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@ETER PAN has now grown up,

far away from NEVERLAND, but his old enemy _ ATARI 5
CAPTAIN HOOK has not forgotten and schemes CBM AMIGA
his revenge. Kidnapping Peter’s children, he IBM PC &
lures our hero back to the Island of PIRATES COMPATIRI I
and"LOST BOYS" for a final confrontation.

With the help of TINKERBEL
the faithful fairy, you take 4
on the role of PETER in

this magical adventure
fraught with danger

and excitement.
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Bul not now that they've been evicled!
Morticia, Lurch, Granny, Pugsley

and Wednesday have gone back Lo
their creepy abode Lo regain
possession.

But not now that they've disappeared!
\s Gomez vou must find your loopy
loved ones in their spooky mansion
house.

Bul watch out for Tully Alford - he
plays mean. Tully is the treacherous
lawver intent on stealing the Family
fortune and who has many a dirly
trick up his slecve,

\nd yvou'll he shakin', rattlin' and
rodlin' when the spikes, monsters
and ghosts save the last one Tor you!
Il vou solve the puzzles and lollow
the clues you might just save the
\ddams Family so that they can...
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THE ADDAMS FAMILY TM & © 1991 PARAMOUNT PICTURES,_~
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WING COMMANDER 27

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.

refmigwol system of in ony offher woy ripged off,

LOTUS 3.....cccceveeeeee 24

“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 A600

Striker boys RAGE have stumped
up for a 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

new Nicam digital stereo video
(with remote controll) 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 month's
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
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FOOTY FRENCZY

Read other football roundups and
found them lacking? Maybe you
couldn't read the text or some-
thing. Why not try our individual
reviews? Check the list 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.

KILLZONE
.. In The Middle

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

S GAMES FEATURED IN THIS ISSUE

120

120

32

92

112 SUBSCRIBE it

Fed up with leaving the house? Fed
up with finding The One sold out
when you reach the newsagent?

CDEENEATON 8
Use your brain and your pen and

EPIC nespuour Jf 10
sort it out.
115 PUBLIC DOMAIN [0 FOOTRALL GHAME = 75

Even cheaper than cheapos, PD
Software is absolutely free. But TIPS PULLOUT m

there's so much of it, you really
need some helpful pointers as to

EVE OF THE BEHOLDER 2

e Sl R TR RS
104
| INDYJONES ADVENTURE 121
TR T TR e
SR TSR T e
PS PULLOUT
s | Bl mespuLour 12 |
B [ § a
€D DRIVE......3 R

LOREOFTHETEWPTRESS @
| MowEvISUNZ 8

Ohmygod! The CD Drive! Virtual
Sex! Hyper-reality! Play The Film!
Just some of the myths dispelled

Airivras e R
Commodore's new piece of kit CHEAPOS 105
s e 103

PARASOL STARS TIPS PULLOUT

CmsKwows 7

119 PREVIEWS
You know that bit in the back of
the Sunday mags with pics of crazy

night out? Well, here are some pic-
releases. Spooky eh?
SN NEET TR .
MONKEY SO T w
ISLAND 2.............53 8
The rapscallion LeChuck returns to ruin poor
Threepwood's day. Our full in-depth review PREVIEW 18
gets right into the deepest darkest corners of m 48
Lucasfilm's latest.
CWhccowwanER 7
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RAINBOW COLLECTION

9.99

AUGEY WORLD CUP  THUNDERMAWK

5.99 9.99

WINGS PLAYER MANAGER

11.99 8.99

ELITE

16.99  9.99

HOLLYWOOD COLLECTION

PRI R RTT R CR . ST TPt RO e SR

9.99 8.99

MAN UTD EURDPE FLAMES OF FREEDOM WONDERLAMD

9.99 11.99

WOLFCHILD

12.99 10.99

F18 STEALTH

14.99

SPEEDBALL 2

6.99

WHEELS OF FIRE COMPILATION

ROLLING ROMNNIE

T.NLT, COMPILATION

9. 99

ﬂ‘h-'- '{.l— -u.--
KICK OFF 2

13.99 8.99

PRINCE OF PERSIA SIM AND POPULDUS SCRABBLE DELUXE

9.99 16.99

REALMS

9.99 9.99

INDY JONES ADY

POWER UP COMPILATION

9_. 99

ﬂﬂ...n

Fi& STRIKE EAGLE 2 LOTUS TURBO 2

11 99

11 99

CAPTIVE

11.99

SUPREMACY

9.99 9.99

Amiga Software --- Games marked (NOP) will not work on the AMIGA A500 PLUS.

2 HOT 2 HANDLE
(CFF ROAD AACER, TOTAL

RECAL, SHADOW WARRIGR) ... 1848
3D CONSTRUCTION KIT Fr— L]
4 WHEEL DRIVE

{LOTUS ESPRIT TURBD, TEAN SUTUKL,
TOYOTA CELICA, COMBO HMZEHI —l
A0 TANK KILLER (1 HE{H

A320 AIR-BUS .o i -
ACTION MASTERS
(F18 COMBAT PILOT, ITALY 1883,
DOUELE DRAGON 2, TURDD OUTRILS,
WELLTRIE) (NOF) . i
AD| ENGLISH (11.13)..
ADI ENGLISH [12-13)..
ADI MATHE [f1-1%)
ADI MATHS 1213 ...
ADVANTAGE TENME ...
AFTERBILMKER
AGONY .
AR BUCKS ...
AR SEA SUPREMACY
FEUNSHIP, SILENT SERVICE. P47,
WINGE, CARRIER COMMAND) . T
AR BUPPORT ,......... T
AR, LAND & SEA
($88 ATTACK SUE, MDY 508,
F1f INTERCEFTOR] o
ALCATRAZ . S
ALIEW BHEEBU u!¢|
MKIDS |

imllﬂmEi EPIEA'IM) WL
AMOSE D (REQUIRES AMOS). . 1
AMOE COMPILER (REQUIRES l.HDSl 15.88
AMOS EASY (FRIST sr.ps T
PROGRAMMBMNG) ...  CTE
AROTHER WORLD...

APIDYA ,.ooyomipm
AOUAVENTURA |
ARKANDID Z ...
ARMALYTE. ., WE—
ARMOUR-GEDDODN ................

ASHES OF EMMRE X Y
BT FLYING FORTRESS .
BAABARLAN !EPS'EE‘.H\'L‘IEIEl :
BATTLE ISLE (NOP) A e R
BATTLECHEES ¥ ....._..._..
BIRDS OF PREY (1 H:(‘il 2
BLACKCAYPT ...

nLuUES DWTHEHE o B e i i Tl
BOMANZA BRAOS |

BAEACH 2 (ENHANCED] .
CADAVER ......
CADAVER LE uh $ THE w.'f OFF .........
CAPTAIN PLANET . it
CAPTIVE .. <
Can LM 'l'liCH B FIEL[!I EHIALLENEE it
CASTLES (1 WEQ) .. T
CELTIC LEGENDS S— T ]
CHAMPIONS

(MANCHEETER UTD, BOXING

MANAGER, JKHANN SOUASH) ... . 1289
CHAMPIONS OF KAYHM (1 MED) .......... 19.58
CHAMPIONSHIP MANMAGER JRAR
CHART ATTACK (LOTUS ESPRIT,
GHOPLS«AHOSTE, JAMES POND
WEMUE THE FLY TRAF |;h|{:||l'| e TELAE
CHUCK ROCK _........... SR

CHUCKIE EQQ . Y]
CHUCKIE EGG 2 - 1]
CORRLPTION |I.I'!I3HI:ILL5| o B ]
COVERT ACTRON - T
CRURSE FOR & CORPSE ... LT ]

CURSE OF THE ATURE llﬂll:ll:l IEEI ISSII 7.8
DALY SPORTS COYER GIAL POKER ... 16,88
DEATH KMKIHTS OF KRYNH 1 MEG) (550 ... 19,599
DELIVERANCE ... e
HELUKE PAINT ]-|'ﬁ'|'|"‘H I.Nll.l.l.'l'lﬂm f—-1
DELLINE PAINT & (1 MEG)

(HAM MODE & ANIMATION) ..................50.50
DEUTEROS (WOPY ., ] -t

DICK TRACY ADVENTURE . 1848
DISCOVERY - THE 8TERE OF ¢mwnus 1898
DISMEY ARIMATION ETLRND _. T

DOUBLE DRAGOM Y .............. 1638
DUKGEDR MASTER &

CHADE STRIKEE BACK ...........
DYMA BLASTERS ...,

HLF

ELITE anclll
ELVIFA 3 - Jl-“ C'f E[H!EHUE |I HEI]I K08
EPK L TER
EURD FOOTBALL CHAMP ., 17.09

EARE .18
EYE OF THE BEHDLDER |55I:| |,'| hl!l:‘.| ]
EYE OF THE BEHOLOER 2 ......... T
F15 STRIXE EAGLE I [1 MEQ) .
Fi8 FALCON (MO}

Fif INTERCEPTOR ...
F18 STEALTH FIGHTER
FACE OFF (MOF) ...,
FANTASY PAK
[COLORADD, BOSTON BOMB CLUB,
CRYSTALS OF AABORAEA) .........
FERR&RI FORMULA 1.,
FINAL FIGHT {NOF)
FIRE & ICE E A
FIRST BAMURAI » MEL'n.i L0 MikHLA e 1R
FISTE OF FURY

{DYMNAMITE DU, NIKJ& WARRIORS,

EHINDBI, DOUBLE DRAGON ) (HOP) ,,....0.59

FIVE MATIONS RUGEY ., .60
FLAMES OF FREEDOM {MWIHE! ?| K-
FLIEGHT SIMULATOR T ....... -

FLOOA 13
FORMULA 1 GRAND FRIX .
FUN SCHOOL 2 (3-8, 68 or B4 ..
FUN SCHIONOL 3 (-5, 57 & T :
FUN SCHOOL 4 (3-8, 57 & Ta) oo,
GATEWAY TO THE SAVAGE FRONTIER ... 19.99
GAUNTLET 2 ..
GALINTLET 3
Gl.-:\m.. EFFECT

nmuem AXE b e
GOLF WORLD CLASS LEADERBOARD. ... 7.88
GAAHAN BO0CH WORLD CLASS CRICKET ... 18.488
Wﬁnwmﬂunsmcsnummsn 18,808
GUY BPY ...oooe..e.
HARLEQUIN. ., G s
MARPOOM VI ..o

HEAD OVER HEELS. .,
HEART OF Chma (| MEG) .
HEIMDALL (1 MEG) |
HEROGUEST + DATA DISK.
HILL STREET BLUES ...,
HITEH HIKERS GUIDE..........._..
HOLLYWODD COLLECTION
(ROBOOOP, GHOSTEUSTERS 2,
INDIAMA JONES ACTION,
BATMAN THE MOVIE) [MOP).., ....o.oers... 500
HOME ACCOUNTS 2 ... s

HOME ALOHE _............... -1lH
OB i 888
HUBIANG 1768
HUNTER . 389
1AM BOTHAMS CRICKET ., 10,88
1K+ T
HOIANA JONES ADVENTURE e 559
MHOIAHAPOLES 300 ... 14,08
™OY HEAT ... 16559
INTERCEFTER - RENEGADHE LEGION (SBH .08
INT CHAMPIONSHIF ATHLETICS . 15,599
INTERMATIOMAL SPORTS ¢Hl\\th|l3[ 1845
INTERPHASE ., o R
ISHAR - LEGEMD OF THE F1'.‘|I'I'I2$$ 1188

IT CAME FRROM THE DESERT {1 ul:-ﬁl.. R
JAEK MICKLAUS GOLF ...

JAGUAR LE20 (1MEG)
JAMES FOND . rem
JAMES POND 2 - num;uu T
JET SHT WILLY
M POWER . .
JIMMEY WHITES BNODKER ...,
JINXTER [WSCROLLE) .
JOHM BARKES ELROPILAN FOOTBALL
JOHN MADDENS [U.5.) FOOTBALL ...,
KICK OFF + EXTRA TIME uusm;ugpg
KICK OFF 2 -

KICK OFF 201 MEGE ..o s BL06
EICK OFF 2 FiNAL WHISTLE .. F— L]
KICK OFF 2 GIANTS OF EVRGPE ... _ 798
KICK OFF 2 RETURN T0O EUAGEE 7.90
KICK OFF 3 WINMING TACTICE ... 690
KICK OFF 3 , seeessentrems T
KID GLOVES 3 688
KIDSTYPE JUNIOR WORD PROCEESOR 1480
KIMGE QUEST & (1 un”snenu 408
JENRHTIARE .o e 19.48
KNIGHTS OF THE BKY (1 MEG) ..., 23,66
LEAMDER ., ] Ty

T L G e 1 —T 1
LEGEND ...... 0.8

LEISURE SUIT LARRY 3 (SIERRK) ... 10,59
LEISURE SUIT LARRY 5 (1 MEG] ...........
LEMBINGS ..., e
LEMMINGS DATA DIEK - OHNO! ..._.._.0.99
LIFE AMD DEATH Y
LOMBARD RAC AALLY .. ..........
LORD OF THE RMNGS

LOTUES TUABO CHALLENGE 2
LURE (F THE TEMPTRESS
MAGIC POCKETS . e HIHE
MAGHETIC BCRAOLLS WOLY

|GUILD OF THIEVES, FISH, CORRUPTION) ... 19.88
MANCHESTER UNITED ELROPE,,
BAANIC BAMER | Y
MEGA LD MANIA + FIRST SAMURAI

BEQA TWING |, e

MERCEMARY 3 ...

WICKEY'S CROSS WORD FUZILE
BAKER (3-8 YAS) (ISMEY)
MICROPROSE 30 GOLF ...
MIDWINTER ...,

MONOROLY s
MONSTER PACK 2
(RILLING RAME SHOW, & WESOME,

BEAST i — ]
MONTY PYTHONS FLYBNG CIRCUS .......598
MOONSHME am;pq: X
MOONBTONE ..o iy
MYSTICAL .
MITRO ...
MUCLEAR WAR
COFERATION wmr

ORK IR
OUTRUN ELRBPA |N¢-l} BT
PRCMANIA ..........
PAPERBOY I . .
FlHlSDLSTiHB
PAWH (MEBCAOLLS) ... =
PEN PAL WORD PAOCESS0OR ......cov.co..

PGA TOWR GOLF « COURSES .
POA TOUR GOLF COURSE DISK ...........1149
PINBALL DAEAME (1 uam — T
PIRATES (WOP) ....... S ——
PITFIGHTER ....... DO 5
PLAN 8 FAOM DUTER SPACE ... 1848
PLAYER MANAGER W T |

POOLS OF DI.HU:HEEE i MEG] ... 1R
POPULDUS & SIM CITY ., o 1888
POPULDUS 2 ........ - Y]
FOPULDUS Z (1 MEG) . S T
FOWER UP

|EHASE MG TUARIGAN, X-0UT, ALTERED

BEAET, HAlNBc-mmsunnm 888
POWERDRIFT [NOP) ..., H A
POWERMONGER ... r
POWERMONGER WORLD WAR 1 DATA. 1168
PREMIER L6849

PRINCE OF PER'BIA |1 Eﬂ;-
PRO TENNIS TOUR 2 i
PROJECT X (1MEG] ... 18549

PROPHECY ..., 1648
PROTEXT 'J'EHEIIJN 43 _.. 4400
PLUSH-OVER 1788

CUEST & ELDH'!’ I:BLEIDG'A"I'GH
MI'WINTER, CADRYER, BAT) 1348
QUI$THUH 2 {551 -}

RACE DRIV
RASLACAD TYCOON (1 MED)
RAINBIOW COLLECTION

(BUBBLE BOBBLE, AAINBOW ISLANDS,

REW ZEALAND STOAY..cocimicieensce VB
R8I BASEBALL 3 |NGF|

NEAL NS _
AED BARCH (1 MEG)

RED ZOKE ...,
RISE OF THE D'HAGGH'(I MEG]
RISKEY WODDE .

AOBOEDP 3,

AOOLAND,

AOGER RABAIT IN HARE RAISHN
[HARD DRIVE Hlmunmn:ulsﬂi \'| T
ROLLING RONNY -
RORKE'S DAIFT .....,
RUGEY WORLD GUF |

SCAABBLE DE LUXE ..., 11,80
SCAIBNLE WH‘D-P“'DC!EEDH asamas sass s ST
SECRET OF MONKEY BSLAND {1 MEX) .. 16.00
SECRET OF MONKEY FSLAND 2 .. e

SECAET OF THE SILVER BLADE [1 MEQ)..
SEMSIBLE SOCCER % !
SHADDW DANCER ... ...
SHABOW OF THE BEAST .

SHADCW DF THE BEAST 2 WITH SHIRT
SHADDWLANDS

SILENT BERVICE 2 (1 uleu'-rﬁmp:-

EiM ANT a
$8 CITY & POPULOUS ...
EMM CITY ANCIENT CITIES |
M CITY FUTURE WORLDS.
SEYFOX (ROPY .
SMASH TV g
EPACE CRUSADE ...
SPACE HARRIER 2 (NO®) ..., h
SPACE QUEST 4 (1 MEG) 15ERR!]
EPECIAL FORCES . G
SPEEDEAALL 2
SPELLACUND
SPRAIT OF EXCALIBUR (1 MEG) -
STEVE DAYIS SNOGKER
STOAM MASTER
STRIKER .

SUPER HANG ON,.
SUPER LEAGUE MARAGER .....o..ooee.—..
SUPER SPACE INVADERS

SUPAEMALCY o

EWIV [HOP) . e
SWORD OF SODAN

TH.T

[APE, HARD BRIV, TOOBN,
DRAGON SPIRIT, XYBOTS] |N|:IP|
TEAM YANKEE
TERAMINATOR 2 .

THE MAMAGER |
THE SMPSONS ...
THUNDERHAWK ...
TiP OFF ,, r
TITUE THE PON il
ToR £ e

TRILAD VoL 2

(MEHACE, BAAL, TE'rmHnnﬂ

TURB CLP Py
ULTIMA S .
LILTIMA & |1 X
e E L III.I'I‘J.I'f BNLATOR 2 [I MEG|
UTORIA .. ¥
UTOPIA NEW WORLDS DATA DISK
VENGANCE OF EXCALIBUR
VENUS THE FLY TRAP ..
VIKINGS - FIELD OF CO
VADOM ... n
WHEELS OF FIRE
(HARD DAIVIN, POWERDRIFT,

CHASE H.0, TURED OUTRUS) (HOP
WiLD wi:'r WL

WILLY BEAMIEH 1
WIKGS (1 MEG) "
WIZ-KID...... AT
WIZARDAY A

THE COBMIC FORGE _..24 59
WOLFCHILD......... o s RFL ]
WONDERLAND (1 HEG_I an 1399

WOADWOATH WORD PHIZII:ESEJ:IF‘H HEI'.'I| TG0
WORLD CLASS “UGI"' [AUDIDGENIC 1648
WA'F WRESTLING . - RLE L]

FISTE OF FURY COMPILATION

SPIRIT OF EXCALIBUR

QUICKJOY QJ1 JOYSTICK
{MICROSWITCHED/)

| COMPETITION PRO
| STAR EXTRA

14.99

COMPETITION PRO [
EXTRA JOYSTICK i
(CLEAR BASE) WITH

| CHEETAH BUG |

' 13.99

7 QUICKSHOT128F
MAVERICK 1

| GUICKSHOT
| PYTHON

| auICKJOY

| QUICKSHOT

QUICKJOY FOOT PEDAL |
(HIGHLY RECOMMENDED)

19.99 [
STARFIGHTER REMOTE | o

WITH TWO INFRA-RED
JOYPADS

29.99

JEAMY WHITE

14.99

DMGH MASTER « CHADS

16.99

OH HO| MORE LEMMINGS UTOPIA

9.99  11.99

FITFIGH'TEF

9.99

JACK MICKLAUE

6.99

I.C.F.T, DESERT

10.99

6.99

AUTOFIRE AND |
SLOW-MOTION |

8.99 |

QUICKJOY
JET FIGHTER

11.99 |

QUICKSHOT111A
TURBO 2

12.99

POWER PLAY
CRUISER
(SENSITIVITY
COMTROL)

10.99 |

MEGASTAR
19.99
QUICKJOY
TOF 5TAR
19.99 _ .

INTRUDER 1
19.99
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CITIZEN SWIFT 9 PRINTER WITH COLOUR KIT. 8 PIN, S0 COLUMMN,
102CPSMBML G, INLOA DRAFT FONT, 24 MTH WARRANTY. A §PIN PRINTER
WITH COLOUR FACILITY AND FULL PAPER HAMDLING FUNCTIOMNS.
FREE SPECIAL RESERVE MEMBERSHIP, FREE PRINTER LEAD

FREE COLOUR EIT. 10009

CITIZEN 120D+ PRINTER. 2 PIN, 80 COLUMN, 184 CPE/ZENLE,
2ZNLGA DRAFT FONT, 24 MTH WARRANTY, HIGH GUALITY MONG PRINTER
FREE SPECIAL RESERVE MEMBERSHIP, FREE PRINTER LEAD ... 184,99

CITIZEN 224 24 PIN pPRINTER WITH COLOUR KIT, 80 COLUMH,
192CPS/E4LE, ILOA DRAFT FONT, 24 MTH WARRANTY. 24 PIN LETTER
QUALITY PRINTER WITH EXCELLENT GRAPHICS (360X380 OP).
FREE SPECIAL RESERVE MEMBERSHIP, FREE PRINTER LEAD

FREE COLOUR KIT ...249.99

CITIZEN SWIFT 24E PRINTER WITH COLOUR KIT. 24 PIN. B0 COLUMN,
HECPSTILG, BLON DRAFT FONT, 24 MTH WARRANTY. ADVANCED VERSION OF
224 WITH HIGHER SPEED, MORE FONTS AND SPECIAL LCO CONTROL PANEL.
FREE SPECIAL RESERVE MEMBERSHIF, FREE PRINTER LEAD

FREE COLDUR KIT .. 1]
STAR LC20 pRiNTER. 8 Pil, 80 COLUMN, 180 CPEMSNLA,

ANLO DRAET FONT, 12 BONTH WARRANTY

FREE SPECIAL RESERVE MEMBERSHIP, FREE PRINTER LEAD._................ 13488

STAR LC200 COLOUR rRINTER. § PIN, B0 COLUMMN, 180CPSMSHLO,
ANLOU1 DRAFT FONT, 12 MONTH WARRANTY

FREE SPECIAL RESEAVE MEMBERSHIP, FREE PRINTER LEAD....._............190.99
STAR LC24-20 24 PIN PRINTER. B0 COLUMN, 193CPSB4LO,

SLOM DRAFT FOMT, 12 MTH WARRANTY. 24 PIN QUALITY AT 9 PIN PRICE.

FREE SPECIAL RESERVE MEMBERSHIF, FREE PRINTER LEAD ..

RIBBON FOR STAR LE20 .._._........689 RIBBOM FOR SWIFT 9 OR 1200+ ...6.99
RIBBOMN FOR STAR LC200 ... 680 RIBEBOMN FOR SWIFT 24 OR 224 .88
RIBEON FOR STAR LC2-30......... 800 RMIBBOM (COLOUR) FOR SWIFTS .. 15.99
RIBBON (COLOUR) FOR LC200 . 10.88

DUST COYER FOR &0 COLUMN PRINTER (CLEAR p'..'l;:] R PO . 589
PRINTER LEAD (PARALLEL) FOR AMIGA, 5T OR PC . a.99
PRINTER STAMD (2 PIECE, FITS ANY PRINTER) ................. 780

PHILIPS CMEEEE MK 2
MAMTENANCE INCLUDED.
FREE MEMBERSHIP 219.99
MOHITOR INTO A TY)
PHILIPS 3332 15" FST
AUTD PROGRAMMING AND
| FREE SCART LEAD (STATE AMIGA)
INFUT (GIYES MONITOR
TELEVISIONMONITOR WITH REMOTE
FREE SCART LEAD AMIGA TO GOLDSTAR
[CLEAR PVC).. GG118A ... 558
LEMMINGS PACK
MOUSE, TV MODULATOR
FREE COMP PRD 5000 JOYSTICE
WITH LEMMINGE, THE SIMPEONS,
MODULATOR

COLOUR STEREQ MONITOR FOR AMIGA
A ATARI 5T. ONE YEARS ON-SITE
DFFICIAL UK VERSION,

FREE F15 STEALTH

TV TUNER FOR PHILIPS CHBR33 BKI
MONITOR ONLY {TURNS THE

MONITOR LEAD - AMBGA

TO PHILIPS CMBEII W . ocvceiiminiisnins 8.0
COLOUR TELEVISIONMSOMNITOR FOR
AMIGA WITH REMOTE CONTROL

| TWD YEAR WARRANTY

| [ALSD FOR MEGADRIVE Of SUPER NES)

| FREE MEMEBERSHIP

224.99
SCART LEAD - AMMGA TO TV WITH SCART
QUALITY PICTURE)
GOLDSTAR 14"
COMTROL AND SCART INPUT FOR AMIGA
[ALEO FOR MEGADRIVE OR SUPER NES)
FREE MEMEERSHIP
159.99
DUST COVER FOR MDNITI}H
A500 PLUS While stocks last
AMIGA A500 P
WITH LEMMINGS, THE SIMPEONS,
CAPTAIN PLANET, 1 MEG RAM ,
314.99
FREE SPECIAL RESERVE MEMBERSHIP
AMIGA AS500 P
CARTOON PACK
CAPTAIN PLAMET, DELUXE PAINT 3,
1 MEG RAM (BUIL TN}, MOUSE, TV
FREE EPEI.'.IAL RESERVE MEMSERSHIF

Nmtenda Super NES

Gver n:m ﬂﬂ‘ﬂ people have joined Special Reserve
The club with no obligation to buy %
Tel. 0279 600204 for a free COLO R catai‘ague §
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GVP HD8+ 52 MEGABYTE
AMIGA HARD DRIVE (SERIES )
WITH EXPANSION SLOTS TO
UPGRADE AMIGA RAM TO 8 MEG

359.99

GYP 2x1 MEG AMIGA AAM EXFANSION
(SIMMS FIT IN GYP HARD DRIVE

TO EXPAND AMIGA BY

2 MEG OF 4 MEG RAM)

89.99

COMMODORE A590 20 MEG HARD DRIVE FOR AMIGA
[BUTOBOOT WITH KICKSTART, SOCKETS FOR 2 MEG OF RAM,

SCSI INTERFACE FOR PERIFHERALS COMMECTION] ..oeooees e e -2B0UE
1 MEGABYTE AMIGA RAM UPGRADE
(T 2 MEG]) FOR ASD0 PLUS ... 3498
ASDN (WITH BART) AMIGA S12K RAM
EXPANSION GEMUIME ITEM WITH CLOCK
FRAEE BART SIMPSON GAME .......cocieveve.. 458
12K AMIGA RAM WITH CLOCK  ..oocoicsees 24.99
B12K AMIGA FAM NO CLOCK 22.08
EXTERMAL 1.5" 45K DRIVE FOR AMIGA
WITH SONY/CITIZEN DRIVE MECHANISM
GUAET, HIGH QUALITY, SLIM. . —C Y]
TECHNOPLUS AEPLACEMENT AMIGA POWER
SUPPLY (THE 4.5 AMP OUTPUT ALSO

ENABLES AMIGAS TO RLUN
PERIPHERALS EFFICIENTLY) ... oocininiaiaiaanaias

TECHOPLUS AMIGA STARTER PACK
[AMOS, PRINCE OF PERSIA, QUICKSHOT
131 JOYSTICK, DUST COVER, MOUSE PAD,

FILE-A-DISK RECORD SYSTEM, D45K

CLEAMER, & BLANK DISKE) = 3T00

CLEAMING KIT FOR
COMPUTERS
(INCLUDES VACULM)
o
HAKEHA AMIGA/ST
MOUSE WITH
OPERATION STEALTH
24,99

SO MOUSE FOR

AMIGA DR 5T
12598

Open to 8pm Weekdays
and to 5pm Weekends

ANNUAL MEMEERSHIP
UK £6.99 EEC £8.99 WORLD £10.99

sply e ul you can order as you join,

The Special Reserve full
colour club magazine NARG is
sent to all members bi
monthly. NARG features full
s of new games plus
mini-reviews, all the gen on new products, the
Spe 58 Schadule of
new games and hundr special offe
PLUS - EVERY IS5L JNTAINS
£30 worth of mﬂnE'f -off coupons

to save even maore maney off our amazing pr

We sell games and accessories, all at amazing
prices, for Megadrive, M: r System, Game
Gear, Super NES, Gameboy, NES, Lynx, Amiga,
Atari ST, IBM PC, COTV and IBEM CD ROM

Best Service, Best Prices, Biggest Selection

That's why over 100,000 people
have joined Special Reserve.

NEWAMIGA 600

SPECIAL RESEAVE MOLISE MAT

AMNGA SOUND ENHANCER
[BODETS SOUND)
35.89

SCREENBEAT

STERED SPEAKERS
FOR AMIGA OR PC, REQUIRE 4AA BATTERIES DR
BIAINE ADAPTOR. DESIGNED SPECIFICALLY FOR
COMPUTERS INCLUDSNG MOUNTINGS FOR

ATTACHMENT TD MONITOR. .. ... 19.90
Ma NG ADAPTOR FOR
SCRAEENBEAT SPEAKERS ....ocoovviins 7

TECHNO SOUND TURBO SOUMND SAMPLER FOR
AMIGA INCLUDES LEAD FOR ATTACHMENT TD
WALKMANTDMECMAN. ....ommiz e d 900

TECHOPLUE MIDI CONNECTOR AND CABLES
FOR AMIGA WITH MUSIC X JUNIOR .. ...

DAATA SCAN PROD
HAND SCANMER
FOR AMIGA
119.89

2598

ZYDEC TRACEBALL
FOR AMIGA R 8T
7.0

Hi-FI LEAD - AMIGA TO STANDARD PHONO INPUT ...
POPULOUS/FALCON LEAD (NULL MODEM CABLE) ...
AF LEAD - AMIGA, 3T OR CONSOLE TO TELEWISION
AF SWITCH FOR AMIGA, 5T OR CONBOLE (SWITCH BETWEEN
TV AERIAL AND CMFIJTE’H WITHOUT Dl‘ECDNN!’CT'INGl

DUST COVER FOR MONITOR (CLEAR P¥C) . -

DELUXE DMSK BOX
38" (8), LOCKABLE,
DIVIDERS

10.88

Diabeette Box

dnNX;

BANX DISK BOX
.57 (b0) STACKABLE
1280

> R

DISK BOX 35" (10 CAPACITY) .........1.89

DISK BOX 35" (40 CAPACITY)
LOCKABLE, DIVIDERS ....... .88

DISK BOX 35" (B0 CAPAGITY)
3 LOCKABLE, DIWVIDERS . 609

{ DISK BOX 15" (100 CAPACH

¥ LOCKABLE, DIVIDERS ..... 888
1.57 DISK HEAD CLEANER 4.99
1.8" DS0DD GOLDSTAR DISK WITH LABEL ............ uap Each
PACK OF 50 GOLDSTAR 3.5” DSDD DMSKS WITH LABELS cmrseen DAL

3.5 DS/DD
DISK with LABEL

69p each or

+ CONTROLLER AND SUPER MARIO WORLD

NEW

FREE SECOND CONTROLLER, FREE STERED LEAD
FREE NINTENDO MARIO GAME & WATCH

FREE SPECIAL RESERYE MEMBERSHIP

FREE £5.00 REPLAY VOUCHER

sUPE E h SUPERR-TYPE .............. 3T
SUPER SOCCER 3780
P s i e e T SUPER TENNIS 3788

MORE GREAT GAMES EXPECTED iN AU

GUST

149.99 >

NEW AMIGA 600
KICK OFF 2 PACK

DELUXE PAINT 3, GAME DISK,
BLILT-IN TV MODULATOR,
1 MEG RAM EXPANDABLE TO
2 MEG, IN-HOME SERVICE.

399.99

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

AMIGA 600 HD ROGER RABBIT PACK

WITH INTERNAL 20 MEG HARD DRIVE, DELUXE PAINT 3, GAME DISK,
BUILT-IN TV MODULATOR, 1 MEG RAM, IN-HOME SERVICE,

FREE ROGER RABBIT DISNEY GAME. 49 9-99

FREE COMPETITION PRO JOYSTICK
HARDWARE PRICES INCLUDE VAT AND DELIVERY TO UK MAINLAND

FREE SPECIAL RESERVE MEMBERSHIP

WE -i'm..wr SUPPLY vtr.iﬁlLr-l EI' YOU CAN GRDER AS ¥OU JOM
| THeERE |8 A SURCHARGE OF 50p PER GAME ON TELEPHONED CROERS
: FLEASE PRIMT IN BLOCK CAPITALS)

. OMNE 21
PR Db e T e S T S
1 {

:.-l.uq_:rl,:r;:s i

1

I-

1

: = Posioods .
:Talaphann A Maching tpe o Sl
I

j Entar membarship numiber (if applicabss) or

| Mambershio £6.99 UK. £6 99 EEC. £10.99 World
r-“'—'"

]

i lbem

I

5
|_|_l;f'1'|

: i

|
}A.LL PRICES INCLUDE UK POSTAGE & VAT IZI

Cheque® O iAccessMastercandSwitchVisa  Swilch lssua MNo
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Cradil cand
=a!|:n ry date Signatue

:Cnaquas payavie 1o SPECIAL RESERVE
1 P.O. BOX 847, HARLOW, CM21 9PH

Oversens Orders: EEC soltware ordirs - no @xira charge
Workd software ordess please add E1,00 per ilam.
Men-sofware items please add 10°% EEC or 25% World
Overseas orders must be pald by credit card.
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RED ZONE

Old Psygnosis have been a bit quiet
of late. Working away on their top
CD-ROM projects, | expect. Anyway,
that's about to change with the
imminent release of the game that
looks like it could well be the motor-
biking fans equivalent to Micro-
Prose’s Formula One Grand Prix
{which should please Editor Jim no
end because he's a biking nut and
can't ride his Kawasaki ZZR600 at the
moment ‘cos he dropped it - the oaf).
Programmed by Dan Gallagher (of
Voyager and Infestation fame), the
game promises to have lots of love-
ly features, including ten highly-
detailed international tracks, a
full racing season competing
against intelligent computer-

B R G L0 e
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controlled opposition, multiple *out
of cockpit’ view and action replays
from a helicopter ‘eye in the 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 than it
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 one complete course!
Although there are no other riders
around (you'll have to buy the game
for them!) there's plenty of fun to be
had competing with your mates for
the best laptime. 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 controlled
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 3D demo, click
with either mouse button to get on
with the biking.

Moving the mouse left and right
steers the bike in the appropriate
direction. Accelerate using the right
mouse button and brake using the
left mouse button. Easy, eh? Use the
following keys for some other inter-
esting effects:

F1-F4
Switches between front, rear, left
and right views.

ECTOR!
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F6 Toggles the course map on or off.
F7 Toggles a steering guide on or off.
F8 Repositions your bike back on the
track after a crash.

FdToggles between NTSC and PAL
screen modes.

Cursor keys

Positions your bike on the track when
stationary.

The demo ends when your dam-
age meter (in the bottom-left corner
of the cockpit ) reaches 100%. Pulling
into the pits (situated near the
course's starting grid) will repair any
damage and prolong the fun. If you
get 75% damage or greater then be
careful because your bike will get less
responsive; the steering will go, the
brakes’ll become less effective and so
on.
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COVERDISKS

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.

N D nlICy
U E“é 19 \

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
hetween the game loading and it
actually running. If so0, don’t worry
- the program’s just decompacting.

Note that you cannot view the

Golfing Greats from the menu. Go
get a copy of MicroProse Golf 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 digk icon to load and view it. There. Wasn't
too hard, was it? If 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 Mational 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

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 sits poor King Rudolph,
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 if 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 tumbling
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 card characters can be
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 it 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

o F e K ‘W
T

4% o s
-
10 SECOHDS LEF'I

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 the joystick to move King
Rudolph about the screen and hit
FIRE to lob a card in the direction
you're travelling. If you stand still
and hold down FIRE then you'll lob
cards endlessly and also be able to
direct them without moving 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.

LOVE CHASET
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Due to David being hopeless, you'll notice
that Hollywood Trivia appears on Disk A
I and NOT Disk B as indicated by the labels.

DISKS

Sorry. Sorry. Sorry. We're so sorry you wouldn't believe it. It won't
happen again. Promise

b FOR

BOOT

Store: 169, bix

HOLLYWOOD
TRIVIA

Hooray for Hollywood! That famous
factory of dreams, where a humble
waitress can become a film star
overnight, has been the source of
inspiration for million of games. And
here's another one to add to the list!
As you might have guessed from the
cunning title, it's a trivia game boast-
ing four-hundred questions based
around eight topics, including Indy
Jones, Star Wars, 5tar Trek and The
Hitchhiker's Guide. As you answer
the guestions correctly a digitised
piccy slowly forms on-screen. At last
find out just how pathetic your life
really is! Take Dave, for 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 choice is highlighted then
release the right mouse button.

Questions will appear at the bot-
tom of the screen, along with four
possible answers. Click with the left
mouse button on the box next to the
answer you think is correct. If you're
right another piece of a digitised pic-
ture will appear. Can you get all the
guestions right and see the 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 will be crossed out. If
you get really, really stuck you can
even cheat by getting the computer
to show you the answer by choosing
SHOW ANSWER from the CONTROL
menu. But you'd never do that,
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. 5o, the guestion 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 Fairlie
from Burnt island in Fife! Con-
gratulations to Andrew and also

to Philip Monaghan from Kilwinning
in Ayrshire, Brian Sullivan from New-
port in Gwent, and James Dowan
from Weymouth in Dorset who also
sent in some very nice shots. All the
winners from the last four months
will be contacted soon regarding the
MicroProse Golf Tournament and you
can read about what happens in a
future issue of The One.
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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 Tronic Jetbike. Each player
has a limited number of bikes and
the first to run out of them loses.

MNow | know that it doesn’'t sound
that brilliant but, believe me, it's
one of the most addictive and pure-
ly competitive games known.
There's plenty of opportunity for
dirty tricks and psyching out your
opponent and the feeling of sheer
evil glee you get when you box
someone in and force them to
smash into a wall is unsurpassable!
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 F1 to get into
the game. Now all you need is a joy-
stick to mowve around with. Oh, and
another player, of course.
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* Compatible with 1Mb machines only

BATTLEMENTS _ |

TCORET W
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Now I'll be honest. Battlements looks
as ugly as its hero, the gruesome
Quasimodo. But, as we all know,
looks aren't everything (ask Dawve)
and in Battlements’ case this espe-

cially true. The plot runs thus: Quasi-
modo must run and leap his way
across Notre Dame Cathedral's castel-
lated walls, dodging all 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 with ever-increasing prob-
lems. Get going, Quasi!

INSTRUCTIONS

On the title 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 option turned ‘off’
until 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 hit 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

Dragon Tiles is a very slick Shanghai
variant and, with its attractively-
drawn tiles and calm-inducing blue
colour scheme, it's also one of the
prettiest versions of this classic game

e 2BLE
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that | know. Dragon Tiles is one of
those games that, as the cliché goes,
takes a moment to learn and a life-
time to master.

The screen is filled with stacks of
tiles, each with a variety of designs
on them. The aim is to clear the

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 tile 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 retumn to the title screen. There are
loads of different tile patterns to try
out - can you do them all?

Ships A

Score

332
332

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 1Mb machines only

Your mission: destroy all the rotat-
ing cog-like things. At first this is
none too difficult as they just fleat in
space doing zero, but later on they
drop little landmines and later still
mutate into lightning-fast, missile-
firing spoke creatures. | know this
doesn't sound very clear but play the
game and you'll see what | 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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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, with Konami's Batman
Return and Acclaim’s Alien 3 also
jockeying for position.

The movie, which broke box-
office records when it opened in the
LIS recently, sees top LA cops Martin
Riggs (Mel Gibson) and Roger Mur-
taugh (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 an entire office block is
destroyed) and top fighting action
will doubtless make ideal material
for the game.

The Amiga version is already in

Gibson and Glover are back kicking ass in Lethal Weapon 3 -
Ocean's shot at the Christmas Number One this year. Judging by the
screenshots, it looks as though the Mancunian marvels will once

again be gambling on the Hudson Hawk/Addams Family approach.

T R ST RS, TR R

production, and looking fine as
these first exclusive screenshots illus-
trate. We hear it's going to 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 to 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
5000,

THE AMIGA IS
DEAD! LONG LIVE
THE AMIGA!

Yes, 1t's true. It was revealed this
month that Commodore intends to
slowly kill off its most popular
machine - the Amiga 500 Plus. The
move is intended to be part of the
Big C's master plan for consolidating
the new, super-sleek AB0D as the
next stage in the machine’s evolu-
tion. It's estimated that by the end
of the year A500s will no longer be

available (rumour has it that pro-

duction on the model has

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 AS00
owners. Commodere is far too smart
to dump on you, and will doubtless
be ensuring that all future Amiga
products continue to be compatible
with the older models. And, of
course, anybody wanting to buy an
Amiga should be able to pick up an
AS00P at some excellent discount

L

I

Come 1993, Commodaore’s controversial AB00 could well be the only low-end
Amiga that money can buy.

stock-clearance prices they're
already being touted at £299 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...

B
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GET SPORTY

on Olympic fever.

Phew, what a scorcher. With the
weather as surprisingly hot as it is,
and with 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 to cash in on the Summer

The all-time Epyx classic Summer Games
- making it's Amiga debut next month.

sports madness that's set to sweep
the nation.

Ocean's effart, which is by far the
most obviously Olympics-inspired of
the two, is provisionally entitled
Espagna 92 (see what we mean?),
although it's unclear whether the
game is indeed the official Barcelona
tie-in. According to David Upchurch,
who was granted a sneak preview
earlier this month, it's got "tons of
events”. We are not talking a piffling
six or eight - there are literally
dozens, almost every one featured in
the real Olympics! As in Psygnosis’
Carl Lewis game (WIPped this
month), Espagna 92 also features a
full management aspect, where the
player must train up his squad of ath-
letes prior to competition. It's due
out “soon”.

The US Gold game is called
MegaSports and, like Espagna 92, has

4

Two-player action in Summer Games Il -
in this case, a trip to the velodrome.

FOR SUMMER

Mo pain ne gain - get ready 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, includ-
ing skiing, BMX racing track-and-
field, shooting, rowing, cycling, div-
ing, gymnastics... the list is impressive
to say the least. Whether or not qual-
ity has been sacfified for quality
remains to be seen, but the game’s
got one very strong point in its
favour - included as part of the pack-
age are the never-before-released
Amiga versions of the Epyx sporting
classics Summer Games | and II!

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

e i p
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...Fans of the mega-successful

Capcom coin-op Streetfighter 2
will be well chuffed to hear that

..Meanwhile, Delphine Software’s
adventure-based interpretation of
The Godfather movie 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 s
enough for you? Well,
to our sources, Lucasfilm Games

y not

...0h, and while we're on the sub-
ject of Lucasfilm, the top Californi-
an developers have, as of this
month, changed their name to
LucasArts Games. 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 the X-Wing
fighter, currently being developed
for the PC and "probably” making it
to the Amiga sometime after...

.-.Palace Software releases two
SUPER games this Autumn -
namely Super Barbarian and
Super Cauldron. Super Barbar-
ian, being the follow-up to Bar-
barian and Barbarian I, is cur-
rently being written in-house,
while Super Cauldron, the
spooky follow-up to Cauldron 1
and 2 (neither of which ever
appeared on Amiga) is in the
capable hands of Titus in
France... }

...Alternative Software has picked
up the licence to the "hit” Hulk
Hogan movie Suburban Cemmando,
recently released on video. It's due
to appear later this year on the com-
pany's new Admiral label...

> > >
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NEWS

The Nintendo mega-seller Battletoads - coming very soon to

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. Battletoads are, appa rently,
the coolest thing since the Turtles (remember them?),
consisting of three super-hard toad-like mutant warriors

called Zit, Rash and Pim-
ple. Their mission - to
save the galaxy from
another lot of horrible
mutants bent on cosmic
domination

Yes, well, it doesn't
exactly sound thrilling so
far, but wait until we tell
you that the game has
been an absolutely HUGE
hit on the Nintendo, and
that it's been written by
Rare Ltd - the people
who used to be leg
endary game wizards
Ultimate, Sounds a bit
more interesting now,
eh?

The game, as is typica
for a product originated
on console, is a multi
level arcade blast that

takes the Toads through various different sub-games

beat'em-up, platform, racing, shoot'em-up

in Battletoads. The Amiga licence has been picked up by
Mindscape, who intend to spruce the game up consid
erably (the Nintende is only equivalent to a crusty old
C64) before releasing it - a rough date has yet to be con

firmed. No screenshots as yet, as the conversion's yet
to be started upon. Rest assured, when they exist,

you'll see them

Every month, The One's prestigious
team of game experts put their heads
together and after the unpleasant
clonking noise they decide what are
the finest games to have appeared
over the last few months. The result
is an invaluable guide to the very best
of software currently available to
buy...

.

SENSIBLE SOCCER (Renegade)

Irrefutably, THE best football game the Amiga
has ever seen, combining mind-blowing playa-
bility with a level of detail and authenticity
that will keep even the maost die-hard soccer
freak happy for manths. 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. 93%

THE ADDAMS FAMILY (Ocean)
After Ocean’s rather poor performance on the
licence front over the last year, no-one could
have expected this, one of the finest platform
games the machine's seen in a long, long
time. Thankfully, the programmers have
almost completely discarded about the shod-
dy tie-in material and simply produced a

superb Mario-style platformer with the play-
er, as Gomez, leaping around the Addams
mansion and grounds in search of his kid-
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 know. 9%

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 to be seen. But in the meantime
Core's supercar simulator will do nicely thank
you, offering arcade race action that beats
Lotus 2 hands down, while offering a pletho-
ra of extras including a skillful track designer
and car modification sections. Suitably impres-
sive in its scale, Jaguar is definitely the best
value racer we can think of, and one of the
nicest looking too. Fans of the genre who

haven't already bought it definitely should.
85%

DUNE (Virgin Games)

An impressive hybrid of new-age adventure
and strategy game, Dune is an object lesson
in how atmosphere can work wonders.
Superb graphics and music capture the feel
of the book and film, and there's plenty of
things to explore and discover. The adventure
aspect is ultimately 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 guestion, but there's enough
here to make Dune worth its rather over-the-
odds asking price. 0%




FIRE AND ICE (Renegade)

To be honest, we prefer The Addams Family
to this on the platform front - it's simply more
immediate and less complicated. But that
doesn't stop Andrew Braybrook's latest from
being an exemplary example of what modern-
day platform gaming is really all about, to the
point of teaching those silly little console
games a thing or two. It's cute, it's jolly, it's
huge and it's an awfullot of fun - although
many readers have written in to complain it's
too hard. What's wrong with you people?
92%

PENGUIN/

GALLUP

FULL PRICE TOP 40 19 13
1 NE EPIC (Ocean) 20 RE
2 NE THE MANAGER (US Gold)

3 1 JOHN MADDEMN AMERICAN 21 28
FOOTBALL (Electronic Arts)

4 25 EYE OF THE BEHOLDER 2 22 18
(Us Gold) 23 NE

5 2 PROJECT-X (Team 17)

B NE JOHN BARMES EUROPEAN 24 NE
FOOTBALL (Krisalis) 25 14

7 4 FORMULA OME GRAND
PRIX (Microprose) 26 8

B8 NE DIZZY'S EXCELLENT 21 23
ADVENTURES 28 16
{Codemasters) 29 9

9 3 SPACE CRUSADE (Gremlin)

10 11 IMMY WHITE'S WHIRL 30 12
WIND SNOOKER (Virgin) 31 RE

11 27 S5IM ANT {Ocean)

12 10 PINBALL DREAMS 32 NE
(215t Century)

13 & SPECIAL FORCES (Micro 33 RE
prose)

14 15 BIRDS OF PREY 34 33
(Electronic Arts) 35 NE

15 5 BLACK CRYPT
(Electronic Arts) 36 19

16 NE EASY AMOS (Europress) 37 22

17 NE COVERT ACTION i8 24
{Microprose)

18 7 WWF WRESTLEMANIA 39 3%

{Ocean) 40 21

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 from Megatron), Project-X is
shoot'em-up excellence personified. Six levels
of gorgeous-looking graphics, exqguisite 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%

... new company called Evangelsoft has made
itself known this month. It aims to produce reli-
giously-enlightening games software, would
you believe. Among the first titles to appear
will be a Boulderdash-inspired arcade games
called King Solomon's Mines, along with an
educational product based around the history
of the holy land. Wonders will never cease...

Disney's own Amiga interpretation of its almost-
blockbusting action movie The Rocketeer is due to hit
the shelves this September, along with an adventure
based around the equally "amazing” Dick Tracy.
Proper previews to follow...

..Even though it's completely finished, the
release of Sensible Software’'s excellent Wizkid
(92% last month) has been put back until
August. Ocean says it's simply because its
release schedule is already bursting at the
seams, and they simply haven't got a slot for it
until then...

Month Ending 23rd May 1992

PACIFIC ISLANDS (Empire)
CENTURION

BUDGET TOP 20
11 FIRST DIVISION MANAGER

(The Hit Squad)
19 20 LITTLE PUFF {Codemasters)

(Electronic Arts) (Codemasters) 20 NE QUATTRO FIGHTERS
OH NO! MORE LEMMINGS 2 2 RAINBOW ISLANDS (Codemasters)
(Psygnosis) (The Hit Squad)

HARLEQUIN (Gremlin) 3 3 F-16 COMBAT PILOT

JAGUAR XJ220 (Action Sixteen) THIS TIME LAST
{Core Design) 4 6 JAMES POND (GBH)

VROOM (UhiSoft) 5 9 MANCHESTER UNITED YEAR [.llll, m}

PGA TOU GOLF PLUS (GEH) 1 EYE OF THE BEHOLDER
(Electronic Arts) 6 NE MAGIC LAND DIZZY (Us Gold)

ROBOCOD (Millennium) (Codemasters) 2 THE SECRET OF MONKEY
HEIMDALL (Core Design) 7 4 SCOOBY-DOO AND ISLAND (US Gold)

A320 AIRBUS (Thalion) SCRAPPY-DOO (Hi-Tec) 3 ARMOUR-GEDDON {Psygnosis)
POPULOUS Il 8 NE TURRICAN Il (Kixx) 4 FANTASY WORLD DIZZY
{Electronic Arts) 9 3 LOTUS ESPRIT TURBO (Codemasters)

AWARD WINNERS (Empire) CHALLENGE (GEH) 5 DEFENDER OF THE CROWN
BARD'S TALE 3 10 12 THE NEW ZEALAND STORY (Mirror Image)

(Electronic Arts) {The Hit Squad) & GODS (Renegade)

THE BITMAP BROTHERS 11 13 FANTASY WORLD DIZZY 7 MIAMI CHASE (Codemasters)
VOLUME 1 (Renegade) {Codemasters) 8 PGA TOUR GOLF

MICROPROSE GOLF 12 7 GOLDEN AXE (Tronix) (Electronic Arts)

{Microprose) 13 8 WACKY RACES (Hi-Tec) 9 HERO QUEST (Gremlin)
LEANDER (Psygnosis) 14 19 ROBOCOP (The Hit Squad) 10 NORTH AND SOUTH

MEGA LO MANIA/FIRST 15 10 WORLD CRICKET {Action Sixteen)

SAMURAI (UbiSoft) (Zeppelin)

ALIEN BREED (Team 17) 16 25 GRAEME SOUNESS SOCCER The One’s monthly Amiga
AGONY (Psygnosis) MANAGER (Zeppelin) charts are provided by the
ANOTHER WORLD 17 NE TRI-STAR SPORTS lovely people at Gallupand
(US Gold) (Soundware) Penguin biscuits (mm-mm).
PARASOL STARS (Ocean) 18 15 OPERATION They are the copright of
ROBOCOP 3 (Ocean) THUNDERBOLT McVitites. R e,
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SRS .

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 time to write in - keep up the good
work!. If it's a comment or opinion on the Amiga scene, how-
ever, then we definitely want 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.

COVER STORY

Dear The One,

| am writing 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 it. Compare this with the
artwork on your latest magazines,
three or four small images on a white
background, and | know which |
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 Ollie 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
Newsfield'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"?

Howewer, it's 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!

DISK-USTING?

Dear The One,

Yes | 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 Amiga/5T/PC magazines are concerned. We've had them for a while
and it's about time for a bit of rethink. | seem to remember that when
caverdisks 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, | know about product placement and catching the customer's eye.
And yes, | appreciate that a lot of work goes into actually
compiling/producing it and yes, occasionally what's on it is interesting and
occasionally | 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, | only buy one magazine a month now - usually The One as it's

the best for game review presentation. But at £3.50 a shot, | think I'd rather

go and buy a book instead. Should the price come down to say, £2.50 and
no coverdisk, | may reconsider,

After The One's remould | expected great things. | 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 | wanted was
to pay for adverts I'd buy WHAT HI-FI?

i Mark Brown,
Nuneaton,
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
take a big risk with demos. Unlike an advert, a demo can't help but give a
fairly honest indication of what the full game will be like. If a reader
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, and
we did a few sums and worked out that for software houses fo 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
propasition, Is it?
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VAS IS DAS?

Dear The One,

While looking through your TOTALLY
SPONDITIOUS mag last month | saw
an article on the new Amiga A600. It
locks really great but | saw one small
problem... Why have Commodore
tried to change the keyboard? For
instance the ¥ key and the Z key have
totally changed places - now the Z 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 ¥ button and it
came out as a Z. | mean what is
happening, is it contagious or is it an
amazing coincidence? Please please
please could you print this letter
because | do not know why they have
done this.

Simon 'I'll'l‘lrli.

Old Wolverton, Milton Keynes,
Calm down, don't get in a tizz. 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 - the 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. |'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 M3$4.50 to £1, an average
Amiga shoot-"em-up costs in excess

—
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Software 2000's
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.

| year, 3 year or unlimited game.

lights of your team in action.

@ Up to 4 players can take parf simultaneously.
@ Select your favourite feam and choose from a

@ 3D animation sequences let you walch high-

@ Manage your money as well as your team: -

upgrade your stadium fo encourage better spectator
aftendance - earn exfra revenue by seffing up a
sponsorship deal - wheel and deal on the fransfer

market fo improve your feam.

Up to 4 players can take part - choose your teams
from the top 3 current league divisions,

&

Available on:

THE MANAGER Atari ST,
e R Amiga & PC
Lim- (VGA only).
g

It's match day! Liverpool have just scored against

Coventry in the 59%h minute.,

o =

MANAGER

|

The main menu - click on icons to select the
various ophons

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

i 1992 Software 2000. All ri
Marketed and distributed un
Softwa

re 2000 by

blll:::.n‘;r:::m Upgrade your stadium by installing covered seafing.

U.5. Gold Limited.

BUT IT'S TOUGHER AT THE BOTTOM

Soreen |hnt:‘:unlfinmrdﬂ1lbeillmruﬁw of the gameplay ond no rrr-q:;m:
grophics whidh ma considerably betwesn diflerens formats in quably
oppearonce and nnl;‘:ﬁ?.d o the coerpeter's ypecificotions.

LEGEND OF DARKMOON |EYE OF THE BEHOLDER 1) = SHADOW SORCERER
TEL: OBJ9 654 129
HILLSFAR * DRAGONS OF FLAME + HERDES OF THE LANCE
TEL: 089 443 025
; \ CURSE OF THE ATURE BOMNDS + POOL OF RADIANCE
SHantas » CHAMPIONS OF KRYNN TEL: 0891 442 026

BUCK ROGERS » SECRET OF THE SILVER BLADES + EYE OF THE BEHOLDER
TEL: 0891 442 030

(=)

T e T

NEED HELP? CALL THE

GOLD PHONE

HINTS & TIPS LINE

Holford, Birmingham B&6 7AX. Tel: 021 625 33

U.5. Gold Ltd., Units 2/3 Holford Wgz,

OPERATION STEALTH + ANOTHER WORLD + CRUNSE FOR A CORPSE

TEL: 0829 654 184

LUCASFILM HELPLIME + LE CHUCKS REVEMGE (MONKEY ISLAND 2)
+ |NDUAMA JOMES » TAK MCKRACKEN + MANLAC MANSION +
LOOM + SECRET OF MOMKEY [SLAND » BATTLE OF BRITAIN

TEL: 083D 654133

INFORMATION LINE:
0839-654124

Service provided by U.5. GOLD LTD., UNITS 2/3, HOLFORD WAY, HOLFORD, BIRMINGHAM B&6 TAX.
i you ore under 18 please get permission bo use the telephone. Calls cost Jbp per minute cheap rote, 4Bp par minute ol other Fmes.
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of M$100. 100 dollars! An average
working guy or gal earns $600 - $700
a month. Need | 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. |
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

withheld 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 fail 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 almast 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

Deaar Jim,
On some of the recent games, such
as Titus the Fox, Harlequin, Fire & lce,
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 lce. Am |
getting old or what? | just can’t get
used to this new genre of games.
Sorry to say this, but | am a 90%
reader of CUU Amiga magazine and a
10% reader of The One, but all that is
hopefully going to change. The
reasons are because | 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 £40 and™

Sculpt 4D Ir worth £120. 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. | know
you've just started on the Amiga on
The One, so make a good start,
Kevin Grealey,
West Croydon,
Surrey.
| believe the trendy new
phenomenon you seem to be having
50 much trouble with of late is called
inertia. Yes, us crusty olfd 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 -
50 you Nl 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.
Unfartunately 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 3DFractalScape 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 mag. It's definitely my
favourite. But - and there always is a
but with these things, don't you find?
- | 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-up! 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

Big 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 fit the brief, mail us an application at the address
shown. We're waiting to hear from you!

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

produce original 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
travelling 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.

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!1!
| 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
warth 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. Floor 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
Breed's 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.

-

Please mark your samples/CVs/letter etc for the appropriate position and send them to:

The One ®
Priory Court

30-32 Farringdon Lane
London

ECIR 3AU
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lease calm down. Can we get
Pune 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
lones 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 trip 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 Memory) is just
another means of storing informa-
tion, in 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 in the 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? One hundred floppies
worth? Nowhere near, mate - a CD
can store data equivalent to around

700 hundred floppy disks! That's
roughly 600Mb of storage space!

You could fill a CD with over TEN -

HOURS waorth of 32-colour Amiga

animations! e l
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 - - 2.
order of seconds. Say the drive i ATter years of hype, it looks as though Amiga owners are
looking for some sound data to go

with a big explosion graphic its just @t last! - going to be able to dip their metaphorical toes

pulled in. There can be a noticeable

lag between the explosion appearing IMt0 the bizarre world of Multimedia and Hypergames with

and it being heard. & = - -
Then there's the slow data trans- th€@ imminent release of the A570 CD-ROM drive. But is

fer rate. A CD-ROM drive can only = -
read about 120K per second. Now, GOMMmodore's state-of-the-art peripheral a Complete Dis-

given that a 32-colour Amiga screen iy
takes up 40K, it doesn't take 2 aster or a Computer-owner’s Delight? We got hold of the

degree in advanced mathematics to ¥
work out that the chances of pulling tl'lll'lg and found out...

3 a0 N
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in the 25 screens per second you
need for a convincing animation are
smaller than an atom's arse. As a
compromise, you'll notice that if CD-
based program does feature any ani-
mations then they tend to be
restricted to a small area of the
screen.

That said, various companies are
working on hardware to decompact
data in real time so that full-screen
animation 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 time being
the dream of playing a interactive
movie, at least on a full TV screen,
look like remaining that - a dream.

Having explained both the poten-
tial and the limitations of current
state-of-the-art CD-ROM technology,
let's take a look at Commodore's
AS570.

COMMODORE'S TECHNO BABY
Commodore’s A570 CD-ROM drive is
a surprisingly hefty slab of beige
plastic (though not, sadly, the same
beige at the A500) measuring rough-
ly 24cm x 18cm x 6cm big. The front
of the unit is dominated by the gap-
ing CD slot with a sturdy eject but-
ton near by. Below this slot and to
the right are two Power and Drive
LEDs. To the left of them is a head-
phone jack socket with a volume
dial, so that you can listen to a CD
without disturbing the neighbours.
At the rear of the unit are stereo
Audio In and Audio Out phono sock-
ets and a familiar-locking square
power socket. Yes, that's right -
you're now going to have to

e A Ll o .

contend with not one but two ugly
great power supply slabs! There's a
mysterious metal plate which
appears to be concealing some sort
of port, presumably intended for
future expansion possibilities.

The drive connects to the Amiga

via the expansion port on the left-
hand side of the computer. The
review machines feature no through-
port 50 once you've hooked up the
AS70 then that’s it, no more expan-
sion. However, bowing to public
opinion and sheer common sense,
Commodore have announced that
the retail machines WILL have a
through-port, avoiding the hassle of
having to remove your other periph-
erals every time you want to use the
CD drive!
Some weords 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
with A500s running Workbench 1.3
will need to modify their Amigas
slightly. Amigas with Workbench 1.2
or less are totally incompatible and
will require a complete chip
upgrade. Sorry. And if you've got an
A600, forget it because your
machine doesn't even have an
expansion slot (though don't be sur-
prised to see an 'A670° in the near
future).

POWER EXTREME!

Powering up the Amiga with the
A570 connected is a little startling -
your Amiga’'s been possessed!
Instead of the normal disk prompt,
you're presented with a static CDTV
logo. Although the AS70 takes con-
trol of the operating system, if you
want to use ordinary floppies then

- STARS ON 45

Here are a few examples of the
software you can run on the
A570...

TRIVIAL PURSUIT

A excollent example of what the power of GO
can do. Plays like the classic boardgame,
but with 2,000 brand new guestons based
sround digitised pictures and CO-guality
music stored on 2 (1) CDs. ANl the questions
are actually spoken by varying historical fig-
ures depending on the category, so Science
and Nature querries are asked by Abert Fin-
stein, Art and Literature quezries by William
Shakespears, elc. Great funl

NENON 2

The famous Amiga shooi-'em-up blasts onto
CD. The game has identical praphics and
pameplay but now boasts a cheice of 12
mugical CD soundiracks from artists ke
Bomh The Bass, Betty Boo and Baby Ford.
in addition there's a ‘data Mie' on sach
artist, complete with digitised pictures and
tiographies,

JAPAN WORLD

An interactive educational exploration of
Jaganese culture and society, packed with
digitised piccies, sampled CD sound and
information. f it's in Japan, it's on this discl

First demo'd on GOTV, this preat animation
from Psypnosis shows just what CD-ROM
can be made to do. But is there a game In
there? Microcosm, coming soon, will teil...

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 firmly 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. After that the CD's oper-
ation is smooth and silent - no disk-
swapping or hard-drive chuntering
at all. It's all very pleasant.

THE SECRET OF ITS SUCCESS

Like any new computer or peripher-
al, the success of the A570 depends
on the support it gets from the soft-
ware companies. The more exciting
the games available for the A570,
the more people will be happy to
part with the cash for it. But, in yet
another classic software example of
the ‘Chicken and the Eag’ syndrome
(the history of the computer market
is littered with "em), the AS70 is
unlikely to get much support until
it's in sufficient homes to warrant
the expense of developing on CD.

And it is expensive. It's not easy
finding stuff to adequately fill
600Mb. It's likely that the Amiga CD-
ROM market will parallel what's hap-
pening in the IBM PC's, with compa-
nies testing the water by releasing
old games with enhanced CD sound-
tracks or in multi-game bundles with
the occasional 'CD showcase' soft-
ware appearing from time to time to
keep the buzz going and show off
what the medium is capable off. Big,
disk-heavy games like Monkey Island
2 or Willy Beamish are obvious can-
didates for immediate porting onto
CD. It's a shame that the CDTV 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 growth of the 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 will keep
the bulk of the data platform ‘non-
specific’ so that it can be ported
across to as many CD-ROM formats
as possible - including, hopefully, the
A570's,

Personally | hope the A570 does
well. It's a good-locking machine
and it deserving of success. At an
anticipated RRP of £299, 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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ne of the many benefits of
programming games for a
living is that it isn't what

you'd describe as a "regular job”.
Unlike working in a factory or some-
thing, it's rare that you'll ever do the
same sort thing two 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. Mow, however, as the chief
coder and mouthpiece for Magnetic
Fields, nears the end of his work on
Gremlin's third sprite-driven race
game based on cars from 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 determination to make
Lotus 3 their final foray into the race

genre, at least for some time, it's
looking like a fine way to sign off
“We've only just seen the finished
version of Jaguar,” says Shaun of
Core's undeniably excellent racer
when asked about its potential to
steal Lotus’ thunder. “We saw a
demo about a month ago - and it
does look good. To my mind, it was
only going to be a matter of time
before someone produced a game
to rival Lotus.”

There seems to be a definite air of
confidence in Shaun's veice. Didn‘t
it bother him when Jaguar came out
with a very similar features list to
that being promised for Lotus 37
“We can't complain about being
very similar - it only goes to show
that we did things right the first
time round. The original brief for
Lotus was to make a game like/as
good as/ better than Pitstop 2 on the
Chd.

“Apart from the tactical side of
Jaguar, which we would have never
considered including and the track
editor, which we’ll talk about later,
there’s nothing in the game that
we haven't done before. The

L. -
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LOTUS 3

THE FINAL CHALLENGE

“How much more can be done with a sprite-driven race game?2”
wonders Jim Douglas. Not much after this, reckon the boys at

Magnetic Fields.

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

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

allowing them back on the track too
easily after a crash when the first
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.

“¥ou're talking about two differ-
ent games there. We got a little crit-
icism for changing the style of the
game from circuits with pitstops to
stages, but | suspect we would have
received a lot more if we had just
kept everything the same but with
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 to be more
lenient, so that a crash wouldn't
affect your time too much. That way
you could be pushed more and more
with the time limit, crossing the
checkpoints with just a few seconds
to spare.”

*2* received criticism for not offering
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.




making tracks

Dpting to avoid the obvious “Skalextric” appreach to course
design, Shaun and the fellas at Magnetic Fields have created a
truly crazy and yet easy to use course designer, offering the
user a surprising amount of control over the way the final
course drives, without actually having to bend and shape each
corner,

It works via a series of sliding bars, each affecting a par-
ticular feature of the course. The difficulty has nothing to do
with the actual shape of the course, but affects how fast the
computerised drivers are and the time limit allowed to complete
a stage or lap. Some of the hest courses are not particutarly
hilly or bendy, but have such tight time limits that the players
are forced to drive on the limit all the time.

The Curves bar rating simply governs the number of bends,
while the Sharpness dictates how, um, sharp they are.

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

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

etc) and how ordered their appearance is.
Obstacies 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.

Course designing is as much of a skill as playing the game. in the same

way that it's always tempting to just see how fast you can go in a race game

IN PROGRESS

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 swift. 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. In short, we've
tried to offer the player the best of
both worlds, and more!”

50, 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 with
unpleasant crosswinds, a danger fur-

before calming down and then getting
the most from it, it's tempting to put
in loads of really steep bends and hills
and curves and rain and obstacies, only
to realise that such courses are large-
Iy um-driveable. The trick is to use each
feature in moderation.

But the real beauty of the system is
that every simgle course can he
summed up into a 9 digit, 2 number

password, entirely negating the need
for any disk access.

—CODE
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Phew! Scaling eh? The amount of
roadside objects actually seen during
play can be altered on the options
screen. Players seeking the maximum
speed can do away with nice trees
scenery for a faster frame-rate.

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 their
shiny new cars in this outing? Unfor-
tunately not. “MNo, sorry. The same
rules about not being able to smash
up Lotuses apply here. The only
smashed Elan you'll be seeing is if
they let me in another one!"

Unlike the upstart Jaguar's policy
of allowing the player to face off his
¥1220 with other hot roadsters like
Porsches and Ferraris, the Lotus
games have remained consistently
aloof, placing the player in a world
where the roads are entirely popu-
lated by other Esprit and Elan
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 the Esprit would

f.
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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 tco, and will 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-
neljput down a river/move a tree left
ete. 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 to 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 with the tracks
meeting up, saving to disk. The
problems this would present for the
casual user just made it unwork-
able.”

“Finally, we settled on the sliders
idea. A set describing the aspects of
the course from 0 to 100% come up
on the screen.” (See Making Tracks)
Along with the icon toggling
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

IN PROGR
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(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 JIMDOUGLAS yields a

o drivers to enjoy.

Off 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

ARCADE -
SIMGLE TRACH !a
L7
HITORHHAY COURSE
RUN_LE HGTH 1 610K
CODE JINDOUGLA-S3

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 machinas.”

Impressive stuff indeed. Mow,
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 5T are pretty well pushed to
their limit now, | think. We'll have to
see..."

PUBLISHER: Gremlin

DEVELOPERS: Magnetic Fields

INITIATED: Late 1991
RELEASE DATE: August 1992

PROJECT: Lotus 3 - The Final Challenge

(Above)

Just look at the graphic equalizer on that. An even
finer stereo system graces the third Lotus game,
offering the player the chance to select a fine audio
accompanyment for his driving. '

(Left) ; ;

That Lotus logo in full. Hmm....

r

super arcade motorway track for
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ome games sell computers. Some games
are so incredible that the bedazzled,
glassy-eyed punter will happily stump up
the cash on the spot simply for the privi-
lege of having 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, for example. It 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 traditionally staid PC mar-
ket. It was an epic 3D space war simulation, the
last sort of game expected from a company for-
merly famous for its hack n' slash RPGs. The game
was Wing Commander. The company was Qrigin.

*
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If you'se unfamiliar with Wing Commander
{unlikely) then - to fill you in briefly - it's an epic
space extravaganza which casts the player as one
of Earth's heroic starpilots battling the savage
feline Kilrathi. The player takes part in a series of
missions linked by superbly-animated ‘plot
sequences’ detailing everyday life aboard the play-
er's base ship. Each action-packed mission takes
place in a realistic 3D environment where the
spaceships are depicted using detailed ray-traced
models and a sweeping musical score alters
tempo and pitch according to the on-screen
action. While loathe to resort to such an oft-used
cliche, 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. Shifting complex ray-traced bitmapped
images about the screen AND rotating and scal-
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Wing Commander converter Nick Pelling

ing them in real time 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 getting the game to work at
anything approaching its best were minimal.

CONVERSION DIVERSION

Maturally, then, when Mindscape announced that
they were planning to convert the game onto the
Amiga you could hear the PC fans laughing from
here to Neptune. But it looks like the last laugh
could well be on them, if these first EXCLUSIVE
pictures from the Amiga conversion are anything
to go by.

It's mainly the work of veteran coder Nick
Pelling, with additional contributions from Justin
Garvanovic. Nick's been around for quite a while,
first hitting the computer games scene under the
mysterious pseudonym 'Orlando’ with the leg-
endary Frak!, a classic platform romp on the BBC
computer which starred a yoyo-wielding caveman
il kid you not) whose dying cry formed the game's
title. 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.

Mot that Nick's been idle, though. “I haven't
really done that much work on 16-bit,” admits
Nick, "but | have been doing a lot of experi-
menting. I've spent a lot of time exploring
rotating 30 cubés and texture mapping and

D NI M
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all about wing commander...

WING COMMANDER: THE HISTORY
Wing Commander is the brainchild of Chris Roberts, a 24-year-old programmer who, although born in America,
spent most of his formative years in Manchester. Around 1983 he had his first game published - Wizadore, a runny-
jumpy arcade adventure - on the BBC computer. This was followed by Stryker's Run, another arcade adventure
for the BBC.

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

Partially influenced by LucasFilm's Battlehawks 1942, Chris decided he wanted to render the 3D sequences

using hit-mapped images instead of traditional polygons. The project underwent a name change to Wing Lead-
er. With the aid of various Drigin in-house staff, Chris added more and more ideas - the dynamic musical score,
the character interaction, the plotting - until, after one more and final name change, he had the game we now

know and love. In the Autumn of 1990 Wing Commander was launched upon an unsuspecting world. The rest,

as they say, is history.

WING COMMANDER: THE STORY
Far into the future, mankind is fighting for its very survival. The Terran Confederation has finally encountered its

things like that.” In fact, regular readers may
first alien species - and they aren't friendly. The Kilrathi, a species of lionesque humanoids, have not taken 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
ENsUES. 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
squadrons of fighter- and escort-class craft and supporting the men and women who pilot them for months on involved with the Wing Commander project?

kindly to the strange hairless beings who stand in the path of their ever-expanding Empire and bloody conflict

The Terran Empire's main means of defence are its huge Strike Carriers, each capable of carrying several

end. Aboard the Strike Carrier Tiger's Claw is one pilot who, although he doesn’t know it yet, could mean the “Well,” explains Nick, “I had a meeting with Mind-
g i § ] A scape last September at a computer trade show
difference hetween mankind's survival or its extinction... and talked to Phil Harrison [Mindscape’s develop-
ment boss] about a couple of things. Wing Com-

WING COMMANDER: THE GAME mander came up and | basically said that I"d seen

it and that | thought it was do-able on an Amiga

but that I'd like to see the heart of the program

ing. After Wing Commander spaceflight simulations are never going to he the same again. Gone are the hland before committing myself to it.

polygen constructions typical of the genre. In their place are realistic ray-traced models, their surfaces festooned [l Mf""’":"_”'_* TR WUy, it B0 )y RS T
source code over [from Origin in America] and, as

with al'ﬂ!l‘l‘[iﬂvlﬂﬂ*il’! II'IIIkiI'IgS and details. normal in this kind of project, Origin’s program-

To call Wing Commander a 3D space war game is a hit like describing a Rembrandt masterpiece as a good paint-

R L R R T T T e R mershad done some very clever things and they'd

done some stupid things, mixed it all together and

er performance. At major dramatic moments (i.e. the destruction of an enemy cruiser or the death of the play- R R URL IR T LRI R IR
room for improvement.”

i As the more perceptive readers will have

Between missions, new plot developments are presented using beautifully-animated graphics. The player can realised by now, the Amiga conversion of Wing

to things aboard his mothership such as visit the pilots’ bar and catch uwp on gossip or hone his dogfighting skills Commander is not the sort of job you'd toss to

i g 2 s 5 i g o el the trainee programmer to earn his stripes with.
with the bar's video game. Animated briefings from the squads leader explain the next mission's objectives in [ N R T T

er's wingman) the viewpeint switches to an out-of-cockpit shot of the event at its most exciting,

full, followed by a question and answers session from the player and his computer-controlled buddies. tackling such a ambitious, technically-com-
P : S i plicated conversion. What made it

! : .
Effectively, the player is the star in his own movie! o appealing to Nick? The challenge?

A - ' % “Absolutely,” confirms Mick. “I
WING COMMANDER: THE TECH SPECS B ; thought "Well, | don't really think
: . ¢ £ ? 5 anyone else is going to try this.’

To appreciate the complexity of converting Win b ol J e
pp plexity g Wing Commander onto the Amiga, you've got 1 | it aniil L e e L
to know some of technical specifications of the PC version. So get a stiff drink and sit e lot of thought before | actu-

. . a ol ] ] i J oind 3 |
yourself down, because here goes with what Origin say you have to have to get the game iz T EHE L Ii SRR VUK ) N
- : : ; i & it and tried out a few things
to run "efficiently’ (as they call it): " : ; “| started by seeing if the
C.P.U. SPEED: 16MHz 386 PC or faster, W SN SUNL STAN NS R
ble or not,” explains Nick. “If
ON-BOARD MEMORY: 2Mb. Lo the game was going to really
" " . i
NUMBER OF DISK: 5 x 720K 3.5" floppies (hard drive recommended). ‘I .

HARD-DRIVE USAGE: At least GMb.
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away to an external shot of your ship as it expl i

WORK IN

These demo graphics use the Amiga's 64-colour
‘half-brite’ mode. Although the final game’s
graphics won't be guite 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 AS00 or you just don't bother, You
can specify things for one meg - that's just about
reasonable - although | really don't like it. I've
spent quite a lot of time trying to get the game
on a 512K machine but | just don‘t think it's going
to go. It's going to have to be a one meg game.”

THE NEED FOR S5PEED

Of course, the big guestion 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

oA
PROGRESS \/ﬁ’rj
& 4

surprising: "Obviously it's not going to be run-
ning like it was on 486 PC - not many things do!
- but having said that | 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 deme | 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. | don't blame you for being scep-
tical - | would be too.

So how did Mick 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 | 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. |
know the Amiga absolutely backwards now and
it can do things better than even | thought it was
capable of.”

as a tiny
ed by a cut-

e - — -

an |IBM-PC primer...

4867 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’ beasting varying power and price.

: At the lowest end (and we're talking around £700-800 even here) you can get a PC with an 80286 (or 286,

‘ what you pay for.

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 £1500, are PCs fitted with an 80486 (or just 486) CPU. To put it simply, you get

| 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-

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, 58
targets its games at. In comparison the Amiga, which is fitted with a MC68000 CPU running at a compara-

ly two-and-a-half times faster than an 8MHz PC. Again, it's all down to how much you're willing to fork

as: Light Fgreer
gt 20 mehan
0 Vielocky: L0 kps

tively feeble 7.16MHz, is severely under-equipped for such games that require the processing power that cosleration: Good

only a 386/486 can deliver. Or is it? The Amiga still has a few tricks left up its metaphorical sleeve, as Nick
Pelling is proving with his stunning conversion work on Wing Commander. Read the main feature to find out

how he's doing it.
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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. | 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 3D works,
refer to the 'Build Your Own Spaceships!’ box.)

Az Nick discovered while exploring the original
PC code, Origin's programmers had performed
lots of little tricks to make the game run reason-
ably guickly 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 things to keep the game running
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 guite 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

that could transform that screen into 16 colours.
Basically you're using 16-colour dot patterns to
represent each of the 64 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
almaost 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 -

P _"-" i

the running down the passage- %< P .-:*,_. !
way, that kind of stuff. it'd be S S 8 &

crazy to have that kind of
thing as a sprite routine or a
dual-playfield thing

just for the

sake of

s,y
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These early graphics are from a demeo knocked together for this summer's Consumer Electronics Show
in Chicago. Nick's routines draw the graphics in 64 colours although 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. "lt's very touch and go at the

moment,” he comments. One thing's definite,
though; the game will feature the ‘interactive’
soundtrack. “I've ported all the music data across
and | 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
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build your own spaceships..

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 Pelling 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 jiggery-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. |'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 MNick 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, although 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 during his illness.
*Mindscape held the project for me,” explains
Nick. "l couldn't have complained if they'd taken
it off me because they had somebody else to do
it. But | 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. It
wasn't the kind of thing they thought could be
converted at all. The people at Mindscape are very
enthusiastic about this project. It 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 with 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 | really don't see how you can do it on
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SHER: Mindscape/Origin
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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 One.
Although some of the
principles and technigues
used here were useful
when writing Wing
Commander, Nick essen-
tially had to do
everything from scratch.

=

We blow thiz one, and o million ceolomsts on

Nakota W pay Ethe price

Conversations are depicted with wonderfully-ani-
mated faces. The mouths move correctly accord-
ing to the words printed 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, | think | could.
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Learn a bit of machine code, boot
up your Amiga, tip-tap away at
the keyboard for eight or ten
months and - Voila! - one hit game,
All you have to do now is sit back
and wait for the royalty chegues to
come flooding in. But the path from
concept to software shelf isn'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 [Lester, Teque's boss]
approached Mirrorsoft and asked
them if they wanted an athletics
game, what with the Olympics com-

The digitised footage was ported
into Deluxe Paint on a PC where Tony
Hager cut away the background
garbage to leave the figure (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-quality
equipment and a high-speed camera
but cbvicusly we didn't have those
sort of facilities. Basically we used
our camcorder to recard the action,
which can cause problems. In some
cases you'll lose a leg or something
because it's merged into the back-
ground so it has to be retouched
in an art package and the miss-
ing limb added by hand.”

it i B R iin " N e

t all sounds so easy, doesn’t it? Hot favourite in this summer
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's Olympic Tie-In Hurdles is this

sporty little 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
guite a way into that but then a, er,
certain ‘fat man' took an early bath
and that was the end of that. We
locked 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

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 Amiga’'s full 32-colour
palette. As it stands only 16 colours are used at the moment, although the
use of raster-splitting on the name and score panels above and below the
main game window gives the impression of 24.

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 might
have suspected, it'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

the FIRE button. Sport games like this
date back years to around the mid-
80s, when Konami brought 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. It'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-
ami's original button basher. It was
such a good game and this is where
part of the game structure came
from. | know the genre's become a
bit jaded but | think we've found a
new angle on it with the digitised
graphics; they're the key thing about
this project.”

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

m athletes going through their paces.
1 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 think that happens with
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. It all
works guite 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.
When 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. “| 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 during 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.

frames. So, basically the player you're

the other players update less smooth-

international sports meeting going
on. | had a trackside pass so | could
go down to film the athletes.”
Although the use of digitised
footage adds a great deal of realism
to the game, the technigue does have
drawhacks. “The main problem is
that we're using digitised footage of
real people doing real events”
explains Teny. "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 throw earlier -

you've got to stay to the fixed
sequence. We've had to build the
game’'s logic around our filmed
seguences. 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 5T
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

“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 are animated every two

controlling runs really smooth while

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 | 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 to 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.

John Jarvis, PC pro-
grammer,

Pete Jefferies, Amiga
programmer,

Tony Love (back) and
Tony Hager discuss the
merits of digitisation.
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quick lesson in the console market for

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 made

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 did you get started pro-
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 | nearly got
kicked out of, because | wrote an on-
line Dungeons'n'Dragons type game
that clogged up the main computer
because everyone was playing it at
the same time! After that | went on
to do some serious programming
work at IBM, but it was the games
side of things that | was always
more interested in. 5o | sent my
work out to publishers like
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Ocean and Electronic Arts, had a few interviews...
and now here | am.

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

] —————— T [—

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 | chose to do Desert Strike.

Why did you choose that one?

I'd seen all three games, and | just like Desert
Strike the best. It's got all sorts of possibilities for
the Amiga - | 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 place?

Yeah, that's sort of what happened with John
Madden. | joined EA and was told to do this foot-
ball game, so | sat down and played it first and
really enjoyed it. | didn't know the sport at all
before | 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.

Having worked with both, how do you rate
the Megadrive against the Amiga?
Technically the 5ega's got better sprite and
screen-handling hardware, but | haven't been too
impressed by the sound at all. The Amiga‘s a bit
more of a flexible machine for deing 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 we're experiencing with
Desert Strike at the moment, is
keeping up the frame rate and com-
ing up with good scroll routines so
that it 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
sgrite to run from A to B.

What do you set out to do when
converting a game? Just a
straight copy, or a more
enhanced version like John Mad-
den?

Well for Madden | didn't want to do
a straight conversion, I'd rather alter
things as | went along. That's why
the Amiga version has all the new



ot ol e  UA— P TR

As the first member of Electronic Arts’ brand

new in-house development team, Gary Robeérts is

the man responsible for bringing the company’s

top Megadrive games to the Amiga. After a
debut Number One with John Madden American
Football, he's now busy converting the block-

busting Desert Strike in time for Christmas. Gary

Whitta caught up with him for a bit of 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 guidelines do EA set? Are you
told not to fool around with the design too
much?

Basically I'm given the freedom to do whatever |
want, within reason.

Apart from the game itself, what kind of mate-
rial are you given to work from?

As well as the finished game cartridge, we're given
all the source code for the game, along with 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 | am, yeah, but | 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 | can’t say any-
thing about that at all.

ATTENTION READERS!

Every month in The One On One we.Enterview a top com-
pany or personality in the Amiga games scene - we've
already featured Team 17 and now top EA coder Gary
Roberts - but hey, we don't always know who YOU want
to see put under the grill. 5o, drop us a line at The One (On
One), Priory Court, 30-32 Farringdon Lane, London ECTR
3AU, telling us which people or companies you'd like to see
interviewed, along with any particular guestions you'd like
to pose them. Over the coming months we'll be spotlight-
ing the most popular choices, along with some of our
own. So get scribbling so that we can get grilling!
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THE GAMES, THE RULES

PROJECT-X

Each comtestant to play one game, and when's all said and
done, the points are awarded 3s such. The piayer with the
highest score pets five points, second place pets three, third
place is awarded one point and last place gets rero.

SENSIBLE SOGGER
With lour players, this round works in semi-final and final
stages, with semi-final opponents selected by a random
draw. The ultimate winner is awarded five points, the lasing
finalizt is awarded three. There s a third-place play-off for
the loging semi-finalists. The play-off winner garns a point,
and the loser gets nowt.

JAGUAR XJ220

Like Sensible Soccer, a random deaw determines the oppo-

nents for the semi-finals which invaive a two-player race

over the first track. The first ta finish the race, regardiess

of anything else, is the winner. The two semi-final winners

play in the final over the same track, with the same points
and play-off rules as Sensibie Soccer applying.

ALLENGE

has such grace, such power, such sporting

I T VS ——-.
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ince the dawn of time, man has reached for the pinnacle of athletic excellence. And never

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!
ROUND 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 what a pitiful performance! Willis' technigue
in the main event proved disastrous, losing him
two lives in quick succession. From then on things
could enly get worse. Some hopeless mistakes
combined with 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-
farmance, notehing 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,

WINNER: GARY WHITTA (5 POINTS)
2ZND: JIM DOUGLAS (3 POINTS)
3TH: DAVID UPCHURCH (1 POINT)
ARD: JIM WILLIS (0 POINTS)

ROUND TWO: JAGUAR XJ220
e — 8 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
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ALLENGE!
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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 CEVG, Sin-
clair User, ACE and now The One. “| 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 B.5c (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 VC5. Since then
he's “progressed” through a Spectrum, Cb4,
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 WHITTA

At only 19, Gazza is by far the youngest con-
testant, but arguably packs more gaming
E experience than anyone, Starting in 1978 with
This month sees the start of a new feature B o
Spectrum, €64 and now an Amiga. The prover-
bial cockney barrow-boy come good is a list-

?5 - The OI'Ie CHa"EI'Ige. E"ery I'IIOI‘I“!, WEIII be ed international expertin Kick Off, Lotus and

2. Paradroid. Now that he's reached this zenith

inviting a reader to go head-to-head with N A

know what's hit "em. I'll pick up the joystick

53 W N D

and next thing they know, they'll be waking

a I'I'IEII'Ib'EI' Of The one team i“ a HO'hOIdS' up with a erowd around ‘em."

barred games challenge. But before we R

Typical for a map with a college "education”,

H Jim Willis may have an astoundingly slovenly

e | Cﬂllld go ahead Wlth su:h an attitude to work, but when it comes to wield-
F ing a joystick, he's no nancy-boy. A real mas-

lmPrESSI"e “E“t“re' we flrst ter at the Macintosh classic Crystal Quest

among many others, the 26-year old lad from
: = Frodsham certainly knows his way around

had to decide who was our Rietsluiwihestinin i
ence may be shorter than the other contes-

most worthy champion... tants.
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Willis into a roadsign and leaving the Ed clear to romp spiteful Willis). Eventually it was Upchurch who tucked
to victory. one in a minute before half-time, destroying Jim psy-
chologically. To his credit, Willis fought back well, scor-
ing one of his own, But Upchurch just
laughed and thundered another two into
the net. Final score, 3-1,

S0, to 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 penalty that Dave
knocked in with breathless ease. Iinto the
second half at 2-2, and Whitta decided he
was having no more of it. A thundering

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.

S0, 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 5-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 gualify altogether in a pair of miserable
performances. In the end, Willis won - if you can
call it that

WINNER: JIM DOUGLAS |5 POINTS)
ZND: GARY WHITTA (2 POINTS)
FIRD: MM WILLIS (1 POINT)

4TH: DAVID UPCHURCH (0 POINTS)

ROUND THREE: SENSIBLE SOCCER
50, onto the final and ultimate challenge.
S With Willis and Upchurch languishing well
S behind, they knew they had to pull some-
sswa il 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
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push forward resulted in two 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 two bookings. In-between

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

WINNER: GARY WHITTA (5 POINTS)
2ND: DAVID UPCHURCH (3 POINTS)
IRD: JIM WILLIS (1 POINT)

4TH: JIM DOUGLAS (0 POINTS)

THE FINAL SCORES
GARY WHITTA - 13 POINTS
JIM DOUGLAS - 9 POINTS
DAVID UPCHURCH - 4 POINTS
JIM WILLIS - 2 POINTS

So, Gary Whitta is proclaimed the
ultimate victor, with a fine total of
13 points. Douglas’ effort, it has to
be said, was excellent, but we have
to say that Upchurch and Willis
might as well not have turned up.

While leaving amid a mass of rot-
ten fruit-throwing, they were

heard to say “there's always
next year!” What, to get
beaten again?

GAMES CHALLENGE

NOW IT'S YOUR TURN!

Now we have a The One Champion, we throw him open to YOU. Yes, YOU! This is your 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 gauntiet! Name the game, and Whitta'll take you
on. Not only will you get to sort him out, but you'll also meet The Ok team, see the offices, get a
load of free software (if you win), and generally have a spiffing time. And of course the chal-
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 | SAY WHITTA'S A SOFT TOUCH, The One, Priory Gourt,
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!
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REVIEWS

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) JIM DOUGLAS _ .
What a razor's-edge existence the one they call Jim
86 D/Generation {Miﬂditﬂpf} has been living this month. Not only has he been
1 pounding out hundreds of miles down rain soaked
88 CDD| Croc Twins [Ar:ade MaSterﬂ motorways on his new motorcycle, not only has he
90 Graham Taylur's Soccer Chi"Eﬂg-E {I{risalis} been reviewing all the latest crotch-searingly
. . exciting software releases, but he's instantly
92 Champmnshlp Manager {Damark} elevated himself to the very top of the A-list of
95 Hook {Ucean} 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
living on the limit. On the very same day that he
TH E SCORES had his adrenal glands run dry while reviewing
All elements of our games are rated out of a possible Starush, his lovely lady took him (as a special treat)

- for a white-knuckle rally stage/demolition derb
maximum score of a hundred. But what do the scores actually st St of El'__rﬁt Ifmdun_ S th:

mean? most enjoyable experience of my life,” confided
Dave, “and | certainly hope that Allison will be
0-25 Rubbish. Offensively low q“alit,_ taking me out in the car a lot more frequently.” -0
- r GARY WHITTA
s o sy B Mas ﬁl‘&mhlﬂ h’ hda’ . By contrast to all this excitement and testosterone, m
standards. : :
lardass Whitta has done absolutely nothing all <
50-60 Above average. But still plenty of room for month. Oh no. That's not really true. He did have to
impmvnment. open the door to the TV repair man the other day, i
. - = z which was quite a harrowing experience. “| m
61-70 Fair to gﬁﬂﬂ. Lots of nice P{llll‘t!, but in no couldn't believe it," said the incredulous
way FHM' blubberguts, “he gave me this replacement telly E
T0-80 m’ smart. Above ﬂl:l:ﬂ'l'l'ﬂd standards. while my other one got mended, and not only did it 5
? 3 have a smaller screen that my own, but the
81-90 Elltl'El'I'IEl,‘ S‘"’d- Tﬂ'l notch impressiveness. batteries in the remote control were a bit dodgy
90+ !impl, excellent. Bmathtakins, and | nearly had to get pp to change the channel!” -

JIN WILLIS
A similarly non-stressful month for The Shirker.

TH E OVE RAL L sco RE Willis is so lazy that he can't even be bothered to
get his hair cut these days. He has now successfully

Obviously, at the end of the day, when all is said and done, wrestled the I Can't Do That Because...” crown
the Overall figure is the best gauge as to whether the game is  [Rlt Al attunk St

= i around the office that Jim will shortly become a
any good or not. While representative of the elements, it is e b  enh b Eraat-
not an average of the other scores. That's why it isn't called ivity. Needless to say he has reviewed nothing,
THE AVERAGE. again.
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What's this? A home-grown graphic adventure to rival the
likes of Lucasfilm and Delphine? Gary Whitta finds out if
Made in Britain still means something these days...

ome of us still remember the
s::ld days. When men were men,

when everything around here
was all fields and when adventure
games used text and, if you were
lucky, horrible little eight-colour
graphics. Ah, those were the days all
right! Like in Mountains of Ket,
where the spell used to destroy the
wall in Mint Condition was called
Polo. Like in The Hobbit, where you
had to stand on Thorin's shoulders to
escape from the goblin's dungeon.
Just writing 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 the likes of Lucasfilm's
SCUMM, Delphine's Cinematique and
- as of this month - new team Revo-
lution's Virtual Theatre system to
present and control the on-screen
action. Virtual Theatre - a slightly
hoity-toity name for what is essen-
tially a very clever adventure game
driver, but we’ll forgive it - has been

used for the first time in Lure of the
Temptress, a medieval fantasy
tell set in the sort of dun-
geons'n‘dragons world that

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 title, and her army of Skorls
(horrible pig-like warriors) kill the
King in battle and seize control of the
land. During the battle 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?

.

So, after the introduction the game starts
in earnest and its up to you to get out of
trouble. An impregnable celi with no
objects, a window too high to reach and a
door thct'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
looks...

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 find your way around,
the game area gradually opens up to you.
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In Lure's first saction, 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 puzzles 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.

{Left) The story background unfolds while the game loads, setting the scene
via some moody silhouetted animations interspersed with explanatory text.
It's all a bit serious and a little OTT in places, but it does the job of dropping
the player into the start of the game well.
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In most adventure games computer-controlied
characters seem to follow 3 script, arriving,
departing and saying their lings seemingly on

Though the town is crawl-
ing with Skorl and every-
ane 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 - she could
bore the hind legs off a
donkey with her inane and
long-winded fairytales.

cue. The idea of Virtual Theature is that the
game's supporting cast of 30-o0dd characiers
behave realistically, wandering around the city
and geing aboutl their business regardiess of
where your actions may beé driving the story.
Even swift playing sessions reveal evidence of
this system at work, especially in the busy area
of the town where the almost random activity
gives a feeling of proper city life.

w’ﬂn h

-

. *

you'll notice that, unlike Lucasfilm's efforts, Lure 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 Delphine’s system in that sense. Objects and people are identified when
you point at them, and clicking brings up a relevant menu of comm ands.
instead of having to wade through the entire command list, only those
appropriate to what you're deing 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 without actually making puzzle solutions too
easy to spot.
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Lucasfilm, Delphine and, to a lesser
extent, Sierra have had the graphic
adventure market sewn up for far
too long. | feel slightly guilty, but 1
have to admit that | didn't expect
much of this so-called home-grown
giant-killer - | 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. It's 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, if anything, a little

too serious and sombre for my taste, and though much has

been made of the intelligent characterisation, | think

Lucasfilm's games boast the more interesting characters and

interaction sequences. | 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.

Another aspect of Virtual Theatre is the way conversations work. There's
nothing vastly innovative, although 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 it's a touch more con-
vincing, with people not enly 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 off
to different locations to perform any
number of tasks in sequence for you.
It's an invaluable feature later in the
game when sometimes the only way
to achieve a certain task will be by
getting someone alse to do it for you.
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Bl Pﬁﬂmhgfnﬁ":: Okay, it should be clear enough by now.
-2 Design Group Spoils of War is absolutely unsuitable for
X many Amiga gamesplayers. It's far too
MY £25. N
\ E— otz e unfriendly and complicated and muddled
1
' o

Keyboardjoystickijoypad| to be made sense of by anyone other
; than a die-hard wargaming nut. The game

?n '_ MEMORY] - DISKS | gymaneics are largaly sound; but are 5o Is there room in the market for a wargame

1Mb 2 4
m: ::::::':;’:: for absolute purists? Internecine clearly

sary in order to have the vaguest idea think so, but Jim Douglas isn't so sure.

about what is going on. Probably the best

parallel | can draw between Spoils of

War's interface and a more universally o . Tle idea behind Spoils of War is
r K L LA an e i a

PRy

i known game like Powermonger is the n interesting one. The player(s)

imi L tal i) T R s are presented with the challenge
asity “" Mg Pt " BHE = of exploring the New World and claim-
opposed to watching - a marathon. ; L A o palies

o o s B Ml ing for themselves as much of it as pos-
Watching a marathon is entertaining and sible. It's a wargame in the classic

exciting. And watching the results of an ; lf sense, with the player's troops follow-
astonishing number-crunching routine go . ing movement tables and the battles

through its paces is equally fab. But actu- : pa: fought in great strategic detail. It might
ally running a marathon and having to (Above) Incorrect Assumption In ; look like a dog's dinner, but it doesn't
y Games Design No.1: People who like  matter, bec eople wh ioy thi
Rl . endure every pounding step, watching playing war games don’t mind iif sort of gamz'frif':t h%fher:i ?.-.mm:r? thaI:
80 X every paving stone go by - that's another U CTALTUSEERLE T TPFRRN AF ;
Gl ; has been kicked out of its dish and 50Tt Of thing. At least, that seems to be
3 matter entirely. Because a game like stamped into the carpet. Spoils of Internecine’s rationale,
e Powermonger never really lets the player War’'s absolutely fine game mechan- In the early stages, everything seems
L0 et right into all the IS !cs count for very little when to be going rather well, with a prett
b B grubby regions obstructed by such awful visual pre- going EcE P ¥
; Vil points and movement tables, it doesn't sentation. Continual referral to the intro sequence setting the scene and
{ = manual is necessary, since virtually some excellent music conjuring u
1 , _ fat him get bogyed dewn with them every word on the screen {lcons? appropriate feelings of exploration ang
j -‘11 ? £ either. And the argument that wargames What icons?) has b:ad to be abbrevi- taming wild frontiers
s " ted in order t ed into th 5
} H e on computer don't need pretty graphics :p:n';:allﬂu: g ®  However, the front end belies the
|

to be fun is, frankly, rubbish. It's like say-
ing that movies don't need to be filmed PLAYEFR: 1 = POSITION 48,32 PHASE : EPRIMG
nicely, as you can still tell what's goi FCrEIM FROFIT: 90 GOLD SOVERNOR ises
on in the story just by listening to the v - GOUY C@DL)
words. It's a shame that such a smart
original idea as exploring new worlds

should be so badly hamstrung by crappy

a
FOSITION: a9.33 PHASE ! SPRING
FROFIT: 88 oOLD L ED%

SOy LeeE)
To bl HO
AGE : 4a®

k! 8%
B
sl L ::hm!l Ttﬁw::g:m“““;a“ gone  true nature of the game, which is con-
Je A H - enoug 'ort to allow the mouse -

10 be used in conjunction with the rusing to say the_least. h:Iuthmg speaks
keyboard for reasonably swift use of 0T itself. Everything which appears on
BUY FURRLY UNETS the command mechanism, but not the screen needs to be checked in the
SRS : enough to help the player along one  manual before it can be comprehend-

iota. There's so much detail in the
game, and fantastic scope for long ed. And the manual makes you feel

term strategic fun (exactly what it’s a!:mut as welcome as a leper at a bob-
designed to do) that its criminal that  bing-for-apples party.
it should be made so unappealing to The result of such a bare-bones

such a large portion of the market. . x .
No wonder wargames are still floun- approach (just look at the pictures) is

dering in a niche when it comes to that all the excitement must be con-
software sales when they do noth- jured up in the players head, just like

ing for their own cause. playing a wargame on paper.
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Yeerrr out! Just when you thought they
were dead and buried, Cinemaware returns
with its long-awaited third installment in
its popular sporting series. Self-confessed
Costner-lookalike Gary Whitta lets it pitch

to him...

means easy, but getting people to play - and enjoy - a simulation of

Pruducing a playable and authentic simulation of any sport is by no

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-
apment. 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, it'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-

Buas PP
E AL .
ot sty .t »

Players choose from 26 teams. In an
exhibition game, simply pick your
team and oppeosition. in the
league up to 26 players can play

in a season lasting 162 games.

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 ball, etc - and the
pitch is aimed by stopping a small
icon as it slides back and forth across
the plate area. In theory it's simple -
in practice, coming up with a pitch
that’'s both legal (if 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 sasily in his little
square), timing the swing so it con-
nects with the ball, and hitting the
thing so that it doesn't make an easy
catch for some rookie infielder.
Whoever said this game was esasy?

B

LEARN BASEBALL VER

Y RUICKLY]

IU's like Rounders, only more complicated. Each team has ning men. The infigld
consisls ol a diamond, with 2 “base” at each point ﬂlﬁﬂ' pitcher nthe mid-
die. You bat from home hase, then run Pound Tirst, second, third then back to
home, which scores one rim, There's a fielder on each base. if the ball gets
to him before you do, you're out. If you hit the ball and it's caoght before
landing, you're out. If the pitcher gets the ball past you three times (called
gtrikes), you're out. i you hit the ball right out of the park, it's called a home

run and all runners on basgs get to steall home.

The game consists of ning

innings, each split into twa halfs where teams Lake tuen batting and fielding.
When three batsmen arg out, play switches over and o on. The team with
most runs at the end ofthe ninth inming wins. The end.
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THE VERDICT

“Elemental, my dear Watson,"” says David

Upchurch when asked about the baddies in
UbiSoft's disappointing shoot-"em-up

T, :
- ol . ¥
(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
maore frustrating.

IlIr

(0 TLS ST ICET 8 | S S S ARSI A A
el e w a s . b - - e F R PR RS LB SRS
' 4 e
4 s o/ N
| e ! ! Vi .'_ht-\ f;ﬂ“ = . F. A
‘g N 1 R s &\ (Abowve) Power-ups appear at pre-set
I # \ e b :';k UL, )f points on the landscape. The player
Ve i 2 - . -EF TR A has to be pretty sharp in his reactions
o - f . e Lal - N L] k’! to scoop them up before they scroll
13w = Yy o -\ M =" ; r off the screen. The power-ups reward
: / 5 Ny T 2N —a 15 s the player with a number of enhance-
% o T ~ "({ by P i ments, ranging from the usual
% . . ir . weapons upgrades to a magic shield.
i . Mg *

(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 betwean
one or two players, music or sound
effects and either of the four plane-
tary systems to start playing on.

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 written 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 to avoid them. 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 from an Amiga
game of two years ago. There's really
nothing in Starush you haven't seen
before and better in either Apidya or

It"s strange, isn't it? Months and

Project-X so unless you're absolutely
desperate for some alien-smacking
action |'d recommend you look to them
ior your kicks instead,
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MEGAFORTRESS is
ready when you are .

complete electronk countermeasures
technology, terrain guidance radar, multiple
missions, and a massive arsenal at your
disposal. Full colour VGA graphics and
Sound Blaster/Adlib sound boards
support brings the reality of
long-range strategic air
assaults into your home.

Available for Commodore
Amiga, 1BM PC and

Based on ‘Flight of the |
Old Dog’, Dale Brown’s |}
best selling novel.

Electromic Countermeasures

Mindscape International Ltd

Priority House I —
Charles Avenue, Maltings Park
Burgess Hill MINDSCARPE
W. Sussex RH15 9P0)

Tel: (0444) 246333
Fax: (0444) 248996

For information on all Mindscape products please phone
(DB98) 234214, (Please note, calls charged at 36p per minute
during cheap rate and at 48p per minute at other times).

Navigotor's Station-Global Display Pilat ‘s Station




Experience the exotic world
of the bestselling science fiction

fantasy epic of all time
AvnH-abIE on PC and Amiga
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MONKEY ISLAND 2

Monkey Island 2 is superbly structured. Due to Largo's
punitive taxing of anyone wanting to leave Scabb

" island, the player is limited to exploring the relatively |

i small number of location scattered about the island.

- DF"}' when the player has got rid of i argo does the i
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 befaore the |:!'|'|fil:u|'l:'§||I is cranked
up. Monkey Island 2 is a huge game and being able to l
travel around freely from the word “Go!"” would just be &8

-

too daunting for the novice player ;

You went ape over The Secret of Monkey Island, but will you go
bananas over the sequel? David Upchurch starts monkeying
around...

Monkey Island 2's graphics are nothing short of oy
amazing, being colourful and wonderfully detailed. | o
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 worth it - the graph-
ics have a ‘natural’ look, far removed from the stilt-
ed nature of those drawn with a paint package.

t last. Monkey Island 2 - the
perfect way to while away
those steamy summer even-

ings - is here, 5o, set up your Amiga
next to that hammock strung
between the two palm trees, pour
yourself a long cool glass of Lilt and
get your mum to throw bowls of
water onto the pavement outside to
simulate waves lapping on a white
sandy beach as you prepare to return
to Monkey Island 2 for yet 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 the brown bum fluff
speckling his chin, but he's still 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 time 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 first Guybrush must charter a
ship off Scabb Island, his current port
of call. This wouldn't be so difficult
if it weren't for the fact that Largo
LaGrande, LeChuck’'s nephew, has
decreed that anyone wanting to leave

the island has to pay an extor-
tionate tax before they can dis-
embark. So, first things first,
Guybrush has to create a voodoo
effigy of Largo to scare the bully-
ing scoundrel away. A simple
enough task - or so it seems.

Little does Guybrush know it
but his foolish meddling with

the occult has BAD side
. effects and results in the res-
. urrection of every honest
sailor's worst nightmare -
LeChuck himself! And this
. time he's REALLY pissed off,
. especially with a certain Mr
' Threepwood! The lines are
drawn for this, the final (?)
_ fateful confrontation between
. Guybrush and LeChuck. | know
| who I'm putting my money
on. Hey, 20 Gold Dubloons on
the smelly, mouldy guy...

PR —
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Monkey island 2's user interface is one of the sim-
plest and most user friendly around. Everything is
mouse controlled. Pozitioning 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 the player to click on one 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 mouss cursor moves across the
screen which can be selected by clicking with the
right mouss button. The icon depends on the loca-
tion or item under the cursor - if it's a book or a
painting, say, then the icon will be ‘Look at’ where-
as if it's a door it'll be ‘Open’.
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At the start of the game the player is given the
option to play either the “full’ Monkey Island 2
with all the puzzies at top strength or a watered-
down novice's version where some of the puzzies
have been semi-solved. Thanks to some
forethought on Lucasfilm's part the puzzles have
been sufficiently changed between the two
versions so that you can't play the simpler game to
get clues to the harder one, so all you cheats out
there can calm down now.

r Phatt, the crooked ruler of Phatt island. Little does Guybrush know it,
but LeChuck has placed a Nuge bounty on his stubbly little head and it's a bounty that Governor
Phatt intends to collect. As as Guybrush puts one foot on Phatt island he is arrested and

eals Guybrush’s grim fate. Big, important ‘set piece’ conversations

d closa up which | don't feel work that well. During ‘normal’ conversa-
tlons the figures’ faces are srhall with only gross facial movements displayed - the player then finds

like this take place in ani

himself using his imaginatio
these close ups everything is
exactly bad, is disappointing

o fill in the gaps and add character to the tiny sprites. Howaver, in
own and nothing is left to the imagination and the result, while not
a little jarring.

The head bone s
connected to the...

Every so often the player is rewarded for his
progress with some form of brief animated
interlude. It's provides a welcome chance for
the player to sit back, take a swig of Coke and
enjoy a brief respite from the game's endless
puzzies and conundrums. Here Guybrush's
attempts to climb a tree end in a nasty tumble.
Knocked unconscious, our hero has a very
bizarre dream. He is visited by his long lost par-
ants who promptly take off their skins, reveal-
ing the white bones underneath, and do a little
song and dance routine. But they're not doing it
for fun - you'd be advised to write down what
they sing ‘cos it comas in handy later.
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Guybrush Threepwood wants to set off in search of Big
Whoop - but Largo LaGrande won't let him! The fiend's
put a hefty tax on anyone who wants to leave port and
no-one can afford to pay it. Well, nearly no-one. Fortu-
nately Guybrush is loaded with the cash he received for
defeating LeChuck and so sets off into the town of
Woodtick to try and find a ship to charter...

(Above) No sooner has Guybrush set foot in Woodtick than
he's approached by the big bad 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.

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 although he can mix
any drink you care to name he can't make the thing that
would do this town some good... a voodoo doll of Largo

1 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 opportunity to nick his knife which lies on
the table!

Wally the short-sighted cartographer has made exten-

sive ressarch into the legend of Big Whoop and
believes he knows where 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
t 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 i iad - g
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 right pig - the
room is a complete mess, with old food scraps on the
floor and clothes tossed everywhere. And what's this?
Largo’s wig! The bully’s a baldy! Take that - it may come in
handy later...

Having explored the whole of Woodtick it seems as k . except for his hand poking through the eye slit, has to
though you're going to have to look further a-field for be told the password before he'll reveal all. This involves
a means to get rid off Largo. 50, where to next? solving a weird code to do with the number of fingers he

reepy graveyard holds up. It's incredibly frustrating... until you solve it.
it - B e e S 1 : Then, believe me, you'll kick yourself for not getting it
’“pvi::':th:ut'::nmwn |1:=f=:1mr:2::zmh u“".,:::h.,“. soonear. | spent an hour trying to work this one out.

film, 1 hat 1
tives - no doubt put six foot under by Largo himself. Lucasfilm, | hate you

‘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 paddie that creepy-looking coffin through the
dank waters and see where you end up. Spook!

And here’'s where you end up - in The International
House of MoJo, home of the Voodoo Lady. She
reveals that she can create a voodoo doll of Largo
LaGrande for you, provided you bring her four special
l Largo-related ingredients - something of the head, some-

The puzzles and problems range from the relatively
straight-forward ‘Use item X at location ¥ type to the
mind-bustingly devious. Take this one, for instance.
Guybrush needs to get some information from the
Gamblers Club but the doorman, who remains unseen

thing of the thread, something of the body and something
of the dead. Well, that wig might just do at a pinch for the
‘something of the head’ and if you have a dig about in
that grave you saw earlier you might be able to find
Somathing of the dead’, but where are you going to find
£ of the stuff? This is where the fun REALLY starts!
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Monkey Island 2 has jokes that will appeal to everyone, ranging from spit-
ting/puking/farting toilet gags to clever word plays and set ups. The jokes
come 5o thick and fast that even if you don't find the current one particular-
ly side splitting you can bet there will be another more to your taste along
in a few moments.

It's not really possible to die in Monkey island 2 - the worst thing that
can happen is that you get hopelessly stuck. While this means that you
can try anything, no matter how outlandish, without 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

then clicking on one of the characters on-screen. A list of four or five conver-

sation snippets then appears at the bottom of the screen and the player

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 worth giving some of them a try just for the
humour potential.

{Laft) Fans of The Secret of Monkey lIsland
will revel in the chance to reacquaint them-
selves with old friends (and foes). My per-
sonal favourite is Stan, the manic salesman
who is an perpetual state of verbal
overdrive, This time around he's trying to
flog used coffins. And you know Stan - if he
can't sell ‘em nobody can.

| THE VERDICT

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 iIMUSE 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

converted to Amiga fl'ﬂl'l‘l PC it's the
disk accessing and swapping that's
the big bugbear. As you'd expect,
there's quite a lot of it but
Lucasfilm's programmers have clever-
_ ly designed the game
so that once a location

while those who've not

I'll be a monkey's uncle!

has been loaded in from disk it is stored in
RAM - when you return to the same location
later on it doesn't have to be loaded again.
Thanks to this system Monkey Island 2 is per-
fectly bearable even if 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,

filled shores would be advised to book a ticket now. If, hav-
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

Publisher: US Gold
Developer:
Lucasfilm Games

£37.99 Out Now

Mouse
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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” environments.

It’s happened.

LURE OF THE TEMPTRESS has
been developed using the
‘Revolutionary’ Virtual
Theatre™ system.

ATARI ST

AMIGA
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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, | tell ya.

In arder to remove your Kill Zene supplement
fram the centre of the magazine, simply hald the
section botween thumb and forefinger, hold the
rest of the magazine at the top and carefully pull.
lzzy-wazzy! You now have a completely separate
tps magazine. And for free. Mice, huh?
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TIPS

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 big game.
Eight worlds with seven levels per
waorld is a lot of game - and that's
not counting the three secret
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
time you sit down to play it. You
need to discover the method behind
the apparent madness going on on-
screen to take full advantage of the
more off-the-wall features of the
game.

L‘.-.

PARASOL
TRAINING CAMIP

Okay, let's begin with some basic
parasol-wielding technigque, The fun-
damental rule is “Don'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 few levels it is, anyway! Here
are the crucial manoeuvres you'll
need to learn to become brolly
good:

® The 'Come Hither' Manoeuvre - A
baddy is advancing towards you and
there seems 1o be no escape! Ah, but
simply hold down the FIRE button
and your parasol will unfurl before
you into a nigh-on impregnable
shield. Stand your ground until the
baddy impales itself an the brolly's
shaft then release FIRE. The baddy
will be sent hurtling to it's doom.
® The 'Up Yours' Manoeuvre - 50
there are baddies patrolling the
platforms above you. Hold down
FIRE and pull DOVWN on the joystick
to raise your parasol above you,
When one of the meanies walks
directly above you push UP to jump

BUOBEY L&
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and spike the bad guy on your brol-
ly. Dispose of it as you will.

® The ‘Greening’ Manoeuvre
Collect something on your brolly,
either a water drop or a dead baddy.
Mow perform the ‘Up Yours
Manoeuvre and any baddies making
contact with your parasel will turn
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 until they're all in
a line and then throw something at
them. The score you get doubles for
each baddy hit. In some cases it's
possible to get a score of over

P - ————

500,000 from a single throw like
this!

® The ‘Decapitation’ Manoeuvre -
Napaleon said of the Italian army:
“Cut off the head and the body
dies”. In Parasol 5tars there are cer-
tain baddies who just sit in a corner
and make lots of little nasties.
Obviously you need to get rid of
these as soon as possible - once they
are gone the other baddies are mere
small fry to be picked off at your
whim. You kill these baddy genera-
tors by either throwing another
stunned baddy or a mega water-
drops at them.

CREDITS DUE

In the course of finishing the game
it is inevitable that you're going to
die occasionally. Only the elite para-
sol wielder can expect to complete
the game without the dreaded
words "Continue, 10, 9, B..." pop-
ping up occasionally. And if 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 noticed that if you
throw something theough certain
areas of the screen then food mag-
icxly appears. S5uch an area is
called a ‘Food 5pace’. You'll also
notice that as you collect more and
more food it becomes more eso-
teric and expensive, You start with
humble turnips and apples and
progress to kebabs, roast fish and
bottles of wine. Keep going and
eventually you'll get what you've
been waiting for; a 100 coin worth
an extra credit.

-
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In arder 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 of two 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 three miracle icons, you
know, those little blue squares you
occasionally see floating 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 if you collect three miracle
icons of the same type then things

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 room 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 all the food
except the 100 cain (which isn't actu-
ally food anyway) appear as money
bags warth 10,000 points. Very use-
ful for stacking up on lives.

® A lightning miracle gives you a
bell. This flashes the screen red each
time a bonus object is about to
appear that you can use to kill the
nasties.

® A star miracle is something rather
special. Depending on the |evel
you're on it gives a different effect.
Up to and including World 7 a star
miracle will reward you with 100
credits! In World B 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 it'll always be the
same. But be warned that some lev-
els don't give you any icons at all. Ta
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 Werld,
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

T »

then you'll get another lightning
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
1-1 Use the 'Greening’ Manoeuvre to
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 will go
green.when_they touch it. Bop
them all for a mega score!
1-5 Go to the top of the streen
guickly by dropping through the
hole in the bottom. Collect five
water drops and flush the bad-
dies away - but make sure you let
one triangle survive. Milk 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 bolt. When the big
baddy gets near you drop down
and run underneath it to the
other side. Climb up to the sec-
ond ledge again and repeat.
With a big lightning bolt the
drum takes just five hits before
it heads towards the big orches-
tra pitin 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 bit and spike the
unicorn on your parasol. Then
jump up and bop everything
=from below with the dazed uni
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corn, Now go and round up the
points
2-3 Milk the food spaces at the bot

tom of the screen then collect a
single drop, stand wunder the
baddies then green them all by
making little hops. Now go col
lect the points
2-d Go 1o the middle of the screen
with your brofly up. Green the
bats and kill them then get rid of
the tree. Do a bit of milking on
the lowest ledge then mop up
the baddies
Go straight to top-left of the

screen and throw hons at the
tree 1o kill i, Milk the food
spaces then clean up

2-b Follow the guidelines to Level 2-5

2-7 Don't panic! Keep your brolly up
to protect you from the little
birdies and lay down fire on the
platforms in the middle of the
screen, Within no time at all you
should be flying off to World 3

=d

WORLD 32

3-1 Build up a big water drop and
green the tittle nasties, Wait for
the penguins 1o gather then
wash ‘em away

3-2 Go oup to the third little ledge

and waste the tortoise. lump

and kill the penguin with its

corpse. Milk the top row's Tood

spaces then wash the baddies

PARASOL STARS

Don't forget to go milking!

3-7 Get the flask then stand on the
bottom ledge with your brolly

up. Watch for gaps in falling
rocks. The big nasty takes ten

goad hits before it"ll leave you

ne

WORLD 4

4.1 Grab a gun then green the bad-

dies. Go around collecting
points
d4-2 Stand in the middle of the

screen with your brolly up and

let the baddies fall on you.
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away with a water burst.

3-3Kill the tortoise. Collect water in

the middle of the screen and
then wash the hermit crabs
away.

3-4 Pluck baddies from inside the

platform arrangement and
throw them away. Get the pur-
ple heart and note the configu
ration of fruit that appears. 1s
this a clue? What secret is IN
here? Can you get ALL the fruit?
These and other guestions are
left hanging in the air like for-
gotten dreams..

3-5 simple enough, Milk the food

spaces and kill everything any
which way you can

31-6 Kill the hermit crab first then

deal with the penguins; thay
only take a couple of hits.

Snap up those points!

4-3 Do lots of 'Up Yours' manoeu-
vres and jump on the drops to

get inside the platferm com-
plex,

4.4 Kill the planes first then collect
the fire 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 firing!
4-6 Grab a chessman and throw

hirn at the engine then de the
same with the little 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 keep to the bottom
of the screen with your brolly
up. When it changes get
behind and above it. Throw
water at it then return to the
bottom of the screen when it
thanges into a plane again.
Repeat until the nasty cops it.

21 D
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5-1Hey, just kill ‘em. Easy.
5-20rop through the bottom of the

screen to get to the top of the
screen. Kill the dice and then
callect 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 throw it through the wall
to tha left or the right. ']l flow
through the plumbing and
wash out a fruit machine
Repeat from the other side.
You can wash yourself away if
you need to get something
from out of there.

5-4 Ignore the coins. Get a water

drop and stand in front of the
fruit machine. Collect more
water drops then wash it away.
Clean up.

5-5 Jumpon the water drop to

climb then use fire drops to kill
the nasties.

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

5-7 The lady baddy will make for
you, pause then come after you




agamn, When on the move she'll
keep inoa strawght hine, only
changing direction after she's
paused for thought. Use this
fact 1o keep her to the middle
af the screan. Go to the left of
the screen, chmb to the second
platform up and fire  As she
starts to move Aagain run under
neath her and repeat the above
frem the right of the screen
Keep your brolly up and take
WO trme .

WORLD 6

6-1 Go to the middie of the screen

Eill all the baddies wentban ranoge
and get the rest with star swirls

B2 Use star swirls again to escape (o
victory.

B 3 Stay in the corner of the streen
and wait for the bad guys 1o
come to you then use the star
swnnrls to kill them

B-4 Bit tricky this. Keep your brolly
up antd collect four drops and
only fouw drops. Wait Tor the
chopper to come down and zap
i, Throw drops through the wall
to got at the other chopper. Lay
down fire on the top of the wall
to see off the other two

6-5 Drop five throwh thwe bode i thee

6-b

e

middle of the seroisry, W baa fhe
leat™s otk r:||‘:-l:i:|'.'_-l' and firnsh otlf
the rest.

Jump left and get the satallite
and then the tewa planes Wt
until the coast s cloar thor o
doveny it the ewgdodles screen
area Kill the remarinandg boaddies
verth star swrls

Get the flask Put your brofly ap
and stand i the madd e af 2
screen, When the sau or stope
ming et out af the way anil

drap fire on where it's falling

L T4 1] By Do Thaes 3oV 1cmim o

WORLD 7

-1 Eollect a rap drop fromabove

youd, tun left and then get a bhig
Jagy Ulsee of aned clearn up the bl

dliges

f-ACallect o drogas,. wse The ol

oo ofeigasy Ten et Ten Ll teapy of the
AQE LA AT | et o bngg Aoy, Kall

Ehvis Baney Daools il LRATRIS R TE TR RN 5]

P i Keep throsnng drops b the

l||.||,_1!|:,' unbil b goes qgeeen Then

tse That to green the othens and

Dan't drop fire then move as you M 0
BUBDBY GAME OWVHEH
155190 : CREDIT ¢
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PARASOL STARS
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7-4

75

7-6

77

8-1

B-2

8-3

i
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 E

Run to the middle of the screen,
collect a big drop and use it to kill
everything.

Stay where you fall, collect a big
zap and kill the big bot. Tidy up
before you move on.

Don't panic! Stay at the bottom
of the screen and use star swirls
to kill the baddies.

The baamerangs aim for where
you were standing when they
were fired so the best advice is
to keep moving, try not to
lingerin the middle of the
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 s00n as
you've dodged one boomerang
change direction to avoid the
next and KEEP MOVING!

WORLD 8

Raise your brolly from the word
"Ga" to green the bats, ghosts
and lizards. Dispose of them
then pick off the rest from the
below. Finally collect the star.
Kill off the nasty on the bottom
first and try to throw it at the
helicopter. Keep your brolly up
as much as possible. Try to get
the star. When the bottom is
clear use the star swirls to get at
the Dohs.

Kill everything at the bottom of
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the screen and avoid picking up
the fire icon. Get the choppers
by throwing four drops at them
and then use one chopper to
mop up the rest.

8-4 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
bottom Doh is dead use star
swirls on the rest,

8-5 Clear up the bottom 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
jurmp across and down into the
pit and kill the spacemen.
Collect a star swirl and kill Doh.

8-6 If you have two star miracle

icons then kill 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 little nasties,
keeping your brolly up, then
collect a big fire drop and take
it to the top of the screen. Wait
for Doh and jump over his mis-
siles. When he is close erough
drop the fire in front of him and
then go kill the chopper.

8-7 Go to the top-right of the screen

and drop water an the dragon,
Run to the left and drop down

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

THE S5ECRET WORLDS

The three secret worlds are designed
to test the mettle of advanced para-
sol wielders. If you've got that far
then you'll know all there is to know
about greening, decapitation and
collecting, so I'll leave it to you to
find the best way to complete them!

TWO PLAYERS

The above guide was written with
the lone player in mind but Parasaol
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 getting
some of the more interesting
items. What is happening is that
every time 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
was the Blue Button and the
‘tens’ digit is a 4, 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 from the last game, so
it is possible to see all the
objects and not even get off
Level 1!

-



well. The same basic techniques
described
through the levels but here are some
useful additional points:
® You need to cooperate sometimes
to scroll the screen the way you

above will get

® You can jump an the other play-
er's parasol if it's up.
® You can throw the other player
through walls,
® You can throw the other player

Nothing
Red Heart

Running Shoe
Orange Heart
Red Crook

Yellow Heart
Orange Crook

Blue Heart

Blue Diamond Ring
Red Jewel Ring
Bell

Blue Button

Green Heart
Orange Button

Red ‘PacMan” Heart
Orange Jug

Rainbow Star
Orange Cross

Yellow Crook
Clock
Multicolour Star
Bomb
Blue-Tipped Staff
Red Cross

Gold Jug

Blue Cross

Green Crook
Purple Book

through food spaces to milk levels

quickly,

® |f one player loses all his lives
while fighting an end-of-world
baddy and uses a credit to continue
the baddy's energy is restored to half
its full value (if it's below half). 5o,
if one player dies it 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.

WHAT IT DOES

Nothing comes of nothing.

Carrots appear at the end of the
leval,

Makes you move twice as fast,
Beetroots appear.

Giant strawberry appear at the end
of level,

Corn-on-the-cobs appear.

Giant Twinky appears.

Giant chicken drumstick appears.
Bouncy baddy-killing star appears.
You get 500 points for every jump.
Like the lightning miracle, but only
works five times.

Turns everything green.

Bars of chocolate appear.

Turns tiny baddies green.

Works like PacMan's power pills!
Turns food bonuses into money
bags.

Makes you temporarily invulnerable.

Baddy-killing lightning bolt
appears.

Giant frult salad appears.
Freazes the baddies.

Gives you an extra life.
Explodes and kills all the baddies,
Dead baddies turn into money,
Kills baddies.

Turns dead baddies into credits.
Kills baddies.

Giant trifle appears.

Causes an baddy-slaying
earthquake,

Blue Jewel Ring
Shades

Green/Purple Ball
Yellow lewel Ring

Blue Crook
Purple Button
Blue Necklace

Violet Crook
Gold Skull
Blue Book

Gold Triangle
Blue Bottle

Blue Clock
Purple/Pink Staff
Indigo Heart
BlueYellow Ball
Blue Jug

Indigo Crook
Violet Heart

Red Bottle
Orange Bottle
Yellow Bottle
Gold Jug

Green Bottle
Indigo Bottle
Red-Tipped Staff
Violet Bottle

WHAT IT DOES

Gives you 100 points every time
you take a step.-

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
guake.

Gives you temporary
invulnerability.

Takes you to a goodies-packed
bonus scraen.

Stops time.

Turns dead baddies into crowns.
Fish appear.

Gives you an extra lifa.

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 screan,
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THE

TIPS

GENERAL
ADVICE

Unless you have o VERY good mem
ory mapping the game s essential
with  half-centimetre
sipuares 1§ ideal). SAVE your game at
the starl of each level and make a

(A4 paper

series of ‘mapping runs’ until you
know your way around. If you get
killed Just return 1o your SAVEd

gqame, Once you have an  area
|"_|i.|pa'd out |,_'I|.'I|' y raute through it
and set off

Remember to scribe evory mage's
serol| you come across into your spell
book(s). If you find any extra scrolls
keep them to scribe into the spell
hook of any mages whao Jan your
parly later

There is a chamber near the start
of the Temple where you can resur
rect your characters. [ts magic only
works thiree times so don't waste 1ts

awesame power. If possible avoid

using it uwntil you've begun to
explore the upper reaches of the
Temple, the Silver Tower and

heyond, which is when you'll rea Iy

need it
Save your game often and use
pach 'slot’ in the SAVE directory
There are a myriad of places in the
agame where you can become hope
lessly stuck and having (o retrace
vour steps from a distant SAVE point
can be L'w}-' ANNOYING.

EYE OF THE

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 will
know, it's advisable to have a well
balanced party made up of adven
turers from each of the main char
classes. You should restrict
yaurself to using single-class charac
ters, Two human fighters, a half-Elf
mage and a half-Elf cleric are pret-
ty ruch ideal. There are no particu-
lar advantages to be had from
choosing races other than human
If you have to leave somebody
out of the party then the thief is
your best bet - you don't actually
need one to complete the game.
Howewver, there are some doors,
leading to rooms packed with good-
ies, that only a thief can
If the

dcter

Open you want

GETTING
STARTED

Once you're into the game proper (i.e.
you're taking your first steps in the for
ast) 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.

Mext, select CAMP and get your
mage(s) and cleric(s) to memarise and

"~

items beyond these doors then find
a thief to recruit into your party, use
him to pick the relevant locks and
then dismiss him.

If you're planning to transfer your
party to any sequels to Eye of the
Behalder 2 then you'll need to select

a slightly different type of party.

Try a human paladin, a dwarf

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 to
using characters from Beholder 1.
Such a party would be better
equipped than one generated fresh
in Behaolder 2, however you'll find
that the latter party will have high-
er hit points.

pray far spells, respectively. Initially
select as r'T'lany combat and healing
spells as possible. The only other real-
Iy 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 ot
note is a secret passage to the south-
east of the wood. To reach it go, from
your starting position, LEFT, LEFT,
RIGHT, LEFT, LEFT, RIGHT and RIGHT
again.

Pick up any racks 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 with a second
weapon as soon as you can. The extra



BEHOLDER 2

B AR PR

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-EHf
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 EIf thief/mage
(level 7/7). 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 Halfling thief
(level 6). He has 39 hit points 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 EIf 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 fully 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!

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

= F W

e v M., A e

fight using the mouse, It's 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 virtually impossible to
defeat!

4
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GENERAL TIPS

Okay, starpilots. Space is no place for
the stupid and there are some
impaortant things you ought to bear
in mind before you blast off into the
void. 5o, strap yourselves firmly into
your acceleration couches, perform
a full systems check and then listen
up good to the following:

@ Use your faithful old 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 like - 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.

MIISSION
EREAKDOWN

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.

VIISSION 1

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 letting rip with your lasers.
However, if time’'s getting a bit
tight switch to torpedoes to speed
up the process.

¥You have to 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% rating then you'll have to
turn back and pick off some more.
There's also a Rexxon ship doing the
rounds that needs to be sent pack-
ing. Once you get 100% the rating
will go green. Swing your ship
around so that you're heading
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! It's 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,

MISSION <

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-
tern. 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 100% is
racked up. Although there are five
roads to travel down, not all of them
have to be explored to achieve the
100% rating.

THE MINING COMPLEXES

The big percentage damage marks
on this part of the mission comes
from blasting the MCPs. These are
tall ectagonal buildings which turn

black when destroyed and
remember to smash.the top bit as
well! You should be able to track
dewn about three of these build-
ings. To find them, follow the dou-
ble road (not the monocail) that
runs around the central complex.
Also useful for upping your score
are the low octagonal buildings
with white 'smoke’ coaming out of
the top of them. If you're really
desperate for the odd 1% then
there are plenty of Rexxon fighters
to shoot down.
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“GLORY"

Finally you get to take part in a
major space battle! Again, the key to
completing the mission is achieving
a 100% damage rating by shooting
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 with a higher rating.
Again, try to get as close as possible
for the best results. Pressing the
HELF key tends to point you towards
the larger bulk cruisers, but anly
tackle them if you're feeling brave
enough. Try to concentrate on elim-
inating waves of enemy ships rather

rom a team of tippers

ing e

2ady had this great

. Greetings from the
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and vour men will be
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than individual craft, To locate them
at a distance keep an eye out for
their afterburners which show up as
orange dots.

Feral ] =
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To skip everything up to and includ-
ing Mission 3, enter PYXIS as the
entry code at the beginning of the
game after you've typed in your
name and callsign.

MISSION 4

THE MAGMA CANNON

Once planetside, check out your
scanner map and head for the two
little black dots near the top of the
map. Use the HELP key to get a bear-
ing on the target (you should find
it'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 time is pre-
cious.

&
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“GALACTIC STORM"

After “Glory”, this is the second big
space battle with the same success
criterion as before, i.e. get a 100%
rating by shooting enemy ships.
Concentrate on blasting the big "uns
as you just den't have the time to
mess with the little leaguers. Follow
the same callsign as for Mission 3.

e e
i

To skip straight to Mission 6, enter
FORNAX as the entry code.

Il Tal (=
] = LY iU 3

THE 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 penultimate bat-
tle, it's actually a lot easier to com-
plete than the other space wars
because there's plenty of time, 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.

MISSION 8

THE COMMAND SHIP

Use HELP to get a heading and fly in
that direction. Eventually a large
purple target should appear on the
scanners - fly to it. Eventually you
should find the Rexxon Command
Ship. Select the PHOTON 1 weapons
(these are the self-targetting mis-

sion) and use them to shoot the ion
vent (the little yellow box) above the
ship's engines. Once hit, a message
should appear on-screen instructing
you to use the COBALT weapon. Fly
away from the Command Ship to a
reasonable distance before using it,
Once used, run like Hell to escape
the ensuing explosion.

AFTERMATH

The Rexxon Fleet lies in tatters and
mankind is saved. Or so it seems. But
the Rexxons are a wily bunch. They
will return...

11




FOOTBALL

MADDEN

TIPS

GENERAL TIPS

® Always keep an eye an the game
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 time outs wisely, espe
cially if you're getting near to half
or full-time.

ON THE OFFENSE

USING AUDIBLES

Utilise audibles as much as possible
it's almsot impossible to reach the
top without 'em. Select a deop pass
ing play with a formation and set
that will fool the computer into
thinking that you're about to
attempt a long bomb (for example,
HANDS and SHOTGUMN). Then choose
the team's best running audible
before the snap. You can often fool
the computer this way, but take
more care when using ‘em agaimst a
less-gullible humanoid opponent

The same can be done with pass

ing plays in audibles. Select a for

mation and set to fool the comput

er into thinking that you are going
for a running play {e.g. BIG GOAL
LIME) then at the line of scrimmage
choose the team's passing audible

*

i

JOHN MADDEN

FIELD COALS

When attempting a field goal,
dlways boot the ball with maximum
power. Some kickers are of the poor
est quality - sometime their foot'|ll
even slip off the ball at low power!

FAKE FIELD GOALS
If yau'ra an the fourth down and
too far away to attempt a field goal
then, assuming you're good at pass

ing, go for a fake punt. . Passing is
the key to winning a game quickly
but it can also be your falldown if
you have naff receivers. Fake field
goals are also pretty wseful if you
redally need the points - but only use
them as a last resort

RUNNING WITH THE
BALL

When you're in a running play or
yaur recaiver has the ball and is run
ning for a touchdown then, if a
defensive player is closing in to tack
le you, run upwwards and at an angle
{1.c. UP LEFT or UP RIGHT)} s as to
run away from the defensive guy
Then, as soon as the defensive play-
er dives, change direction (i e if run
ning up and left then change to up
and right) and give your man some
'‘Qoomph!' thold down FIRE). This

way you have a good chance of
breaking the tackle. Some times the
tackle will miss you all together!
If you're running with the ball
and you're about to be tackled but
can’t do anything about it then try
spinming around, This may shake the
tackle, However, only try this if just
one defensive guy is around - any
mare and you're in deep do-do

A GOOD PUNT I5
ALWAYS NEEDED
Alveays punt to the far left or right
end of the field, never straight. This

confuses the recening team

PASSING PLAYS

When passing, really concentrate on
the receiver windows and make sure
you pick the right guy to throw to
The guy who is free ar ahead of the
defensive pack may not always be
the 1deal person to pick. Watch
those distance meters!

Always remember that the longer
the throw, the harder it is to catch
The target on the_ground {which
indicates where the ball 15 about ta
land} is less accurate for langer lohs

When<atching the ball, place the
recever over the target and hold the
FIRE button down to catch. If you're




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...

' FOTOTEAREE

Manoeuvre a player from the centre g
zone to the line of scrimmage and
into a gap between two men. This
of will push the players along the line  than two of your defensive guys ’
the of scrimmage and you'll find that around. It does work! PLAYING DEFENSE
BF! this often upsets the offensive line, If you're playing the computer and u
rall allowing you to slip through to sack ONSIDE KICKING it chooses a running play, DO NOT
aut the quarter back. Remember to posi-  Practice hard at achieving an onside  tackle the ball carrier. Instead, run in =
try tion the player under your controlso  kick during kick off - it always help if  front of him. He'll try to run around
he that he's ready to break through if you can gain possession again you and when he does block his
ust a gap forms in the offensive line. straight after a touchdown! Some change of direction. He'll then try to m
ny teams are better at achieving an run backwards in an attempt to find
STRIP THAT BALL! onside kick - success all depends on  a new approach. Keep this up and z
Always try to strip the ball from the the weather and the ability (or oth- you can push his yardage loss right
offensive team is there are more erwise) of the kicker. back...
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not going to make the target
because some defensive geezer is in
the way then go for the dive!

IN DEFENSE

USING AUDIBLES
Audibles are still useful, even if
you're playing in defense. If the
offensive team suddenly calls an
audible take a look at their forma-
tion and try to work out what may
be about to happen. A passing play,
perhaps? Or maybe a running play?
Sometimes you can confuse the
offensive line by setting up a forma-
tion then calling an audible to
change it - the offensive team then
has to re-work its strategy.

LINE UP AT SCRIMMAGE
Select a good strong formation.
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TIPS

CASTLE MASTER
Domark/Hit Squad

Once you're into the game, press
SHIFT, L and then tap the right
mouse button roughly 20 or so times
until you hear a funny noise. Ahead
of you you'll see four boxes which
have magically appeared - shoot
either of them for infinite lives, all
ten keys, the end sequence or rock
travel.
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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 F10 to
skip levels.

SNIP TIPS

GOLDEN AXE

Virgin 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 to get three extra
lives,

JAMES POND
Millennium/GBH

On the first level free all the lobsters
as per normal and then 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 find yourself on Level &!
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LOTUS ESPRIT TURBO
CHALLENGE
Gremlin/GBH

For instance gualification every time
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 Twa's name. For something
slightly different, try MONSTER for
Player One’s name and SEVENTEEN
for Player Two's name to enter a
bonus game called Dux, a simple
shooting gallery affair.

MANCHESTER UNITED
Krisalis/GBH

Some interesting little snippets of
information here. Try pressing the
LEFT mouse button during any
match to go into the two-player
mode. The opposition will turn rub-
bish making even the toughest team
easy to beat. Also, for the more
insane out there, press CONTROL
and ESCAPE during any game to lose
5-0. Hmmm, very handy.

NMONTY PYTHON'S
FLYING CIRCUS

Virgin Games/Tronics

On the high-score table type SEM-
PRINI as your name to restart the

game on any level previously
reached using the cursor keys.

PANG

Ocean/Hit Squad

Just bought this game on budget
and fed up of getting your bal-
loons busted already? If so, type in
WHAT A NICE CHEAT on the map
screen, If you've done it properly
the screen should go purple and
you'll be able to start from any
level. :

SHADOW WARRIORS
Ocean/Hit Squad

Press CONTROL, ESCAPE, F2, 5, C, J,
HELP, V, right ALT and the left
bracket key and the small ENTER

on the numeric keypad. The bot-
tom of the title screen should flash
purple. MNow tapping HELP lets you
skip levels while hitting 1 or 2 will
give the respective players more
energy and Q makes them invinci-
ble,
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Doctor Upchurch is
in. Please take a seat
and wait to be called
in. Mr Philpott, the
doctor will see you

nuwlll

To the Doc,
Could you please give me a cheat
from Project X7 It's very tough.
Thank you, David Philpott,
Pontefract.

I've spent many hours in consulta-
tion 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. Apparently
there are absolutely NO
cheatmodes in this game. Sorry.

Dear Doctor,
| need help on HEIMDALL. | am on
the final island of Midgard but am
unable to complete the guest as |
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,

Morwich.

Heimdall is a particularly persistent
complaint with many of my readers
s0 I'm glad to be able to print a
solution of sorts. There isn't an

TITUS THE FOX
Titus

Last manth we gave you maps, this
maonth we give you passcodes to this
smashing platform treat,
LEWVEL 1:

ON THE FOXY TRAIL
LEVEL 2:

LOOKING FOR CLUES
LEVEL 3:

ROAD WORKS AHEAD
LEVEL 4:

GOING UNDERGROUND
LEVEL 5:

FLAMING CATACOMBS
LEVEL &:

COMING TO TOWN

LEVEL 7: FOXY'S DEN
LEVEL 8: OMN THE ROAD
LEVEL 9:

HOME OF THE PHARAQHS
LEVEL 10:

infinite lives or level skip cheat,
sadly. However, if you've just had
your party killed off then select the
SAVE GAME option 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
aption. You'll find yourself back on
the items screen with 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 two
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 | could
help you, wouldn’t it?
Unfortunately, to answer your sec
ond guery first, I'm sorry to say
that there aren‘t any passcodes for
Gods. The game program randomly
generates a code and saves it 1o
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 outlook 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

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

4187

1350
9813
5052
2045

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
two 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 find a gold star, a cup,
a 5000-point fruit 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, transporter helmets are the
key to success. On Level 2 you'll
find 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 from the maching) then
trap and burst him to produce a

TIPS

TURRICAN 2

Rainbow Arts/Kixx

Use the HELP key to call up the music
menu. Rress 4 to stop the music and
then hit 2. After listening to 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

Virgin Games/Tronics

Bit saucy, this one. On the character
selection screen, type in WHAT A
GREAT LOAD OF BOLLOCKS (and if
you've played the game you'll know
what they mean) and then press any
number between 1 and 5 to skip to
that level.

GAMES SURGERY

gold star. Collect the star then the
transporter helmet.

WARP TO LEVEL 4 FROM LEVEL 3
Nice and easy, this one. Simply
walk along until 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 find 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 find out
how to do it for yourself!

My, my. After that lengthy con-
sultation | feel in the need of
some, er, ‘refreshment’. Purely
medicinal, of course. Murse, put my
calls on hold #nd inform all those
patients in waiting room that | am
unable to see them today. Glug,
glug. Ah, bliss.....

dINS

THE SURGERY IS NOW CLOSED
If you wish to make an
appointment to see Dr Upchurch
then piease give full written details
of your ailment and send them to
Dr David Upchurch, Games Surgery,
The One, Priory Court, 30-32
Farringdon Lane, London ECIR
3AU. Dr Upchurch regrets 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.

Sdlil .l







(Right) 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 fine. The
fact that they have an annoying tendancy 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 take-off abilities, allowing
him to pluck balls from the air with as much ease as he would were he the

Rocketeer.

european

Hot on the heels of the
Soccer comes European

remarkable Sensible
Football Champ, the

first half of Domark's terrace-orientated dou-
ble. This time the accent is firmly on action.
Jim Douglas is the first out of the tunnel.

t's clearly Domark’s intention,
with both this action-fest and the
more strategic Championship
Manager due on the shelves at the
same time to clean up in the
inevitable period of soccer frenzy
surrounding the European Champi-
onships. Euro Football champ is
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 in the back of his
opponent's nets before 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 which |
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

important to ensure that the star
player has as much possession of the
ball as possible.

An interesting feature is the close-
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
close 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.
50 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. 5o
much so, in fact, that the slightesty
knock will have him face down in the
dirt. Smart players will use these
momaents when the ref is either too
busy looking the other way or pick-
ing grass out of his teeth to chin the
opposition. If the referee doesn't see
it, it's not a foul.

I THE VERDICT

It's unfair to compare European
Football Champ to the likes of Kick
Off or Sensible Soccer. The original

Euro Football Champ is not the most sophisticated soccer game in the world.
Certainly so far as ball control goes, it's a bit 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. Aftertouch? Forget it! Thankfully, since all the other players
have the same lack of ability, there's no particular disadvantage, and while
at first it seems 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
ﬁ. time and time again. In particular, chipping the ball from the edge of
box.

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.

Publisher: Domark
Developer: In-house

£25.99 Out Now |

Joystick

MEMORY DISKS
512K 1

ITERRLL

i

1TVvV810041 NY3IdO0O¥N3

d NV HD




a big place. Where to start looking?

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

In the distance you can just make
out a hazy figure. Appreaching 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 get a couple of telling blows in
the nearby village of Lotharia. Oh before you can retaliate. However,
well, it's a start, isn‘t it? And pubs these brigands are no match for

your brilliant swordsmanship and
you soon have them lying in bloody
slices on the floor.

are always good for gossip.
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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 their brains or are they on
to something this time? David Upchurch dons beret to find out...

(Left) Creatures you meet will do
on# 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'll appear in a text

box at the bottom of the screen.
I 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 light. In an effort to banish
the dark memories of Morgoth
from the people's minds Jarel
decreed that Arborea be renamed
Kendoria. Life was good.

Then, one dark day, Jarel was
tragically killed in a hunting 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 malevelent Krogh,
a powerful sorceror, erected the
vast citadel of Ishar on the land’s
borders and is now using it as a
base to spread his foul influence
over the whole of Kendoria.

A hero is needed. Someone who
will venture to Ishar. Someone
who will penetrate its labyrinthine
depths. Someone who will find
and slay the mighty Krogh. Some-
one... well, a bit like you, | guess.

Ishar is, as you might have
already guessed, a pseudo-sequel
to Silmarils’ earlier RPG Crystals of
Arborea. As is becoming pretty

ong, long ago, the land of

The brave and bold Aramir sets off on his quest to rid Kendoria of the attentions of
Krogh. But first things first, Aromir must find Ishar, Krogh's seat of power. But Kendoria's

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 one of
larel'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.

Feeling fitter and healthier you
leave the pub and find the Jarel'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 Azalhgorm, the
spirit messenger of the Silmarilian
gods. He must be able to help, you
think. i mean, let's face it - if he
can‘t, nobody can!
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(Left) Most cities or towns have some form
ot shop in them. 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

(Below left) Fighting is simplicity itself. Make
sure that your warriors are holding a weapon
in their right hands then click on the Attack
icen to get stuck in. Spells are slightly trickier
in that they have to be pnp;rl:l l:uﬁir by
writing them down on parchment but are ’ I
just ’::'any to use in combat. Your party can g aeds s_"mr“"_
be arranged in a variety of marching forma- Devetoper: In-house
tions, so that the weaklings can be kept to A LT
the back out of harm's way.

!r THE VERDIC

Although Ishar's 3D system is, by and
1_‘ 'T.IRGH LY large, bog standard - the player can
¥ only move in the usual four directions
St "‘ E and the screen updates in ‘chunks’ -
T8 5% % 1. there are some tweaks that lift it well
above par. In forests and woods, for
j - ? F example, there's a great sense of
' ( @ik ] depth and a real feeling that you're
. ‘ moving through dank undergrowth.

ACTION'A "Tn.‘r MacTiona rm.:r‘ :1.:r||_1r1 ﬂT*ﬂ;_‘r: '-I:_'TIL]H Ta r"n.:r-. .rll_- 10K HTTM."I"J # The hordes of monsters are also a lot
; ' R i A better animated than those typically

ﬂ 3.5 !ﬂ el “%} fi':a“ *  found in this sort of game, which

5 ol TR A AN A T Stekzan W makes the task of fighting them all

T . : ‘the more involving and exciting.

L Sound is used well too, especially in

~ the dungeons where the groans and

~ howils of the inmates echo through

the cold stone corridors - very

~ eery! One of Ishar's best aspects

y is that it's a lot more focussed

~ than most RPGs of its ilk. IR ER l 1 ],

Since the gameplay centres 2
, around completing quests ) 2
 the game can often play ¥
" more like a murder mys- i B o

- tery than a hack n'
& ‘slash RPG, with the
Y | player having to hunt for clues and hints in
% order to progress. Having an immediate
'L' goal to aim for helps sustain interest,
. | although there can be times when you

* lose the thread of what's going on and
- have to mill around to pick it up again.
_ Silmarils is to be congratulated on trying
r. something a little different and person-
ally 1 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
M it's far more rewarding. Don't pass this
- one by - it deserves to be a hit.

much par for the course with RPGs ;

these days, all the action is viewead i%l

in first-person 3D. There's plenty of

all-out monster bashing to be had, i
: : il

as you might expect, but the main ik

thrust of the game comes from
solving the quests and errands that }_

%

[ s

you are set by various Kendorians
in order to find the mystical items
you'll need to defeat Krogh.

As you appreach the magi-
cal shrine, situated
betwixt four birches, the
ghostly face of Azalhgorm &
appears. The ethereal mes-
senger gives you three guests,
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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Woo-00-00! Dare you enter
the Risky Woods? Gary Whitta
did, and this is his story...

isky's a bit of a funny old word, isn't it? Unlike
R“Shwing" and “Cowabunga”, it's not yet received

worldwide recognition, and this is perhaps
because it's not a very good word. If it wasn't for Jim
Davidson and his hilarious "Too Risky” catchphrase and
that boardgame, it would be very much in the Vaux-
hall/GM 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-

-wmf ;m"‘“
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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 Il 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 | 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?

Treasure chests descend from the
heavens from time to time, offering
all kinds of wondrous goodies. Once
broken open with 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 more 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 fruit
that sends you to sleep, wasting
precious time or, most heinous of
all, a skull that turns the screen
upside down! Aiese! To make mat-
ters worse, the bad things aren’t
always bad - sometimes they may
deliver a handsome points bonus
instead, s0 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 end-of-world guardian.
The object is simply to slash your way
from left to right 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 infinite
supply of throwing knives - ideal for
offing 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 the 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.

SEOOM AMNSIY
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RISKY WOODS

Mothing too risky here,
just a bit of a warm-up
for what's to come.

Slightly more risky now,
as we enter the next,
darker stage of the woods.

Just like in that old favourite
Ghouls'n'Ghosts, each stage is
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 screenshot-joining
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.

B

L3

Lots of flying baddies in
stage four, including

A trip into town for the 1 Rohan travels into the
next stage, complete spooky castle, replete

demons and gargoyles. with hordes of city guards. with guards and traps.
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The next stage is much
the same, but with even
deadlier pitfalls. Aaieee!

it - A 4 ]
So far s0 good. Im at th
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The urban violence con-
tinues, with more hack-
ing frolics around town.

1 1 Finally, a danger-
fraught trip across
the desert wastelands...

[ ) R R thime o |
}:I ol ‘y ﬁ n I ‘I-;I :;.\*:“:-‘ 'v
- [ " Nk
i k IWE! L .
r.‘;ﬁ' 1. .Wﬁ
i -
ok ¥ N . Ly ‘ :
- R
e S WELCE X S N e

. e o o SR,

> .; i~; i-.-'!-"F' -\-"l;'h' i 'l*"{‘i"‘r‘gl*'“:l "

ST

Each level is guarded somewhere around the midway
point by a tower with a big starey eye on top. Called an
Eye Door, it's 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 inte two parts that are found arcund the
landscape. Simply collect both halves, then release the
key when you reach the tower to blow it up with an
impressive pyrotechnical display. If 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 if things get too bad, the Eye Key can also be
used as a smart bomb.
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Some meanies, when killed,
release a spinning golden
coin worth five credits. Duck
down to pick them up and
the_-,r're added to your bank
balance - but be guick as
they flicker away after a
few seconds. Rohan drops a
coin or two every time he's
buffeted by a baddy, and
the whole lot goes flying
when his last hit point is
exhausted, It's well worth
trying to keep hold of these,
as they're used as tender in
Ye Olde Shoppe at the end
of each level,

Risky Woods' end-of-level
guardians have a stage all
of their own - the
confrontation takes place in
an underground cave with
no platforms or ledges to
assist you. Each guardian
has its own particular
modus operandii - obviously
they get harder as the game
progresses, with the final
fight against Draxos being a
real killer - although there's
no major difference in the
way that you fight them.
They shoot at you, you
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 battling a
guardian, its own energy is
shown in the status display,
50 you can see at-a—gla a5
how many more hits are
required to kill it.

Ye Oide 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 four 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 smart weapon, costing 70 coins. For this you
get an unlimited supply of spinning fire-whee! things.
They behave exactly like the knives and chains,
except they're a bit faster and do more damage. They
ook good too.

AXE

Oh dear, a bit of 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 for dealing with enemies above you, but
not 5o 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-
Iy taster and more powerful, so well worth investing in
for a measly 60 coins.,

BOOMERANG

Now this is a tasty bit of kit. Complete with sharp
spikes, these antipodean lifetakers are superhly
effective in tight corners. They do, of course, travel
outwards in a siraight 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 just 160 coins.

ENERGY
Simple, this one. Energy is bought in single notches,
with each hit point selling for 20 coins.
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RISKY WOODS

After the likes of the excellent Myth,
Fire & 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-

Publizsher: EA
Developer!
Dinamic/Zeus

£25.99 Out Now

Joysticheyboand . .
i g ty trio. More hack'n’slash action than
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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. If

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

W
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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,

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. If 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, it 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 floating 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-erientated as, say,

Fire And lce.
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(Above) When you come across one
of the frozen monk-statues (each
level has a few, as indicated in the
status display), pump 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 lightning
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.
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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. It
gets a bit sguinty after a while, but
fortunately these sections don’t last
too long - they're just a bit of an
interesting aesthetic interlude.
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“Life in the fast lane can be crazy”
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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 3D angle has been worked so that the "blind"” goal is on screen
frﬂrn 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.

, STRIKER

ti no use. | just can't keep com-
|ng up with interesting intros for
soccer game reviews. | mean
what else is there to say? The answer
is, unfortunately, after half a dozen
similar sims in the last few months,

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.

by a Euro theme - the 64 teams fea-

ST RINE R

not a lot. Fortunately, however,
those fine people at newly-formed
Rage Software (all ex-Special FX
developers) have been considerate
enough to do something a bit 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 just as the

tured come from all corners of the
globe (ch that's right, because a
globe has lots of corners - more
unimpressed readers), including
America, Africa and Asia.

FUIRERTERD DUIRS

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 play, with variations of attacking
and defensive styles as well as
Robbo's favourite, the sweeper sys-
tem. Ooh, and don't forget the wind,

No messing about in this review - let's get straight out onto the pitch for

some instant action. Striker’s “friendly game” option allows you to bypass
the bull and take to the park immediately. The game views looks longways
“up” the pitch, scrnl.lmg in eight directions to follow the high-speed frolics.
the angled 3D view means that players run and shoot “into"” and "out of"

which varies in strength and direc- the screen. It's not a million miles away from playing a top-down game like
Kick Off or Sensible Soccer, although the pivoted viewpoint makes a notica-

ble difference to the way you play.

European Championships are in
full swing, Striker isn't limited

tion, and the three types of pitch.
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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, if 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

Detailed American-style match statis-
tics can be called up at any time dur-
not entirely accurate and the ball ing play, and appear automatically at
won't always land exactly as predict- the end of the game. They make

ed. 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.

PR D

(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.

U] R RN (R

Other set-pieces, like throw-ins and corners are more simplistic - just hit the
button and away it goes, hopefully to the foot of a waiting player in the
apponent’s goalmouth. Penalties work just like in Kick Off - an arrow skims
from side to side across the goal, and it's basically a reaction test against the
computer goalie, with the player hitting the button to stop the arrow where

he wants to shoot.

" E ¥

THE VERDICT

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 ITERRILL
and with the pitch markings on _

helps, but | can't help feeling that

the World Tournament option suffers & o
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.

Publisher: Rage
beveloper: In-house

£25.99 Out Now
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Another twist on the swinging-balls theme (this sounds familiar) is the clock,
who's pendulum will give Gomez a right thwack up the backside if he isn't
paying attention. Skilltul players will learn not to leap in fright into the
oncoming ghost.

fHE AD

(Above) By picking up a certain bonus
item Gomez becomes SuperGomez
(represented by the lovely twinkly
stars which follow our hera), 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 balieve you me,
there are plenty of them!

- \

Can Ocean pull off another Hudson Hawk,
by turning (although for entirely different
reasons) a movie which doesn't exactly lend
itself to conversion into a game into a soft-
ware funfest? Jim Douglas thinks so...

cean have finally worked out
how to put a decent mowvie
canversion together, They've
dane it with Hudson Hawk and they've
mow done it with Addams. And the first
rule would seem to involve throwing
away everything in the whaole mowvie
except the central characters. And on
the whole it works remarkably well,

In this case, Gomez has returned
home froam samewhere or other to find
the entire family (Wednesday, Pugsly,
Uncle Fester, Morticia and that old
aranny) 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 delight-
fully barren screen is far from as bor-
ing as it seems, and players willing
to explore this most dreary looking
place will find secret things beyond
their wildest dreams!

place has heen taken over by all man
ner of crazy little varmints!

Uniess 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 guickly. Using
the stairway as a central point from
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 of hidden bonuses and secret
rooms, giving the player a firm 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-
Iy similar to those in Super Marioworld
on the SNES. But there's plenty of orig-
inality in here too. 50 let's take a tour...
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i THE VERDICT

Identical in every way to the
PC original, D/Generation is a
fine 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 £25.99 Out Now !
experience like Cadaver, f
you're likely to be disappoint-
ed, as the puzzles are all limit-
' ed to one screen each (there's
_ﬂ-t' : no object manipulation), and
never ascend to what you'd
(Je noq Bio Iabs Smga OJCIRR col ey iticut. You'r not
likely to get completely stuck -
if 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

Publisher: Mindscap:
Developer: Robert Eﬂ_ﬁ

r. !leﬁgwhile Sk ek Ir:“quih'!1I a tougher than it is, and is just
combination of skill and thought to
complete, others are simple tests of hard enough to be compulsive,
4 speed and dEItEFit)". Take this corri- hut “ot h’tr‘u"g. Bmuse
y- gy dor, for example, which is protected i
8 by two laser beams that constantly it's not too hﬂw, it's very
bounce round and round in a square,
one inside the other. Getting through easy to have fun "“h' and
without being frazzled is no easy allows for five-minute throw-
task, and one that, like crossing the
electrified floors, is one that won't be ~ @Way sessions that you simply :
achieved by luck alone. It's all a ques- ’, :
tion of pixel-perfect positioning and [N have with other games in JVERRI L
:Jq.n_ precise timing. the genre, because of their N
3de i 3 )
. ng- d
ng (Below)The triangular wall-switches o lo g winde [ ;
play a vital part in the game, affect- ' : nature. £ :
ing everything from doors to the var- S 5 o, ' 1
ious security systems. Unfortunately, - s - - arthl"l".'f i :
each one’s individual function can o thlﬂg! are -
only be discovered by activating it, = =y
either by touching it directly or hit- sound, with

ting it with a laser shot. The most
simple kind simply toggle the

L3 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.

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
(Above) Neogens move around the make up the difference. u'ﬂlﬂltﬁlr. thﬂll,

Genog complex via the building’s
ventilation system, and the vents in D/Generation is a worthy addition to the genre that

¥ the floor pump them out with alarm-

A ks regulanlityy. Sifits MiAst e the it sort of belongs to, and has enough novel touches
o, neagens is not enough - there will to earn it a place near, if not actually at the top, of
e always be another to take its place.

he The only way to secure a room for your Shﬂppiﬂg list.

L good is to seal the vent by running

m- across it. Some rooms will only open

ith the door to the exit once the vent

has been sealed off.
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Two control methods are available. Classic and Special. Classic control

swifter clockwise/anticlockwise movement around the platforms.

will simply move the crocs left and right. Special control offers some

=€o0ol Croc
- Twins

Will Funk Croc and Punk Croc survive their
dangerous journey through sixty levels of
platform madness and succeed in their mis-
sion to woo the gorgeous Crocette? Only

you can decide.
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So far as becoming instant game cult
heroes in their own right, the Croc
twins are a more bearable concept
than most. They're actually rather
smart looking, with their stupid
grind and bubble noses. It's 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.

Alee! Punk Croc (the one with the
sunglasses) is on the receiving end of
an unweleme advance by, er, well,
it's rather tricky to tell. Perhaps it's a
chicken in a hat or something. This
leaves a rather golden opportunity
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.

< B B OOl |
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 in the style
department. Daisy Crocette finds the
two croc's so stylish and dreamy that
she can't decide which to, erm, go out
with. And since a three-way scenario is
clearly unsuitable, Daisy does the
decent thing and goes far, far away.
Being hot blooded crocs (if that's pos-
sible), the Twins
decide that one of
them ending up with
Daisy is better than
both being left alone,
and so set out, either
together or iIndividu-
ally, depending if
you're playing with a
friend or solo, to
track Daisy down.

Along the way, the
Crocs must turn on
little boxes of lights
and prevent nasty
monsters from turn-
ing them off 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 diffi-
cult very quickly, with the bad guys
turning out the illuminated boxes faster
than a Croc can turn them on.
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From the darkest corner of
the Mth dimension, comes the
hippest cosmos dweller
ever to take centre screen
Z00L-Ninja alien and
righteous dude is on his way
Hedgehogs beware! Q
& & Gremlin have produced

a masterpiece. 99

Amiga action 96%

& & Fast, action-packed
challenging
and highly addictive % 9
The Sun

COMING S00MN ON
AMIGA (1 MEG OMLY) AND ATARI ST

GREMLIN GRAPHICS SOFTWARE LTLC
CARYER HOUSE, 2-4 CARVER STREE
SHEFFIELD 31 4F%
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ove him or hate him, you cer-
I tainly can't ignore him. Well,
you can if you don't follow
football, | suppose. Yes, it's Graham
Taylor, former Villa boss, now stat-
uesque manager of the England
squad and the latest in a long line of
sporting superstars to lend their
name to a computer game. Appar-
ently, the pint-sized soccer wizard
did more than just sign on the dot-
ted line - Krisalis claim he actually
helped out in the development of
the product as well. We'll give them
the benefit of the doubt, although
the idea of Taylor sitting 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 game only. The
object of the game is for the player
to follow in the career footsteps of
Taylor himself - ie, progressing from
the manager of a lowly third-division
club to the very pinnacle of soccer
management England boss.
When you get there, the second
section of the game unfolds -

YORE CITY
DRAVID
LOMGHURST
18/42/1965

SFT 7In

HGGRESSTAN
S TANING
" FoOT
THACKLIMNG
PASSING
HOOTING
HEADING
SHEED

¥ DUERMLL ¥:

RAHAM
TAYLOR'S

- SOCCER CHALLENGE

And what a challenge it is! Gary Whitta takes it up.

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
international, and the first division
has been replaced by the Premier
League - although presumably you'll
need a BSkyB dish if you want to play
in that particular section.

| YORRSHIRE EWENING PRESS ., SATURDAY . 3RD AUGEST 1951
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(Left) Specific information is avail-
able on any of the players in your
squad - useful for when picking a
team on match day, although 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.

STRENG

AEDWE AUERRGE
STRENG

STRENG

LEFT

REDVE RUERWGE
WEDVE AUERWGE
REDVE AVERWGE
REDVE RUERWGE
STRONG

FIXTURES

Ton L erdvae

Much of the time in Graham Taylor
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
infermation on offer ranges from
the cbvious (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.

REEVE WUERWGE

L

in one of Graham Taylor's many
mildly-impressive graphic touches,
each match is followed 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, with the appropriate
one appearing for where the
game has just been played.
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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 highlight” 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-

It's all very well scouting for
talent, negotiating contracts
and pushing a pencil, but
when match day arrives, it's
time to put on the tracksuits
and indulge in some REAL
managerial duties. First up 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 right wing. When the
full line-up‘s been selected,
the team tactics are selected
from a bank of six readily-pre-
pared formations. Then, at
last, it's out onto the pitch!

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.

Like Domark's Championship
Manager everything is controlled
through a friendly point-and-click
environment - although it has to be
said that graphically, Graham Taylor
is considerably more lavish. There are
three main areas - Players, Manager
and Information, with a fourth icon
set aside for save/load activity.
Visiting the various departments
brings up a set of sub-headings
which in turn have their own menus
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.

EXAMINE TRANSFERS

Buying and selling players has always
been one of the funnest parts of
football management, and Graham
Taylor allows you to flex your busi-
ness muscle to its fullest extent.
There are two options - pop along to
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 approach his team directly and
make them an offer. The board
decides how much you have to
spend, and abviously the cash levels
(fees, salaries and the like) are rela-
tive to your position in the league.

{ THE VERDICT

When two deeply-involved football

management games arrive in the

same month, comparisons are

unavoidable - but unfortunately

there’s very little to separate Graham publisher: Krisalis
Taylor from Domark's effort. The Developer; In-house

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 - IVERRLL
it's amazing just how much the game

has taken into account, and how

thoughtful the player has to be a o
result. Returning inevitably to the

comparisons, though, there really

isnt 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
the way that success in Graham Taylor is more about
personal achievement than that of a team - given the
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 | just can't decide which of

£25.99 Dut Now |
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ICHAMPIONSHIP
= MANAGER

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?

omeone’s not giving me one
thunders

ended up having a triple heart bypass
owver it... it's no gravy train (unless you're

hundred percent”
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

Buying and selling players is where much of Championship Manager's action is at.
If you need some fresh talent you can visit the transfer market and see what's on
sale, or take pot luck and try te poach a player from another team. The program
helps you find who you're looking for by asking you to specify what kind of player
you need, what age, with what skills and hew much you're willing to pay. After a
quicki!} search, all appropriate candidates are displayed for you to view. If you
approach a player, it's first up to his team to decide if they want to sell, then up to
the player himself if he wants ta move. If all goes well it's onto the negotiation
stage where you haggle over signing fees, contracts and wages. Finally. if you can
get over that final hurdle, you'll have a new player. Selling players works exactly
the same way, but in reverse.

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,

MANAGER
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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 the period of
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 position, sitting there on the
bench in their warrm 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 are just as
you'd expect them,

with all the revelant 2 JPALACE

played, won, drawn
lost and goals infor-
mation provided in

the traditional man-
Rer.

{BOTTOM LEFT)Tactical
changes are easy to
make mid-game.
Players’ positions are
shown on a miniature
pitch, from where you
can switch them
around, alter the tac-
tics (all those
favourite 4-2-4, 4-4-2,
5-3-2 formations are in there, amongst
others), make substitutions and issue
general commands to individual players.
Thiz is where your real managemeant
skills must come to the fore, as decisions
here have a make-or-break influence on
the match - and you know how crushing
a defeat can feel.

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. 5il-
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 addition, 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?

TOTTARHAH

(ABOVE) When the Saturday or Midweek
fixtures have all been played, the days
results come in game-by-game just like
in the old World of Sport results
segment. Keaping up to date with other
team’s performance is a worthwhile
task, especially in the more critical stage
of league or cup competitions.
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There's no specific place to go to get soccer news - it just appears on screen when-
aver there's a noteworthy story. Anything of interest to your own club is always
displayed (such as injuries, contract renewal etc), but when it comes to other
teams, it tends to be only the bigger stories that are brought to your attention. A
particular example is transfer news, highlighting all the movers and leavers in the
league after each day's fixtures.
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Peter's adventure begins here in Pirate Square. This is basically the cen-
tral location for the first area of the game. And it's also the location of
one of the more spectacular puzzles. The significance of the crocodile
clock should be obvious to all Pan buffs.

lawyer who hates flying and )
has no time for his children star vehicle but the game has much more promise. Ocean, keen

needs teaching a lesson. A lesson in = i & o
compassion and love. So. Up pops a 10 be seen trying new game styles for their movie conversions
mysterious villain who whisks awa ¥ 4 - =
Baining's children to a mystery m:; try their hand at the Lucasfilm style graphic adventure. Jim Dou-
tion (Nevernever Land). Forced by the
newly rediscovered Tinkerbell to
return to this imaginary place, Ban-
ning must rediscover his childhood, regain his lost inno-
cence and accept his true identity as Peter Pan in order
to defeat his kids’ kidnapper who is none other than -
ulp - his old foe Hook!
While the gooey storyline might be as puke-induc-
ing as a punch in the guts after an especially big
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 pattern of puzzles and clues
emerges, with the player being given helpful pointers
by the various characters in the game and, should the
Soryline really grind to 2 halt, Tinkerbell herself offer- Hook's icon system is refreshingly clean. Five main "actions"

ng USEfUI_ad“_*{E- : j 1 line the top of the panel, while a scrolling list of abjects in
The action is controlled using the icon panel in the Peter's possession lies beneath. The faces of Peter and Hook
battom third of the screen and the animated Peter walks react appropriately to the action on screen,

around from location to location using the most sim-
ply point-and-click commands.

Peter Banning, stressed-out  The movie may well have been a bit of an over-hyped saccharine

glas takes a look.
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(Abhove) Peter's first encounter with
Hook is impressive to say the least. A
massive scrolling sequence ensues
assuming you're carrying certain
items to attach the wiggy
rapscallion’s attention. Then, having
set up a date for a big showdown,
Pater should make his excuses and
leave in order to prepare for his
mammaoth training session.

(Right} Having made a none-too ele-
gant departure off the side of Hook's
boat, Peter finds himself stuck
underwater. The mystical Shell Lift
seems out of order. Fix it!

(Above) Once at the top of the
Shell Lift, Peter can survay the
whole Island. But there's no time
for gawping at the scanery. Hear
down the branch »nd into

(Right) The Mever Farest! No
adventure would be complete
without a maze, ynd Hook is no
exception Using his skill and
judgement, Peter must make
sense of the serle wood (excel
lent music here) and find its
inhahitants

Aha! The Lost Boys, oiks of an outstandingly rough nature. Notice that their
plates are empty, yet they seem to be enjoying a mighty feast? If only Peter
could see things as they could...
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(Abowve) The Four Seasons, just
around the back of The Lost
Boy's place. All manner of useful
objects can be found here. That
branch looks interesting. And
what iz the chicken hiding?

(Right) Tinkerbell proves to be
an invaluahle source of
informatin for baffled players,
guiding them through their
strange new world whenever
she can,

L

{Above) Hmm. 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
blacked, the reason is clear.
here, the pirate won't let him on
the boat because he looks like a
lawyer, not a salty seadog.



Pubilisher: Dcean
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(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 through
in a dark colour and the chosen one being "spoken” out
in yellow.

nAans FIER
b |

(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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13!

FANTASY PAK
Crystals o Arboras Eﬁrm A Boston Bomb
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Zealand Siory Socoar & Emiyn Huqnu InI Soccer
£13.60 £
FINALE AL Mﬂm Gnn anﬂ:Eamplnmhb Courses,
Paparbay, Ghosis &Gobing, Ovarlandar & Cyclas & Powerboal
Space Hamar
EiT.
au E'I'ANDBGﬁ'
HINT BOOKS — e
Bards Take 1 or 2or 3 £1.
Buchk Rogirs ==
Dl ot e TS B e
y - r
Eg 05 ‘;w i Morsacs (3P & Crackdown
1.50
Kﬂ nn £2
DIEZY COLLECTION
Ey& TuBﬁI‘Nﬂar Fast Food, Kwik Snax, Magicland Dizz if'
s af The Lance Fantasy World Diazy & Tmm Island Dizzy
Heras Cusst E
IH"E" | HEW
mmcrkal
Indiana Jonas The Advenbure FOOTBALL CRAZY
s Cunet ] or Hordordon B Kick O 2 World Cup, Final Whistia & Player

SIS

Palici sl
Wu-mﬂﬁﬂm’
v F'ulr-iu-u e ¥
el of e Bilver Blages i
adow Sorcars  MEW
lii_l:ﬂuazu 1or2ord
Litima 5 or & F- T
ORDER !ﬁm AND INFORMATION
All orders sant FIRST CLASS subject to availability. Just fill in the coupon and send it fo
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OMPETITION

\

et's face it. Even the most caring owner's
I 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-
W i e ing hours as the machines in The One’s office,
bitalnnutie o RN R e B R e it's probably looking a little worn and torn.
' A i 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 20Mb
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
out on such a good prize ourselves and it's only
because Rage are such top generous fellas that
we're doing it.

And the reasons, of course, for Rage's entire-
ly characteristic fit of generocity are two-fold.
First, in case there was any possible chance that
you hadn't already 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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WIN:

A New AGOOHD
Worth £500

In our skillful STRIKER COMPETITION Thanks to

THE PRIZES

None of your rubbish here. We're talking brand new
ABDO, all new, custom-designed, air-cooled, 16-valve
300BHP Amiga here, complete with internal 20Mb
hard drive. This is an Amiga for the 90s - a leaner,
meaner machine. And quite apart from its aesthet-
ic appeal, it's worth about £500 too. The winner of
the competition will get the AGOOHD and a copy of
Striker from Rage. Ten runners up will receive copies
of the game.

RULES

This competition is not open to the employees of
EMAP Images or Rage, their friends or relatives. The
competition will close on 21st July and the winners
will be notified shortly afterward. The Editor's deci-
sion is final and no correspondence will be entered
into. Mo 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 know the spot the ball competitions? 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 for 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 to the mix. Instead of simply
putting a cross wherever you think the ball might
be, we want you to identify 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
2 game. The next ten will get the game.

THE COUPON

fill in the coupon, cut out the picture and send it to:
itriker Spot The Ball, The One, Emap Images, Prio-
% Court, 30-32 Farringdon Lane, London EC1R 3AU

COMPETITION
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: z |CREDIT CARD ORDERS HOTLINE (0908) 11442
Microdrive UK Litd s

MicroDrive UK Ltd.
22, HIGH STREET = a P&P is included in UK. Europe add £2.00 per item.
VISA HANSLOPE ! ! Elsewhere add £3.50 per item.
MILTON KEYNES MK19 7LQ

ALL ITEMS SUBJECT TO AVAILABILITY EAOE

BOARD GENIUS
4D SPORTS DRIVING................ £1650 KNIGHTMARE . e 105D
AFTERBURNER................... £6.99 |5 bRIVING . ._ . £16.50 KNIGHTS OF THE SKY................£22.50 Scmﬂsﬁi’ﬁt EEEE%JQSK
A320 AIRBUS . " £2250 LAST NINJA Wl..oorooooe e £17.50
i R R = Y ABANDONED PLACES . £18.50 LEAMDER........ E17.50 £18.99
BARBARIAM 2.....coveeirierennes EEE’Q ADVANTAGE TENNIS....... S ] LgﬁEngFTEHIS'NGSUH ...... E‘: gg
A10 TAMK KILLER 15" .................£21.50 L HE RISING SUM ........ : DOUBLE DOUBLE BILL
BUBBLE BOBBLE...............£6.99 | AFRIKA KORPS oo, e E16,50  LEISURE SUIT LARAY 5 ............... .£21.50 TV SPORTS FOOTBALL
. ALIEM BREED .. 1750 LOTUS ESPRIT GHALLENGE I .... £16.50 '
BATMAN THE MOVIE........£6.99 | cony .. .. £1750 LEMMINGS.. e £1850 | LOR DSN%ZT_IH_E QI!-‘SCI:':IF:SSUN'
ANOTHER WORLD ... £16.50 LEMMINGS DATA DISK..............£14.99 wi ;
BATMAN CAPED CRUSADER.£6.99 o, o 10 THE FUTURE NIl ... £15.50 LIFE AND DEATH....................£16.50 BASKETBALL
BABY JO_.. e G1880  NUAGIC POCKETS ... £18.50
PNITRER SO 1o L0 o ARRARGNY.. - £16.70 MAN UTD EUROPE .........0.........£15.50 £21.99
CHUCKIEEGGIl.................E6.99 |BIG R e B1650 MEGA LO MAMIA ......................... .E20.60
BILLY THE KID........... e B16.50 MEGA TRAVELLER ... E30. 50 HAIHBDW CGLLECT'D"
CYBERBALL «...o.oeoomeecenen. .£6.99 |mIRDS OF PREY ... o E2350 MEGATWINS. ... . cco........E16.50 NEaiuggkfﬁ%ODBsE#gﬁY
BLUE MAX... .o e B19.50 MEGA FORTRESS® ..o E19.50
DOUBLE DRAGON.............£6.99 | g UES BROTHERS .................£16.50 MICROPROSE GOLF..................£23.60 RAINBOW ISLAND
BLOOD MONEY £6.09 | BONANZA BROTHERS® ...............E16.50 MIDWINTER I .oovoooosroeoeron £22.50 £14.99
e ey Bt L L BRIDES OF DRACULA .. LGE1850 MOONSTOME .......cccevameranerranereee £ 1850
FANTASY WORLD DIZZY .. 6. CADAVER. ......convumrnsnnnes o1 5.50 MIGHT & MAGIC® .......onmimmmmnnrrine £20.50
AT WG iy CASTLES............ e 2050 MOMKEY ISLAND I .......ooceevecsr. £19.50 GESHSSEEIE;
FORGOTTEN WORLDS .....£6.99 |CAPTAIN PLANET ... o TS DA o cxiovaratsidiroses s osdniamsiesnnet 1 850 ;
CHADS ENGINE _......ooccoooonrinrrannad £19.50 OH NO! MORE LEMMINGS ..........£15.50 MICROPROSE SOCCER,
GAUNTLET ll.coocuinarnismnssanns £6.99 |GELTIC LEGENDS ... . £2050 OUTRUN EUROPA ...........oocricrn... £16.50 FOOTBALL MANAGER 2
(SCOHEAT ............. o B1950 PEARGUS. ... oo osomsissmissssstsen N 6250
GHOSTBUSTERS I........... o000 o e g Sy o e g4 FOOTBALL MANAGER
COVERT ACTION® ... o..o...............£21.50 PGAPLUS......... e 2950 WORLD CUP EDITION
HITCHIKERS GUIDE .......... £6.98 | oS FOR A CORPSE . "£16.50 PITFIGHTER.. e AR £12.99
DAYLIGHT ROBBERY" .................. £16.50 PLAYER MANAGER...................£12.50
LABTNIMAL e R | e T £19.50 POPULOUS/SIM CITY .ooovvvccernns £20.50 THE QUEST FOR
MOONWALKER oo 600 IDASBOOT .o £19.50 POPULOUS Il...cooooooeoscs e £19.50 ADVENTURE
DELUXE PAINT 4...... R L £58.50 RAILROAD TYCOON .....ccoccorinnn . £23.50 OPERATION STEALTH
OPERATIOMN WOLF.............E6.99 |DEATHERINGER .. verane B850 FED BARDN® .....cosmvossissmsisminnsmenasans MEAN STREETS. INDI Ah'l A
D-GEMERATION® .........ocomesnsmsranst £16.50 REALMS ........ )
PAPERBOY .......cconimninanina £6.99 | piSCIPLES OF STEEL ................. £19.50 ROBOCCD ... JONES LAST CRUSADE
DOUBLE DRAGOMN I oo £16.50 ROBOCOP I £24.99
PREDATOR Il .coocvvniininnnnes R e . £1650 ROBOZONE . AR
ELVIRA Il . o B2250 ROBIN HOOD......oneeeesssnrseessssssrenens 161
zﬁxiﬂ!@umﬂ IIIIIIIIII z:z EVE OF THE éEHoLDEH e gagléf}”qr‘ﬁﬁﬁﬁﬁfﬁﬁﬂ? """""" Sy | ' DUBLE ARG SR
""""" ™ | FORMULA 1 GRAND PRIX ... £23.50 RUBICON®............ NINJA, SHADOW WARRIOR
BICY CHABE.......cooosissmsnisg £6.99 |F-15 STRIKE EAGLE l....oocovriccrrannas £22.50 SIM EARTH" . S R 1Y £14.99
F-19 STEALTH FIGHTER............... £17.50 SIMPBONE..........occsasscsmsmmansasns ;
SPEEDBALL Il ........c...cce.....£6.99 | £.417A STEALTH FIGHTER Il....... £23.50 SMASH TV.... Tléi‘h‘:IHSTJ‘;LIIEEIL gg;:;o
E-18 COMBAT PILOT ...................P18.50 SPEEDBALLII... ]
SWITCHBLADE ..o £6.99 | £ACE OFF ICE HOCKEY ............. £16.50 SPACE AGE 2*. RAGER, GT-FOUR RALLY,
FINAL BLOW". T £16.50 SPACE 1888" ... LOTUS TURBO CHALLENGE
S st £6.99 | £ INAL WHISTLE ™™ £7.50 SPACE CRUSADE ... £10.99
WATERLOO ..o oisirsinnnnn 06,00 | FIRST SAMARAI ... . £16.50 SUSPICIOUS CARGO... -
7.0UT B FLIGHT OF THE lNT'FtLIDEFI B 1850 SHUTTLE... SUPER SEGA
| e P .99 | FINAL FIGHT ... e £16.50 SPECIAL FORCES...
FUZZBALL ... ...£1550 SPAGE QUEST4".. SUPER MONACO GRAND
GAUNTLET 3° ool £16.50 TEAM YANKEE ......... PRIX, GOLDEMN AXE,
— GERM CRAZY .. (E2050 TEAM YANKEE 2 .. CRACKDOWN, ESWAT,
GoDs ... . JE1650 TERMIMNATOR 2.........coce. SHINOBI
HALF MEG UPGRADE & CLOCK...£24.99 | GOLDEMN AXE.......cocooersueriarmsemseneas £16.50 THE GODFATHER .. = £20.99
4 PLAYER ADAPTOR e70n JOUNSHIP 2000% oocpmrermimsserrermes £20.50 THUNDERHAWK AH 73M.. . .
ik Te HARRR e £16.50 TV SPORTS BASKETBALL............. E15.50 AIH, LAND AND SEA
40 LOCKABLE DISK BOX........... £6.00 |HARLEQUIN . e 1650 TV SPORTS FOOTBALL......covvecnve £15.50 FA18 INTERCEPTOR. 688
HARD NOVA. oo E16.50 ULTIMA VI .. T R '
80 LOCKABLE DISK BOX .........E8.88 | Lemn QUEST ..o £16.50 UTOPIA.. Y ATTACK SUB, INDY 500
150 POSSO STACKABE DISK BOX£17.89 |HEIMDALL ........ ) £20.50 unngn PnFlESSUHE‘ .................... £16.50 £22.99
HUDSON HAWK ... oo £16.50 VIDEOKI
BOX 10 BULK DISKS .......cconvvvvnes £6.99 || JONES FATE OF ATLANTIS.......£19.50 WOLF CHILD..... : DIZZY COLLECTION
BOX 10 SONY BRANDED DISKS ... £9.99 |IT CAME FROM THE DESSERT....£15.50 WOLF PACK .......cooovvmmininins ... E16. FAST FOOD, QUICK SNAX,
J WHITE SNOOKER....................£1850 WORLD CLASS RUGBY ....... .. E16.50 MAGICLAND DIZZY,
DUST COVER......cooonvnransmniiinans £4.99 liicK OFF I ... . E1250 WORLD CLASS CRICKET.............. £16.50
MOUSE MAT e389 |KINGS QUEST V EDAE0 WANOE ..o " gisso| _FANTASY WORLD DIZZY
o 2599 |MINGE CLEST ! g pprpniice Tt c2150| TREASURE ISLAND DIZZY
NAKASHA MOUSE.................£27.98 | KILLING CLOUD.............. £16.50 WMF. WRESTLING...........r.corec. £16.50 £16.99
QUICK JOY MEGA BOARD ... £21.99
QUICK JOY JET FIGHTER......£izas | GAMES MARKED
QUICK JOY TOP STAR............ £20.99 WITH A * MAY
QUICKSHOT PYTHON ... oo NOT YET BE
(MICROSWITCH)...ooooovvrovecernns ¢11.99 | AVAILABLE AND
s WILL BE SENT 24
HOURS AFTER
HEETAH 1254 ......................EB.00
& o RELEASE.

T e e




Pockets empty? Moths in your wallet? Completely, as they say, brassic? Do not despair,
‘you don't need to be an international playboy millionaire like juggling Bob off the

Foster’s advert to have a good time with your Amiga. No no nof Por as little as five

(well, eight quid actually), you can buy yourself just as much fun as any of these so-called

“full-price” products have to offer. Unfortunately there's not much in the way of

original

stuff this month, and it's re-release city all round. So if you missed ‘em the first time

round, here's your second chance to snap them up - or, if they're crap,

Let's take a look, shall we?

The Hit Squad £7.99

usting balloons may not exactly
Bsnund like a top idea for an

arcade game, but in the case of
Ocean's conversion of the little-known
Mitchell coin-op, it's an absolute stun-
na. Originally awarded a healthy 90%
back in the October 1990 issue, Pang
i5, like Toki, Plotting and Beach Volley,
one of those rare gems to come our
way from 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 from a world map around
which the player travels), with the
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 bottom 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 for a multitude of more
enhanced models, shield yourself from
marm, freeze the balloons for a short
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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 all good arcade games
should be, and looks and sounds abso-
lutely lovely. It's by far the jolliest little
game | 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, without a
doubt.

TINKY RATING: 90%
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| ZOMBIES ,- o
; FROM TH E nke . 1|ir-1-:_4. rlll.ll;IJI.JTI..- 4'rr~r.'
I‘ YOu... IT 1 .

!

|

!

| cRYPT ot 0 X
GBH £7.99 throwing knives), explore the various [ oy Ly

hy do they bother? Com- 5 and ¢ . kil G ¥ ¢
panies trying to do ‘scary’ o ! L L ing ik ; H
horror games, | mean. They There are f: e plat n elg ; ' ‘

| 2. 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 ] like

i Crypt, a game that supposedly pays 8 alt 1 this can't g N - I ¥ - ‘ﬁ

f homage to the classic horror flicks C 1 as- g i e

! of yesteryear. In it you play a hapless sicp action is @ . i L
hero who stumbles into a creepy , gl - oS
mansion in the dead of night (oh } NG J ; 4 ;s ? el e NS

yes, because that sort of thing hap-
pens all the time) and then has to try

and escape

)

" ¥
...... e e k L L I -
NIGHTBREED: THE ACTION GAME
The Hit Squad £7.99
- - . . cessful licences of recent times, execution equally. There's nothing iou-RE noMMa
b r i . '? 1 ] ¥ 1 1 ; b _‘5 CRIE T g ._'9 5
* s - = | Of course all this would have been  here you haven’t seen done better a
i p entirely forgivable had the game itself dozen times in the past, and the |. ' -
| R T T been any good, but unfortunately graphics are sloppy to the point of o ‘
. | | ? this isn’t the case either. It is, in short, positively off-putting. A couple of |83 - v
[ W e I| " guite a poor attempt at an arcade nice ideas, but ultimately depressing, [ 1= _*
4 r L adventure based in the loosest possi-  dodgy and deadly dull. Horror Zom- 1 4 R
i 9 L
L | ble fashion around the ill-fated bies From the Crypt is better, and d
i '"i” '"*’"! 7 movie. The player is cast as Boone, that's saying something. L
- the human hero who must venture

through the bizarre underground TINKY RATING: 45%

ops. Ocean obviously kingdom of Midian to rescue the
. omﬂught the Nightbreed was  Mightbreed, a freakish race of mutant & - - : Al
going to be a mega block- humanoids from a bunch of neo-nazi E; { 3 [ p‘-s *_.r\, fs % !§‘
i buster at the cinema, comissioning cops who want to destroy them o ’ i
| not one but TWO games based There'salso asub-plot involving your
i around Clive Barker's pseudo-horror  personal confrontation with a serial
| flick. Unfortunately, as it turned out, killer, but basically all it boils down
i Nightbreed was little more than a to is a sideways-scrolling arcade ( 4
i mediocre and rather shabbily- adventure cum beat'em-up that sees : =
i arranged film that died at the box you constantly trying to fight off no o 4
l office and... well, that's about it. The end of perils (various groping mon- : . k4 -* i s
law of averages dictates that for every  sters, cops with flamethrowers etc) [ 1.\“-,1; I 5 ¥ 1 —
Total Recall or Terminator 2 that while delving deeper into the maze- i *'{" Rl AT L
Ocean signs up, there has to be a  like subterranean world. ; B . . :
Mavy Seals or Darkman as well, So, Given the film's potential for game . W .
what we have here is the action-ori-  conversion (yes, it did have some), 7% % : [ E ! 7\175’ g 7?
entated interpretation of one of MNightbreed is a surprisingly poor - : i i ; :
~\:Z:n:eauff.‘ more spectacularly unsuc- effort, lacking in imagination and '
= 104 )
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Mot CHAOS POST NO DIAL o A o TIP_

MONEY
STRIKES LETTERS “heats, Tips , j
NO CREDIT BACK INSTANT Cheats, Tips, and Game Solutions

CARDS ONLY £15.99 SERVICE CHEATS GALORE

RER 0891 101 234
BARD'S TAl N £10.99 LIRRICAM = JI Y £a an ekl = n .
S~ UL SEOER FUMRICAIR ONLY £6.50 MEGATIP GAMESLINE

A 0891 445 987
LL GAMES ORDERED ARE DELIVEREDTOYOUR || R o p

DOOR, CASH ON DELIVERY WHEN SAFELY RECEIVED! 0891 145 786 .

F‘HDP"JE D 1 armasa nona ALE5 -‘}]I{;It II"'II.I“INI‘:
81 769 9568 normal P Rat 0891 445 985

SHADOW OF THE BEAST 1 AND 11
BARBARIAN 11 SOLUTION
0891 442 022
FIRST SAMURAI HELPLINE

USE YOUR [T 40t TREASURE oy 9891 448 926
VOICE 'MEGA=DRIVE. ISL&ND m‘m MAGIC |;:4.,11}lyjl!l?;girlr|..-tr~un |

: Ly e 0891 445 928

T0 T o
OUTORAW | e N iz’ Ly COMPUTER FUNLINE
THE e m c 5. 0891 445 799

DEAD CUNFIGHTER| /= (e T |2 W WHIZZ KID COMPUTER QUIZ
*. WIN BIG f ' 0891 101 255
CASH PRIZES] C 1K %]l FOR INFORMATION ON ALL OUR
* - —~ HELPLINES
0891 145 9041 ,

" Cpan Early until Late, 7

215 Amesbury Ave, ‘f-.trp'atham, ':':W" 3BJ

ALL LINES UPDATED WEEKLY
PROPRIETOR:- Jacquline Wright, P.0O. Box 17 Ashton-Under- Lyme
Calls cost 36p per min at ‘cheap rate’ and 48p per min at other times [ [

¥ you are under 18 years of oge phase obtan permbssion of whoever pays the phone bil
INFODIAL POBox 36 151 41N Call charges 360 Per Min Cheap 480 Per Min Al Other Times

* REVOLUTION IN FOOTBALL MANAGEMENT #*

= MATCH/STATS Your judgement will be put 1o the test THE
in this LETRIL L 4 minute maich/sias simulstson agminsl
acurately simulated opposition. This is the measwne of
wiour feam and youwr most reliable source of information M[DNIGHT
Ihere are displays of: match flow, two leams, player
with-the-ball, injures, disc ipline, substitutions, in-match
lactics, goal scorers. possessson breakdown and OIL
peronmance assessmenn

B . . % M P REVISIN ONE
"(The Midnight (il) treat soccer in the sophisticated way ;
v The: best just got better! All wpdales that have been made

Americans treat their national games," -The Guardian to Division One 92 over the last six months, In addition Tel Sales:

THE GAME Everyone has their own ideas on whal makes a soccer team “tick”. Here is e masch screen has improved, opposition team info

the opporiunm al il practece y deas. Operating from the F-:':_-I sh 121 -"\-|'l.ll|l|:.'l| i I".III\'\I|'\-\.'iIII iransler market pdded and a few 0433 ?2193—6
dirvision you must build a squad § - for the league title, the FA and League ( ‘s ITEHE FIROT hanges. An edit program and a = %
and the 3 ]'|.|u||:_-.||| rophses, And as pluyers age, rebuild the feam while holdimg off customisalion program have also been added. The Fﬂ

relegation, manual has been expanded and the packaging improved. i R I
SQUADS TRANSFER MARKET I a 3 sgquad svstem | st team squad, reserve sipuad EDIT PROGRAM. Edit the 1zam and ors that make _ NEK'I DA?

[
amdd youth squadl, use the contineous imake of youth plavers and training progrm to up hvisaon Une. Produce your own Davision One, or VIS4 DELImT'

J

create o squid whose skills reflect your ideas . Supglemient these skills with ca arefully Sooilh &, Brtish Leapgue, }-||-'.-|\_-.||| League,

selected transfer market atquisations, As they age, velerans lade and youngsters develo il Cierman, shyFremcly n,..ec,, eic. Or even make
Eeep an eve on the changing skills of vour team up a league of all the best icams FOuU'Ve ever seen 3 e oy v —y
SKILLS Al players have a balance of 5 skills {mo "skill levels™) which you must develop  CUSTOMISATION PROGRAM Customise the 45 l ():“} [;';L h-‘il,l::h
by experimenting with your team. Even muore impartant will be your judgement about the  man starting squad. Use your own favournte plavers, or ||'| f "';'[| i|'|ilr|'|1 Oil

i

eflect of the panticular team balunce or skill combanation on the outcome of the maslch, amd  your local swde. How abowt s squad with Pele,
ibsequently a season of foaball. Suitable training can developfenhance skills Beckenbauer, Best, Cruyll, Maradonna [De |-|[ T
WHAT IS IMFFERENT ABOUT THIS GAME? o
Diivission Ome 92 transfoms the soccer mamagement game. You can concentrate on the Tootball, Experimend with plavers, fomstions, eam :.--.~ Buikd your dresimn squad 18, Hazelmere Road,
and check itout in a 1el¥ il u.-II: pueicup [ooihall. M resulls are Hjue soccer nsatch. Every pass, tnckle, shot eic. is determined by the || Ay klh.‘ nage "'l-fl-‘ g.'R'\

LL) -"--|- = I Ruemes march ilts. Mental ars |II i | o dumped. Foolball kmowledge is the namse af the game

Hewdeouch V3 has been described ws "the best game 3 days delivery

ever put onto a computer”, It is the complete American | —_—
Foutball game, & mulli season epic with the very best Please supply:
strategic elements of the real thing, You will call the

plays, devise the gameplans and develop the team. HC Direvl
Use the first seison (2 pre-season games, 16 regular Amiea ™1 ™~
season games, and the play-offs) to discover your 45 b
mian saquisd of players. Then exploil the college draftio | | Amipa | Mg 7 7
improve the team and expand your game play to beat i
"When it comes to the 4th down Headcoach has the yery liout the NI cam throw at you, Atari 5T ) 7

it".'"Headcoach' "TY Sports Football' ' h head.’ 0% 005
Jiga ead to Players will age sed teams will Fade (a plaver will las SRR 4.:,.| el f !. J,'.J,'

(Pop COMP.) ;o0 6 sensons), bur you will siay and rebuild ..




CHEAPOS!

Action Sixteen £7.99

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 product) get the chance to
enhance their enjoyment of the Maxis
classic at a far more appropriate price.
The three disks are, in no particular
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, with the game logistics fiddled

und with appropriately. Architecture

satures Future USA, Future Europe
and Moon Colony scenarios, while
Architecture 2 boasts the chance to
play around with Ancient Asia,
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 the other
hand, is a far more involving package
that allows the user to design his own

worlds and landforms from scratch,
creating rivers, islands, trees and other
atural 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 5im
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%

| -|+|-[

[+ 8
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, CITIZEN DOT MATRIX PRINTERS

INK JET AND NOTEBOOK
LOW PRICE 9rn PRINTER
ALWAYS A GOOD IDEA | [Sorepaha e
(Siica preserts some geat] FREE DELIVERY

) 144 ces 80 cowumn
offers on the award winning Mex Uy - Anwhers in fie LK rasiand .

Citizen 1200+ - 9 pin - 80 column
1 Diraft, s NLQ

range of high quality matrix FREE STMH K'T vy o

printers from  Citizen. Each Wrirth £5%.38 - With ey Cilizen grimar

4K Printer Buffer + 2 Fonts
Citizan ter is built in the UK {Enciuding iniget from Sdica

Eamn‘sf or Senal Inferface
raphics Resolution: 240 x 240dpi
to exacting standards, ensuring 2 _TEﬁH WAHRAHI Y

Gilica ofter a 2 year warmanly (inciuding e

kel Epson and IBM Emulation
superb rekiability and output. pranier head) with every Cisoen printws fom Sdicy Pull tractor & bottom feed

Qur confidence in  Citizen's WINDOWS 3.0 FREE Silca Printer Starier Kit

quality s such that we are e g RAF ... E100
pleased fo mcl.rdem a %ﬁl'!_u":ﬂr includled wiih the Sikca Starter Ki SILICA STARTER KIT £25
guarantes with every printer. L R TOTAL VALUE: £224
Plus, if you buy a Citizen FEQFMEH-;HEUDENOWHEﬁﬂﬂ%.'T SAVING: T100

| +VAT= £135.13 ref PRI 2120 ]  smpapece 6015

Tha Citizen 1200 peinler comss suppliod with & parliad
inleriace as siandand Hzﬁym requing & senal inlerace instaad,
plaasa stabe ral; PRI 2125 when placing your ordar with Silica

. ”

24 rn PRINTER
NEW! e

LIMITED T
OFFER )

printer {not inkjet) from us, we FREE HELPLINE
g“'[ﬂlﬂgapf Eﬁu ?:;uﬂh Egg? Technaal suppart halpling open dusing offics hoars

| FREE OF CHARGE! MADE IN THE UK i

Latires printers ate masulaciured o Bigh standand

-

192 crs, ., 80 coLumn PRINTER + SOFTWARE + COLOUR
LI Drandl, MO Dval, 48cps NLQ "

© G Prier Gier + 3 Forts | & 3K Frmer Butler + 3 Forts i S as i W o
& Parafie! inledace ! * Paralls! [nierace ] ® 8K Prntar Biffer + & Fonls LT AMm 1. AP FACEA . o
* Graphics Aesolufion. 240 x 240dpi ® Graphics Aesolubion: 240 x 240000 s Parafis Inlsdace AIURE TYPE MAAMIER T1. 18 (Funts) £ra
# Epson and 18 Emuwation ® Epson ang (80 Emulanion ® Graphics Fesciulion. 360 & I60dp TOT PALLE. TR
* Caiour Clption avalable : Colour Option_ Avaitabis & Epson, [BM & NEC P& Emulation -“;:;%

® FREE Colowr Kif

Suad
& FREE Siica Prinfer Stavtar Kif ™
® FREE Lofus AMY 7.2 Word
Processsr and DTF package
& FREE Adobe Type Manager ¥1.15
r

mr RPEATR it ]

COLDUR &I ............0000. 041
i £189

TOTAL PALLY TR

SN ER

&1iCA POILT- E105 AT [RET.0N vl PRI 2310

—_—

| Lot + Adohe sofwis i lor PG only on 317 oisk Huls CI1A 08wt PRI

FREE! i

F

WORTH £29°*;
This starter kit bl help you fo gt s
WU a0 rarnen Wi pEOr dew le S
2en dob malin or shichonk H by
primlr when you buy £ feem -

Silica Syrlams.

® 3 Disk - Aniags b 5T Driwiny
= 0 - (v lor Wiadows 1
= 3 heiw Paclel Privier Gable
= 0 Shewh ol Conbesas. Faper
I Covrines Adines Labely

1 i
ps 80 coLumn

7 i J‘f' |
360 crs 80 coumn | 64 cPs 80 coLumn | VS

192 ¢
® Cllizon 224 - 24 pin - 80 column o Citiran Projet - inkiet - 80 column | @ Citiren Mofebook Printer Thot bl it s pingae
® 192cps Dralt, Bdcps LO ® 380cps Dralt, 120cps NLO ® fipn-impact Prinfing on Flain Paper fior i demiga, which draraficaly
& 8% Prinfer Buffer + 4 Fonis L] ® 50 Mozse Head - Whisper Quset 4704 | ® S3cps LO - 4K Buffer + 2 Fonls L
® Paralal Intertace . ® 8K Primler Bufler + 3 Fonls :WWMPWLMW
* Graphics Resoluion: 380 x M0dpi | Graphics Aessiution: 360 x 36000 * Optional HP Compatible Font cands 'Gwmmmmﬁ
® Epson ang I6M Emulation ® Epson, IBM and NEC PG Emuwanon || & Paraiel interace ® Epson, JEM, NEC P8 & Clisen Emedation
* Colow Cption Available ® Coipur Option Avaiisbip * Graphics Resolution: 300e3000p! ® Poweed From hans, Batry o Car Adaplor
® FREE Siica Prindey Starter Kit ® FREE Siica Printer Starter Kit & HP Dasikjel plus armwation ® FREE Sikca Prinar Siarer Kl
[T o) R fani ARP L [ P . S
BILICA ETRATER 01T 78 SILICA STARTER KIT £35 FOTAL W&SF [486 LA SIMATIA T T

oL WAL T TaTi WALUE T = s TOFAL VAL D80

SANG E56 LA D15 SAICA PRICE ED0 Bdvoeg: £101

SN ICA PNCT: £198 U PRICE: 3 SMICA PRICT: ETAR

L <VATa CEI B i PR b 5 VAT G L . Pl <WAT= [35 ) rel PRI EIEG,

MAIL_ DRDER: 1-4 The Mews, 1'|i1|'|E'|"|Ei|l Rd, Sidcup, Kent, DA14 40 Tel: 081-300 1111
Clachar o0 Mo Lals Dy Fax Moo DEI-308 0608

l SI LICA S'YSTEMS OFFEH YOU ] ﬁw%m W!-Mm-ﬁmﬁz TnlmmmuEmEHMan WiF 08A Tel: 071-580 4000

& Mon-Sisd B 30mm-6 Fax Mo O79-323 4737
FREE OVERMIGHT DELIVERY: On all hardware orders shipped in the UK mainland, : ; pE— don. WiA 1A :
TECHMICAL SUPPORT HELPLINE: Team of technical expents al your sarvice. e o a4 o0ue s (1 P, (o Ctvet Lotin, Wik TAR ok W01 7250

L

L ]

® PRICE MATCH: Wa nommally malch competiiors on a “Same product - Sarme price” basis. SHOP: 14 d. Sidew DAY4 d0X  Tel:

® ESTABLISHED 12 YEARS: Proven treck record in professional computer sales, SIMEI;EM Howrs:  ivlon-Sal 5W1T$nmgm' HNLE.E.:W‘;E Fray i3 T E.,u hl;ul::qllg-;o-gﬂi?ﬁj
L

L]
L]

BUSINESS + EDUCATION + GOVERNMENT: Volume dscounts avalable 081-308 0BS8.

%w; Den-?jmmm :;.ddlrming faciliies at our London & Sideup branches. IT — — — — — T — — — — — — — -_\
L STOCK r your requiremmants from cne supplier, Gl K L ¥ i

FREE CATALOGUES: (08 Lot oy L dranints Yo ohe poiier i 0: Silica Systems, OMEAM-0792-80, 1-4 The Mews, Hatherley Rd. Sidcup, Kent DA14 4DX

® FAISNE Uy wih, hugn wd ok mar oowll-0es0n )| PLEASE SEND INFORMATION ON THE CITIZEN RANGE J

Bafong you decice when 10 buy your ne prinder, wa supgest you think very carebulty about WHERE you
buy It Consider what it wil be ke & few monshs afier you have made your purchase, when you may

require eddiicnal perigherals or saftware, or help and advica. And, wil the company you buy fram i MrMrsMissMs: ... Inftalg: ................... BT - i et b v e e I
contact you with delais of fnew developmenis and products? At Silica Systems, wa ensure thal you will
have noshing to worry aboul. We have been established for over 12 years and, with our unnvalied BRI i RS e e e s S e

experience and experiisa, we can now claim o meet our cuslomerns’ requingments with an I I
undarstanding which is second 1o nona. But don't just take our word Jor it Complete and returm the PERIOENIN o e ik e s
caupon now for our katest Free literatune and begin to axpanence the “Siliza Systems Service”. I

enm\ MAIL ORDER HOTLINE s‘l‘CA - Tel [Horme): Sy ey e S ey ) ) e TR S e S [ A X
{—"" A ) 081 3“9 111 1 I Company Mame (i BPPICEIIEY ..w . i e ssimscssrereresmsmseresereten I

SYSTEMS I_'l'n'hlth computan(s), o Any, 0 you OWNT e o o S 55:)
T ERDE - Acvariieetl prices And specialons may change - FIBass SeiLen I couson 15r I Wet lsmman,
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COMPETITION

A BRILLIANT BIT

OF KIT

(And no mistake) Courtesy of Domark.

Yes indeed, we kid you not. Those lovely chaps and chapesses at Domark have
made the decision, and not an unwarranted one, we feel, to celebrate the
release of its latest gaming triumph, European Footbail Champ, by linking up
with The One for a totally Football Crazy competition.

nd what, you may ask,
do you, the reader,
tand to win from this

competetive feast? How about
the complete and totally
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 the the 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 are three correct
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 to
arrive no later than the 21st of
July. Don't forget to tell us
your name, address, size and
favourite team so we know
what strip to send you if you
win.

e i i P il

SERAILH 41

i i
wnacny

PRROYS e T
i
"
THE SMALL PRINT

This competition is not open to employees of EMAP Images, Domark or their
friends or relatives. The editor's decision is final and ne correspondence will

be entered into. While every care is taken, we take no responsibility for
entries lost or damaged in the post.

.............................................................................
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PREMIER MAIL ORDER |
Titles marked * are not yet available and will be sent on day of release.
Hease send cheque/PO/Access/Visa No. and expiry date ( heques & PO's payable to
Premier Mail Ovder) to: :
Dept THOOO, Trybridge Ltd., 8 Buckwins Sq., Burnt Mills, 1 ; n, Essex. 8513 1B].
Please state make and model of computer when ordering. P&EP inc. UK on orders over £5.00.
Less than £5.00 and Europe add £1.00 per item. Elsewbere please add £2.00 ver item for
Airmail. These offers are available Mail order only..T (’f(¥)bﬁﬂ[’ orders; mon- ri Jam-7pm.
b i < i r A7 - v i ap J ~ ’
Saturday 10am-4pm. Fax ovders : 0268 590076. Tel Orders : 0268 - 590766
GAME GAME
4 Wheel Drve (1 meg)...... Football Director 2 (1 Meg).....................
172 Mag Upgrade e ks Football Crazy ... ; 8 From Quter Space *
172 Mag Upgrade with clock Fun School 4 5-7 Playar Manager
3D Construction kit Fun School 4 7-11 Filatoon GQuickjoy Jetfighter. 10.98
4D Drivin (1 Meg) Fun Schodl 4 under 5 Pools of Darkness (1 Meg sickjoy Megaboard ..., 19,90
sy e STE scwa: A cipao 2:11:21:::125& 699
Align 3 * Global Effect {1 mag) Populous 2 (1 Meg ; _1
. Arsanal FC * (Saunket 3 Powerdrift Comp Pro Extra . 14.99
Ashes al Empire * Ghostoustarg 2 Powarmmongar f Quickjoy Turbo 2.......... weies 899
Award Winners * Ghouls And Ghosts.................. 9 Fowermonger C Quickshot 3 Turbo (Sega Comp)..9.99
Abandgnid Places Graham Gooch * 1988 | ATy ik TR y 16.09
Agddams Family* Gods 16,99 A Typa 2 Quickjoy Topsiar.....
ArBlug Godiather Action ..... ; 1989 | ABI 2 Baset T S s ekt
Ar Dual® Godiather Adweniure * (1 mag) 18089 Face Driv — R
Air Land Sea Gunship 2000 * 1_ 229 Ramiba 3 B IJ ni \ l\ l ) I bhh
Air Suppon * 1T e 2»: L] Ea nbow - . .
Agony : Hard Driven .88 | Rai Top Quality Unbranded Disks
Altared Baas Harpoon | 16eg)... 2298 | R Mg hy
AFB i Harpoon Battaset 3 999 | RAealms (1K 5 5
Assault on Alcaraz Harpoon Batilase! 4 9958 | Fad Baron (1 Meg 0 x 38" DSDD........... e
AMOS Harpoon Scenari Edifar 1299 | Red Hea 20 x 35" DEDD......coommrrse 10.99
AMIOS 30 | Head Cwer Haals 6.53 Reach for the Skies * 2299 XS DEDD o X300
AMOS Complar.... B | Hear of China (1 Meg) 2209 | Renegade 6.99 e \
Anather Warkd 19.95 | Haimdall {1 Mag) .. 1999 | Robin Hood 1685 190 x 257 DSDD...cnceieci e ennnbil 9
Arkaniod 2 659 | Harlequin ....... 16.99 | Rodland 16,99 ;
Award Winners * 1859 | Herosques! 5 6.959 | Rick Dangerous 6.9 Branded Disks
B 17 Flying Fortress (1 meg) * 2289 | Hero QuestData ....... 999 | Rise Of Th Drs Meg 2659 1.25......Each
Barbarian 2 699 | Hilchikars Guide 7.99 | Rabocop : o e !.' ;
Bards Tale Triphe Pack * .. 2499 Hodk * 9.899 FAabocop 3 NT5.......Fach
{ Baiman the Caped Crusadsr 599 | Hunter 10.69 | Aobocod _— ==
[} Batman The Mavie i Hudson Haws 1689 | Rugby Workd Cup
Battle Chess 2 Humans * 1389 | Rules of Engagment R
Baasthistar K+ R 6.99 Fun Tha Gaurithe P l'l ht Of I‘he
Baach Volay Irmmartal (1 miag) 2499 Sarsibla S r* g
Board Genius Indy Hiaat S 5.95 | Secret of Monkey kstand (1
Birgs Of Pray (1 Meg).. Indy Jones-Atlaniis Action ® ... 9,99 Secret of Monkey Iskand 2 (1 Mg
Black Crypt (1 Mag) Indy Jonas-Allantis Adventure * (1 mag) 9.99 | Shadow Lands I n t ru e r
Bilug Max (1 Mag)......... lvanhoa : 6,595 -
Biues Brothers . Jaguar XJ220 (1 magq) 16,59
Baonanza Bros * Jack Michlaus Extra courses 5649 ".‘.? I
40 Bowng ... dack Nicklaus unlimited Galf (1 Mag) 1699 Shoot Em Up Kit nﬂ ﬂn y
Bubbie Bobble Jack Micklaws Clipart 599 | Silkworm
Budskan Jimmy Whites Snooker 9499 | Silent Service 2 (1 maeg ¥ 1 4 99
Cabe John Maddan .99 Sim At * .
Campagn *.............. Jahn Bames {1 mag) * 6,99 Sim City = Populous - d el
Castias (1 Mag) Keys To Maramun 1988 | Simpsons T T e
Chan Aftack 1 Kick Off 2 .99 ki Or Die ~ " e AT o
Chase HO Kick Of 2 (1 Mag) 1.5 I"‘;,A. .h IJI".{ L'l L {.I'I"' l" I". Rh
Capeom Collection Kings Quest 5 (1 Meg| 22 69 1 meg)
: Calfornia Games 639 | Knightmare 19.99 ONMNLY
g. Casrier Command 788 | K.0.2 Final Whistis B84
Cavads ................... 1289 | K.0.2 Gianis of Europe * 7.99 >
Cadaver Data Disc 5.0 K.0.2 Retum of Europe 7.99 is-‘){-}
Captive 1289 .02 Winning Tactics .. .96 Special Farces (1 Mag) EACH
Canumn............. a44 K.0.2 Super League 466 Siricer B l I
Chaas Enginea * .- 16.98 Knights of the Sky (1 meg) 2295 Strikar P 5 =0 O
Civilisation (1 Mag) 22.98 Last Nina 2........... R Sirip Poker 2 + Data "I‘T'T cC “’ 55
Conan The Cimmesan® 19.99 Last Ninja 3., 16,54 Strike Fleat - .
Continantal Clreus ... 899 | LaserSquad2*... 1689 | Super Hang On ( enturion
Covert Action |1 Mag). 2200 Leander 1699 Suspicious Cargo
Crazy Cars 3 * 1659 | Leather Goddass .. 788 | Shuttie* ' g
Corickgd 1 (L PO 5.549 Leizure Swit Larry 5§ (1 Mixg) 2299 Stunl Car Racer & I IT‘I r.l'[.. ]"l llln
Curse of Azure Bonds (1 Meg)... 19,99 Lemmings s 499 Switchblade
Cybearball i) 5.99 Lemmings Construction Kit * 16.00 Swilchblade 2
veir Daley Thomgsan Chalenga 899 | Lemmings Data Disk .._....._..... 1385 | The Manager
will Deutros T 19.98 Legend * ...... 19,49 Team Yankea
Deathbringar ........ 1838 | Licance To Kil 6599 | Team Yankas 2 (1 Meg)
Death Knights O Krynn (1 mag) 19.98 Lord of the Rings o 1864 Taenage Mutant Turles 2
Demaonsgate © rmtsarimemmn 2286 | Magnatic Scrolls Collection {1 Mag) . 16.99 Tarmenalor 2 16,99 YW 'E 9 .
- Disnay Animation... 5469 h1ag.:r¥mw,-5 o 1699 Thair Finest Haur 19.96 KICK OFF 2 (1 me .EJ
I DRzzy COlBCHON. .o csvcicicais 1659 | MagicFly..... B9 | Thair Fines Missons 9,99 I ! 1Y £11.9
I Double Dragon ..._.... BH9 | Mega Lo Mania 299 | Thunderhawk 19.99 NOW ONLY £11.99
: Double Dragon 2 899 1 Mega Traveller 1 (1 Meg) ...... 995 | Tip Off 16.598
I Double Dragon 3 ... 16.99 | Moga Traveller 2 (1 Meg) 1999 | Titug the Fox 18.99
| Dragan Ninga .5.98 Maga Twins . 16.99 Taki 1699
| Dreadnaught * 19.89 | Microprose Gol (1 Meg) ... 2253 | Toobin 6.949
l Dune *. . 18.95 | Microprosa Soccer.... B3 | Turbo Challange A.99 :
1 Elira 2 (1 Meg) ......._.... 24,88 Mig 29 Super Flacrum 36 949 Turbss El'u:lg'lge 2 599 \_}l{;ﬂ;l I 0 M ania
1' Epic 19.59 | Moonstone (1 Meg) §99 | Turbo Oulrun .99 ¥
Euno S0ccer * ., 16.99 M1 Tank Platcan 4499 Turmcan Mo + '
: Eye of the Beholder (1 mag) 1999 | Midnight Resistance 899 | Turican 2 Now On ]}
1 Eye of tha Baholdar 2 (1 Mag) 21.94 Midwinter 2 (1 Mag) 299 UMS 2 (1 Meg) £ I Z (jg
i Eye of tha Starm * &l 999 | Might and Magic 3 739% | Untouchables : "
- F15 Strikg Eagle 2 (1 Mg) ............. 2199 | Myin* ¢ 1609 | Ultima & (1 Mag) . —
1 F16 Combat Pilod..... 7.98 | Mew Zealand Stary 659 | Uopia .
1 F19 Stealth Fightar 19.95 | Minja Cobectian 1389 | Utopla Data Disk® SPECIAL OFFF R
: Falcon 3 * 2485 | Operation Thundartall 639 | Voyager + sl
1 Final Fight 16.59 Oparation Wall B89 Warlords {1 Meg) 19.99 {
1 Fira and lcn * P 16.59 ek £499 Woallchild 18.9% e ’. Vi
: First Sarmurad + Mega Lo Mania 16.69 Cutrun Europa 6.99 Wondarland (1 Meg) 19.98 -adaver
Flag ® ... 999 | Paperboy 2 1698 | World Cup Cricket 1 Meg 18,59 ! ;
: Fllgh"'. of Tha Intruder . 1499 Parasol Stars 16.09 Workd Wraslling Fed 16,59 \J"“ {)“I}
i Fload : 499 | Pegeasus 1699 | Wizba E.% £12.99
' Forgattan Worids 695 | PGA Goll Courses 969 | Wigkid * 09 .
: Formula Ona Grand Prix (1 Mag) 2299 | PGA Tour Golf 16.99 | Zool - Station * 16.99 e i Frasis A .
I i — . e - —
I
i
i
|
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PROGRAMMING SHEFT

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 wouldn't
believe it. But fortunately
good sense (just) prevailed
and we've decided to
celebrate the launch of the
firm's forthcoming forest-
orientated blaster with a
completely unconnected
prize. Electronic Arts are just
so damned proud of their
latest blast that they want
to award you lucky people
with a stunner of a prize,
tie-in or not!

il b B i 2

e i v imdia

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 someé 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 Panasonic
NVF575SB 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

i . R

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 har. Or maybe Risky Business. Or
Callan with Edward Woodward in. Or
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 not open to the
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

) A Top Vid Worth £500

) get
= r— Y
aybe i S —_—
im, Thanks to rti:ctronic ARTS and their Risky Woods! e
. Or i
. Or woods of their own. Why do they have to R i i G i it e 3 i e sl oo Q
enter the woods? And what makes them | z
so risky? We're intrigued! Maybe the hero |
of your story has to battle evil hordes like i R I S K Y S T O R Y ©
 Wis- Rohan, or maybe they have to go to the !
rned shops or something. The story that Jim the | C O M P E T I T I O N i
dhis  Ed judges to be the best will win. Don‘t .: —
r per- SN airald o make your story A BIEEBUCY | NBITIE .. oo i i inais aensebun S ol o diins sk R s H R abG S AR A wiN e s -_—
1 any if you like. The winner, so long as it is of | -
= |
1 the 4 rrfasnnahle Sta':'da"d' may well be print- PO o i e e e e e e S —
ters, ed in a forthcoming issue. :
store - ©
s THE COUPON s -
ssive Fill in the coupon, affix it to your story and i
heis send it tD: RiSk}F Stﬂ'r:ﬂ' Cﬂmpetitiﬂn, ThE : ......................................................................................................
han? One, Emap Images, Priory Court, 30-32 |
Farringdon Lane, London EC1R 3AU. b e e R e BT SR e e e e
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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'll be

working hard to deliver you the very
best in cover mounted disks.

@ Subscribe to The One and be
confident of receiving the ONLY
authoritative guide to Amiga
entertainment.

Choose from one of the following
classic Core Design games:

Wolfchild
Chuck Rock
Corporation
Car-Vup
Frenetic
Torvak
TE D Warzone

WDLFCHILD

Guide Saul, the powerful wolfchild, in
his quest to seek revenge on the evil
Chimera organisation - who have
murdered his family and kidnapped his
father. Change his form to that of a
powerful psychic werewolf as you fight
your way through five levels of action
packed adventure. This games is totally
addictive!

CHUCK ROCK

Help Chuck Rock in his quest to rescue
the beautiful Ophelia from the clutches
of his arch rival Gary Gritter. Kick,
throw rocks and belly-butt your way

\

through a multrtudu of comical zones
featuring 500 screens of exciting and
addictive gameplay.

CORPORATION

Your role as a Zodiac agent is to
infiltrate the sixteen-floor
headquarters of the Corporation and
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locate and obtain an embryo from the WARZONE
building's foetal laboratory. Arm
yourself with special tools, avoid the
internal alarm systems and multitude
of security guards. A sinister adventure
game set in a complete 3 dimensional

environment.

The year is 1999. World peace is being
threatened by an unknown enemy
force. you and your accomplice have

CAR-VUP

T e W PR

through the defences and reach the
distant edges of the mapped universe.
R Go further than any ship has dared

5 i A ' venture before....
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ly . . been chosen to lead an allied attack
\ which will take you through eight
o different scenarios.
W
. X SUBS GUARANTEE

i 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 28 days for

l'l k= Eﬁﬂ T:- g "':.
As Arnie, you drive round all eight
worlds featured within the game's 48
levels attempting to turn Captain
Grim's evil back into good. You must
rescue your kidnapped friends, make all

the worlds a better place again and delivery.
then go on to defeat Captain Grim at
) the exciting climax of the game. TORVAK SUBS SUMMARY
e 12 issues  United Kingdom £42.00
Evil lingers all around .... a shadow of 12issues Europe air mail £48.00
p FRENETIC despair has been cast over your 12issues Rest Of World airmaill  £75.00
homeland. Avenge your people and 12issues Rest Of World surface mail £45.00
Is there life beyond the outermost complete the 600 screens over fwel
} edges of the universe? Join the levels to the final confrontation with We suggest that overseas readers pay by
scouting team which is sent to break the evil necromancer. International Money Order.
" e — Il N = EE B - O O S S D B B B B B B B B B B BN S BN I S e B e e
= - ORDER FORM

Please send to The One Subscriptions Dept, PO Box 500, Leicester, LE99 DAA (please make all cheques payable to EMAP Images Ltd)
BT Sinuasioiosnacntinstanonesomaironsainmsantomens mes et i s o s e i e s A e e e e e e e e e et
Ty R R R e NS TR

MEEE N TnD T i N S R A AT~ R ] Lo - ST TR e A L S

I would like a subscriptions for 12 issues to The One, please start my subscription from the .........c..cccccceireene issue of The One (please enter month),

% | would like the following FREE game:
Warzone - source code: D026G Frenetic d source code: D027L
I Car-Vup - source code: 0022P Corporation - source code: 0025C
] Chuck Rock ] source code: D024X Wolfchild 1 source code: 00237
I Torvak J source code: 00280
| enclose a cheque/postal order (payable to EMAP images Ltd) for £...............c..o.....  Ploase charge £...........ooe... t0 my Access/VISA/Diners Club/AMEX
I BT M 2 L, v mmsism s sy i e e St A Tt i e e o et £ e Lot B C T P T e e Sl S il e ot LS R e

T T T R

Fulfilment : Alan Wells International, Memberline House, Farndon Road, Market Harborough, Leicester LE16 9NR
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'DERBY DAY GIVEAWAY

COMPUTE - A - RACE
Limited Edition Special Offer

To cakebrate ‘Epsom Derby Month', we at Handisoft are offering up io £S5 off the Premier |
wse - Racing Predictor - COI TE - A - RACE +. Limited Ed Special Offer als
Horse - Faong Predicor COMPUTE. A_BACE - e stie uoawimorsen. | | SEGA MEGA DRIVE 0839 404081
'DERBY MOMTH' OFFER PRICES”
Co TE - A- RACE+ (Executive) SAVE £51 HOW £14.99
CD“l:I:"-IUTE :-ﬁﬁnﬁc; retandard) SAVE £3! NOW £9.99 SEGA GAMEGEAR 0839 404082
n *Crtinr Expingg on June 08, 1952
‘UNRIVALLED ACCURACY & UNBEATABLE VALUE
. EXCEPTIONAL VALUE is represanted by COOL GROUND at 40/ | |SUPER NINTENDO 0839 404083
(Compute - Race Summary of Gold Cup. Cool Ground won at 25M1.)
aatures Include: FLAT RACE INPUT, M.H. RACE INPUT, REVIEW RACE, BET
SELEGTOR, BET CALCULATOR, STATISTICS SCREENS, NOTEBOOK and On-Screen NINTENDO G AMEBOY 0839 404084
HELP information, (Amiga Only}.
[T sed in Tha Sparting Lifa")

J AMIGA 600 COMPUTER 0839 404085

Analogic Computers (UK) Lid IR
Unit 6, Ashway Centre, TEL

egheclos " | |PERSONALCD PLAYER 0839 404087
SR R o | [£100's WORTH OF CD's 0839 404088

Analogic
Analogic

A FAMILY WEEKEND IN MAGICAL

EURODISNEY 0839 404079

INFO MEDIA SERVICES LTD, 25, BILLING RD
NORTHAMPTON, NN1 5AT

£238.00,
£265.00
L3485
L5485
E2.05
ABE

apar P Tip SAK... - - Ll o o S -
AMIGA A500 REPAIRS _
without diagnostic fees £48.95 including return

= by NEXT DAY

‘Fixed Charges *Fast Turnaround COURIER SERVICE

Calls cost 36p (cheap rate) and 48p { at all other times) per min inc. VAT. Calls are
more expensive than normal calls. Be sure that you have permission to make this
call, Competitions close on the 30th August 1992 ,

* W provide picku sarvics for repains for only £5.00 + VAT
» Aji pricas includa VAT and NEXT DAY DELIVERY subject to avalability

m » Fived charge for nepairs does nar Incuoa Diak Deives Aeplacamant & Keyboard m

Al prices subject 1o change without notics

AR WARRIOR

Fly the most accurate flight simulator ever created,
Fly against the most deadly opponent known, real
people! From bi-planes of WWl tojets of the Korean
War, know what it was really like to fly. Air Warrior
simulates the world of the real ACE.

*...best flight simulator ever.” Amiga Format

“thrilling . .. the greatest experience in fight
simulator history.”” PC Format

“unparalleled . ..amazing...huge.” NCE

“game dynamics impossible to duplicate in
conventional computer simulation.” Omni

“incredibly realistic flight simulator.” What PC

Amiga, Mac Color & Mono, PC and ST £34.99

Air Warrior includes: Two comprehensive
manuals, Campaign Map, Terminal/Off-line Trainer,

Data disks, Free Host membership. £30 of connect

credit. Modem offer

For further information call On-line on 081-558 6114,
642a Lea Bridge Road, London E106AP.
Host 081-539 6763.

P T T I T



31
32
33
4

35

37
38

PD or not PD. That
is the question.
Whether it is
nobler in the mind
to suffer the slings
and arrows of out-
rageous Shareware
or take arms
against a sea of
Licenceware and,

by reviewing, end
them. Or
something.

THE ASSASSINS
VOL. 22

Public Domain &
Shareware (512K &
1MB games). Fortiss
PD, disk 713.

ust one month after | reviewed

The Assassins Volumes 20 & 21

yvet another of their compilations
plops through my letterbox. | must
admit | 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 net go on
too much about it. Suffice to say it's
brilliant and a right laff.

Duel is a two-player head-to-head
30 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
techno tanks, the players have to use
their skill and ruthless cunning to blast
each other to 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 pretty good one at that. The
graphics look identical and the sound
effects appear to have been sampled
direct from 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. 5till, you could do a lot worse

Wizzy's Quest is the star of the
bunch. Dan’t be fooled by the Z-grade
primitive look - it's an addictive little
bugger that certainly took me by sur-
prise. The player controls a wizard's
apprentice who has to 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

.

.;, Fortiss PD have a rather excellent offer
going on The Assassins collection of
disks. For just under twenty guid you can
get all 22 Assassins disks - that's 100

| guality PO games! Interested? | bet you

are! To order, send a cheque or postal
| order for £19.99 to Fortiss PD at the
| address given in the “‘Roll Of Honour' box.
| If you have an Access, Visa or JCB card
|

you can order aver the phone. To help |

| speed up the processing of your order
| clearly label your payment ‘Assassins
Game Pack Offer’.

ESCAPE
Public Domain (1Mb

only). Crazy Joe's,
disk 2236.

magine an experence so terrifying
you'd find non-stop viewing of
Bob's Your Uncle preferable. Imag
ine running down narrow tunnels,
jumping over crumbling floor panels
and dodging giant crushing boulder,
all the while a time limit slowly ticking

away. Imagine, if you will, the little
piece of PD Heaven called Escape.

It's another entry in the 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! Each maze is packed with per
ils, namely the floor 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 | wanted to
gripe | 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 im all, smart stuff indeed.

S N —
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PD ZONE

0000PS5!

Last month the PD Zone carried a piece
an ABOT PD's excellent 'How 1o set-up
your own disk’ disk. The article stated
that the disk costs £1.50 but for £3 Dave
at ABOTS would provide printed docu
mentation and a ceuple 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
£4.50, not just £3. Qur apologies o any
confused readers and to Dave Robinson
at ABOTS PD for any inconvenience
caused.

Public Domain
(512K). Crazy Joe's,
disk 2235.

oW don't know if you've
played the ancient boardgame
Fox and Geese but if you have
you may find Siege of the Beast
strangely familiar. You control a pla
toon of village guardsmen as they try
to trap 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
sguare 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 with an empty
sguare 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 ne
ther move or attack

‘'m probably not surprising you
when | tell you that it's not the most
nail-bitingly exciting game in the PD
Universe, especially given the slow rate

at which everything takes place - its not
wonder the guardsmen are getting
slaughtered the way they hobble across
the screen. However, Siege of the Beast
does succeed in getting the ald brain
juices flowing and given the fact that
the player can vary the number of
guardsmen on the board - the fewer
the men, the tougher the game
there's plenty of long-term challenge
Recommended

naitll el

Shareware (1Mb
only). NBS, disk
G273.

f | see one more variation on Aster

aids | think I'll seream. No, really, |
do. In E
super-duper space fighter as it whizzes
around rubble-infested spacelanes
Unlike Asteroids, the player s ship stays

ipe the player pilots a

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 thingummyjigs that float
across the screen. Collect enough and

ROLL OF HONOUR

the player moves on to the next level
There's a power-up icon to snap up
too, which causes a TV screen to
appear. The player can then scroll
through the 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
--_:|'|'|,-"|L;|,'f Thrust or []Il|'>. for I_'h..ll1'|||||>

and if the game lacks this you might
as well not bother playing it at all. 50
don't

Stand up and be counted all those lovely PD libraries that sent in review software
# Crazy loe's PD, 145 Effingham Street, Ratherham 565 1BL.

Tel: (D709} 829286

Tel: (0455) 850984

Tel: (0983) 529594

| # Fortisz PD, P.O. Box 2, Earl Shilton, Leicester LE9 8LLI.

& MBS, 1 Chain Lane, Newport, Isle of Wight PO30 SQA.
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SOFTWARE
Est,

TEL - 0924 366982
2 TELEPHONE HOT LINES
FAX - 0924 200943

SOFTWARE

1988

FOR ALL YOUR AMIGA NEEDS LOOK NO FURTHER THAN 17 BIT

ADDRESS - 17 BIT SOFTWARE (DEPT THE ONE) , 15T FLOOR
OFFICES 2/8 MARKETST WAKEFIELD WF1 1DH

LISTED BELOW ARE 17 BIT'S DEFINITIVE TOP I0
FROM ALL THE MAJOR CATEGORIES OF PUBLIC
DHOMAIN . REMEMBER YOU GET | FREE DISK FOR
EVERY I0 YOU BUY . ALE 17-BIT DISKS ARE £1.10
SCHEME I7TARE £1.75 DEJA -VU ARFE £3.50 PLEASE
ADD THE RIGHT AMOUNT FOR POST + PACKING

ALL _TIME TOP 10
UTILS

1-1793 Super Killers 2
Virus Killers

latest.

2 -1498Text Engine 3 Word

3 -1479 Visicale

4 -1369 Opti Utils 2

5-1541 600 Business letters

6-17205uperdooper(Backup
Uil

7 *1927 Protracker 2.1a

8 -1340 Disk Salve

9 -1767 Fractal Generator

10 -1817 HID Click

ALL TIME TOP 10
DEMOS

1-651 Scoopex Mental
Hangover, Fantastic

2 —l] 1 3 Phenominal
Phenomena

3 *1562A+B Hardwired

4 *1574 ABCDE Odyssey

5 -1883 Andromeda Dos

6 -1439 Quartz Demo

7 -1447 Devil's Demo

8*1893 Anarchy Krest
Mass Overlode

9-1928 Andromeda Multica

10-1938 pigital Chameleon

Est,
1988

- 19 DISKS ADD 75p TO ORDER
20+ DISKS ADD &1 YOUR ORDER
COMMERCIAL SOFTWARE PLEASE AIDD SOp

ALL TIME TOP 10
GAMES

1% 1 dd Crazy Su

forms Action)
2 -1959 woody ( MarioType)
3 - 1868 rix. (AWesoie)
4 -1351 Willy's Quiesi
5 -1845
6 -1944
T -1908 r ({ iz
8'505 & 500 Star
9. 1850 Rummy (Classi

10 -1872 Puggles (Qbert

—

ALLTIME TOP 10
SLIDESHOWS
1* 1104 | antasy Pics
2-1015 Gary Tower Art
3- 9'{13 Ham Pics
4-839+840 Lots of Models
5- 581 Exodus Slides
6- ljlﬁ Ray Traced Pics
7* 1441 Atlantis Slides
8- 1465A+B Terminator 2
Shideshow
9- 1417 Graphics Cons Kit
10-1957 Marvel Slideshow

ALL TIME TOP 10

CREATIVE DISKS
1-18675id 2 (Direct iy

Disk)
2-1802 Music Mania
(Sountracker Med ETC)
3-1221 Music Rippers
5-1071 Crossword Creator
6*1582RS! Demo Creator
Version 2

7 916 Ham Lab
8-1255 Picture Help
9-353 Ghost Writer
10-1909 Free Paint (Ar)

TOP 10

1- 31 Car + Unicycle

2- 583 Busy Bec

3- 911 Applecus

4" 1022 Amy Walker

5- 1253A+B Dating Game

6- 1592ABCD Al the Movie
2

ONS

7- 1289 Pogo (ZMeg)

8- 976 At the Movies 1 (2
Meg)

9- 464 Space Sphere

10- 1955 unsporting (2

AT LAST IT'S HERE

"PAGE CREATOR"

THE DEFINITIVE DESK
TOP PUBLISHER FROM
17 BIT SOFTWARE
PACKED WITH
FEATURES, COMES WITH
A5 BOOKLET AND
PROGRAM DISK
AMAZING VALUE AT:-

ONLY £6.95

Superb entry level DTP

ALL TIME TOP 10
MUSIC DISKS
1* 685 Kefrens Juke Bob
2- 1802 Depeche Mode

3- 1034 Alcatraz 20 min
4- 1089A+B silents Blues
5- 920 Music Dreams 1

6- 1297+1298 Classical

i oo Stulfft

7- 1443 Prophecy Numeric
8- 1854A+B Erasure Breath
...of Life Remix

0- 1935A+B Sounds Science
101939 Alister Brimble

| ® Bargain commercial ﬁf

' Software avallable I

| EG:

AWESOMEL7.95

CARTHAGE £7.95
PROJECT X£17.99

MOONSHINE RACERS

£7.99

ROLLERCOASTER

RUMBLER £7.99
ELF £7.98
STEVE DAVIS SNOOKER
£7.99
BLASTEROIDS E7.93
MEGA LO MANIA £7.99

1, 7 SRR R AR e K-Klass Remix
1971 ivin AR Suicide Blonde Mix
1 ey | PR R R Plus Issue 9
1 L R S Plus Issue 10
1968 i, Plus Games Vol 2

1066 .. eeinrrssassnsssense TELER (Tetris)
1965............Flag Catcher (Game)

1964 ........ Cyclops (CyclePicGen)
o F e Scorpius Mapper
1962 ... ssssenes IO Games issue 3
1961 covvrrenernAStro 22 (Astrology)
3 LT | P *Crazy Sue (Game)
1959 ...........Doody (Mario Bros)
| PR, Warrone (Game)
DT e i Marvel Slideshow
L L R cereessdbrt Modules
1955 ....Unsporting (New 2 Meg
cenvanrastsnmnsrnnns s e SCHIWARZE ANiim)
1954 ............ Bool X 4.49 (NEWI)
|} o PSR Fractal Music
1951..........." Terminator 3 Demo
L 5 3 S Anarchy Party Music
1950 ......... Grisly Grucsome 1.5
1949....c0ne Mayhem on Wheels 2

1948 .oveeee Mayhein on Wheels 1
14T .oosererecsresnSOOPIRS Mapper

i % TR O Pontoon + Orbit
1945 ..ccccccceeree. My Tin Toy Anim
pE: % TR Frogger {Game)
1943 covssserimssssssmssennss Flash Copy
1942, s Zero O Music Demo
1041 . Turtles Game (Good)
14D Lo Anarchy Intro's
1939 vicininns Alister Brimble Music
3080 i Digital Chameleon]
1937 wrrmrrermssenssssnsmnnDizZY TunES
L = 1 Anarchy Hardcore
1938 . i A+B Science Music
0% i Evapor & Remix
DO i o (. Rave Music
! Rl S 200 AD Slides
1 R In The Can Demo

ORDERING DISKS
We take all major credit
cards (including Switch).
Make cheques payable and
postal orders payable to: 17
Bit Software Send your
order to the Address at the
top of the page
OPENING TIMES - Mon o Thurs
« = 9.00 AM 1o 8.00PM
Fri & Sat - 9.0 AM - 5.30pm
TEL- 0924 366982

A * AT THE START OF A
NUMBER MEANS IT WILE NOT
WORK ON A PLUSNT
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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,the best buyers guides and
the ultimate in hardware coverage.

CU Amiga, the definitive monthly guide
to your Amiga complete with 2 high quality disks

Available from all good newsagents
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PREV

it’s usually about here that we write some
seasonal drivel in order to pave the way for
the top-quality previews that lie beyond,
but caught as we 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, what is
there to say about the merry month of...
July? Nothing, that's what! So, with that
rather lame excuse out of the way, all that
remains for us to do is stand around a bit
and wait for the previews themselves to
start... tum te tum... oh, we should have
known. You wait all this time for a preview
to arrive, and then six of them come along
at once. Bloody typical.

Core Design

e hate to have to admit it, but the Americans have always known a hell
Wﬂf a lot more than us about writing adventure games. Since the days
of Infocom they've been the top men - nowadays it's the likes of Lucas
%im and Sierra that show us how it's done. But, as ever, us gallant Brits are fight
7a back with this month's Lure of the Temptress and, in a few month's time, a
%ew made-in-Britain effort that producers Core Design promise will put a few
noses out of joint across the Atlantic
Curse of Enchantia is a graphical adventure in the Monkey Island mould that
izlls of a young boy, Bradley, who's been pulled out of the real world and into
3 bizarre fantasy land by a wicked witch obsessed with hanging onto her youth
4s 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 bound,

gagged and mana
cled to a dungeon
walll Like most
madern-day adven
ture fare, Curse of
Enchantia uses an
intelligent = point
and-click command
system which min-
imises fuss - and
Core 15 promising a
few interesting new
innovations on that
score,

There's little
extra information
available on the
gameplay as yet,
but it's certainly
one of the most
stunning looking
games we've seen
in a while. Cora's
proven 1t can do
=avyweight product with the excellent Heimdall, and who knows, this little
==auty may even supersede it! We shall find out in September, when the game's
sleased.
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Ocean

he latest of Ocean’s attempts to disassociate itself from its "licence fac-
I tory” image by producing some genuinely original product, Sleepwalker
15 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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INDIANA JONES AND THE FATE
OF ATLANTIS
US Gold/Lucasfilm

t seems as though the work level at the Lucasfilm ranch in 5an Rafael has
Imachod an all-time peak. Only a few days after our mind-blowing reviewing

experiences with Maonkey |sland 2 (see Reviews), we received an envelope from
the states containing a bulging bundle of shots from the Amiga version of its lat
est 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 maovie, 5o Lucasfilm’s writers have had the pleasure of creating a new adven
ture for Indy from scratch. What they've come up with, as you may remember
from the old The One's Wark in Progress several months back and our recent
review of the action game, is the intrepid archaeoclogist 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-trotting
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
hame in. Review soon.

EWS

E-R-FE\-1

CALIFORNIA GAMES i

US Gold

verybody’s gone surfing.... surfing US Gold. Yes way! Little did Epyx
EGamE's (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 it's Creative Mate-
rials who are eurrently putting the finishing touches to the sequel to one of
the mast 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
- 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 Il coinciding with the release of the games that
started it all, Summer Games | and Il, on U5G’'s Megasports - see News.
Thera's a review next manth, for certain.
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TRODDLERS
Storm

Tf'-- first impression that anyone is likely to have of Troddlers is that it's
just like Lemmings. And it has to be said, it wouldn t exactly be an untair
Impression to have. The little guys in the artwork look exact y like Lem-
mings, and the aim of most of the game is to help a certain number of cute
ttle characters escape from increasingly dangerous chambers. But actually,
15 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 centra position. After a second or 50, 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 fram their inexorahle
clockwise walking pattern using a limited 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
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Virgin Games

ardly surprising, is it, that a game as spectacularly successful as Jimmy
H'White's Whirlwind Snocker (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 technigues, 3D Pool is exactly what
it locks 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
gameplay 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 basic and immediate action,
Players get to choose from several variations on the game (you can play it all dif-
ferent 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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EXCLUSIVE

BEST EVER
MUSIC PACKAGE
FOR CU AMIGA

July's 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
song files Features musical notation
system Improved file requesters
with Workbench 2 look Powerful
editing facilities Multi-octave
samples and synth sounds
Comprehensive MIDI options
Built in sound sampler

Now you have the chance to try it
yourself - it's the only music package
you'll ever need!!

Make sure you get your copy of -
: July edition.
Only £3.95.

Available from 26th June at all good newsagents
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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, | 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. If 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 | 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 927
3) Which game gets a N/A for playability?!

Splendid. Now, on with the cavalcade! @

SINVYD

X3 dNI



GANE
1AM &

4320 AIRBUS

40 SPORTS BONING
40 SPORTS DRIVING

THE ADDAMS FAMILY

ALIEN BREED
AGony
AROTHER WORLD

APIDYA

ASHES OF EMPIRE
BARBARIAN 11

BATTLE CHESS Il
BATTLE ISLE

BIG BUSINESS
B1G RUN

BIRDS OF PREY

I NDE X

THE BLUES BROTHERS
BONANZA BROS

BOSTON BOMB CLUB

GAMES

BRAIN BLASTERS
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| CISCO HEAT

COVERT ACTION

CRUISE FOR A CORPSE
DELIVERANCE

DEVIOUS DESIGNS
DOUBLE DRAGON 3
DUnE

OYNABLASTER
ELF

ENCOURTER
EPIC

ELVIRA 2
EVE OF THE BEHOLDER

EVE OF THE BEHOLDERS

FAGE OFF ICE HOCKEY
FANTASTIC UOYAGE

FINAL FIGHT

FIRE & ICE
FIRST SAMURAI

FLOOR 13
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|MAGE WORKS

MICROPROSE

US G0LD
2151 CENTURY

IMAGE WORKS
STORM
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NEXT 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.
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GAMES

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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European Champions

100 EUROPEAN TEAMS *+ | oo | * SECOMD DISC FULL OF CROWD SOUNDS
PESIEN YOIR NWN CUP TOURMAMENT ; |+ EUROPEAM CHAMPIONSHIP COMPETITION
18 2 PLAYER ACTION * » AMAZINGLY DETAILED KITS
AVERKEAN MICKS  DIVING HEADERS, Ete, # SURS BEMCH WITH MAMAGER & PHYSIO
SURK, FAST, INTELLIGENT PASSING * » TACTICAL ADVICE ON OPPOSITE TEAM
SAVE IIP TN 10 REPLAYS AS HIGHLIGHTS + * MAMED SCORERS
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Screen shols from Coin-0p version

ARCADE HITS

MARKETED BY

Spectrum Cassette,
Atari ST &

.
: Amiga

1990, 1991 SEGA™. All rights reserved. G-loc™ s a
frademark of SEGA ENTERPRISES LIMITED. SEGA™ s o
trademark of SEGA ENTERPRISES LIMITED

U.5. Gold Lid., Units 2/3 Halford Way, Hollord, Birmingham B& TAX. Tel: 021 625 3366.

* SHADOW SORCERER
TEL: 0HI0 854 129

HILLSFAR + DRAGOMS OF FLAME » HEROES OF THE LANCE
TEL: 0891 441 015

CURSE OF THE ATURE BONDS » POOL OF RADIANCE
» CHAMPMONS OF KRTHN TEL: 0891 441 028

» SECHET OF THE SIVER BLADES « FYE OF THE

MNEED HELP? CALL THE

GOLD PHONE

HINTS & TIPS LINE

BEHOLDER
TEL: 0891 443 020
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STEALTH +

QPERATION AMOTHER WORLD » CRUISE FOR A CORPSE
TOL: OR39 454 184

B MEKRACKEN « mm'lf'
OO « SECRET OF MOMKEY ISLAND « BATTLE OF BRITAIN .
THL: GB29 854123

INFORMATION LINE: S
0839-654124
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