, which is the one the player
actually controls, standing in a central position. After a second or so, a num-
ber of little Troddlers stream Out of the door(s) and begin to walk clockwise
around the screen, clinging to walls and ceilings as they find them.

Rather than empowering the little fellows with particular abilities (a la Lem-
mings), the player must instead deflect the Troddlers from their inexorable
clockwise walking pattern using afi mited number of building blocks, posi-
tionable in any of eight different adjacent locations to the Master Troddler,
steering them away from traps and through a doorway to safety. Life pro-
gressively becomes more difficult as mechanical traps and living foes attack
the Troddlers. •  _

P R E V I E W S

3D  P u OL
Virgin Games

H ardly  surprising, is it, that a game as spectacularly successful as Jimmy
White's Whirlwind Snooker (STILL in the charts) should spawn a sequel -
even if it is only a pseudo one. Programmed by Snooker creator Archer

Maclean using many of the same routines and techniques, 3D Pool is exactly what
it looks like - Jimmy White's on a Pool table. Those expecting a radical departure
from Jimmy's are going to be disappointed - control-wise it plays almost identi-
cally to its "dad", utilising exactly the same methods and devices_ Of course the
garneplay has changed dramatically - you're now playing on a much smaller table
with less balls and a far simpler set of rules. Those who found Snooker a bit  too

fiddly for their liking will no doubt enjoy Pool's more bask and immediate action
Players get to choose from several variations on the game (you can play it all d i fi l lferent ways, you know), and the trick shot editor is back, allowing you to create
more stunning set-pieces to impress your pals with. You'll get your chance to
pocket 3D Pool (the title has still to be confirmed) this September.
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IA BEST EVER
MUSIC PACKAGE
FOR CU AMIGA

July's A m i g a  comes complete with
OctaMed Professional V3.

No other package comes close to its
incredible range of musical options -

just look at some of the things
it can do!

Supports PowerPacked samples and
ong files Fea tu res  musical notation
system I m p r o v e d  fi le requesters
with Workbench 2 look P o w e r f u l

editing facilities Mul t i -octave
samples and synth sounds
Comprehensive MIDI options

Built in sound sampler
you have the chance to try it
If - it's the only music package

you'll ever need!!
M a k e  sure you get  your copy of  •

t  4AltnifE J u l y  edition.
Only E3.95.

Available from 26th Same at all good newsagents

a •
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G A M E S  I N D E X

GA 1101 IE
11:0 E X

Hold it right there, son. You don't think you're coming in here dressed like that do you? This is the
Index Club, this is. We don't let any old rif-raf in here, you know. This is a high-class establishment
for only the most reputable customer. We can't have any old tramp coming in to shelter from the
rain. So unless you're planning to use the Index in order to assist your next software purchasing
decison, bugger off. Yes, I know that it all looks very exciting in there, with all those percentages
and pithy little comments, but believe me, your sort don't like it. I f you think you want to buy a
game, then this is the place for you. Otherwise forget it. Save your energy and go home.

Alright, you can go in for just a minute. But no longer. And if I have to come in after you,
bumping into the nice sound and graphics marks in order to get you out, there'll be hell to pay,
understand? Good. Now in you go, before someone sees you.

THE COMPETITION
The Competition now takes pride of place in the front of the Index, as opposed to up the back,
because it's obviously better that way, and since response to the first two has been so enormous,
we thought it would be unfair to make you wait an extra seven pages for what we could give you
NOW. So here we are. The usual rules apply, so don't break them. Instead, send your entries to the
address below and wait with baited breath to see if you are one of the lucky software winners to
be drawn out of the hat on the 21st July. All the answers are in the Index, so use it!

Send your entries to: Games Index Compo 3, The One, Priory Court, 30-32 Farringdon Lane,
London, EC1R 3AU.

1) Name the Virgin game scoring 82,89,79,80,81.
2) Which games were tipped in June 92?
3) Which game gets a N/A for playability?!

Splendid. Now, on with the cavalcade!
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111011100 51211 JAI 92

MIIIISCAPE 51211 JAM 92

MIITISCAPE 51211 MARCH 92

OCEAII 51211 JIM 91

TEAM 1/ IMA HI 91

PSYBODSIS 51211 TED 9?

US BOLD 51211 JAM 92
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REC1110111C ARTS 512H DEC 91

TITUS 51211 DEC 91 DEC 91

US BOLD 51211 FEB 92

SIMMS 51111 00691

1191 STIFI 51211 JOH 91

RECTROIIC ARTS 51211 MARCH 92
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MONTH
Such a small amount of space for the Next Month bit? How can this be so, a nation justly

enquires. Simple. We've crammed this issue so full of goodies that there's no room left. And
as for the next one, well, heaven alone knows how we're even going to mention the

following ish. You see, we've got such a top line-up of exclusives and scoops set up for next
month that every available square inch of page space is going to be taken up. While this is
obviously bad news for the little man employed to write the Next Month page, is darned

good news for you. So. If you think you can stand the excitement, and don't mind not
knowing much about what's happening in the future, get yourself down to your newsagent

on July 21st to pick up your new issue of The One.

THE ONE - August Issue.
It may not have a very good Next Month page, but the rest of it's great!
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