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If you can read this, your
disk is missing.

Ask the newsagent.

If you can read this, your
disk is missing.

the newsagent.
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& Ice, M onk e y  Is land I  &  Mor e !

Incorporating all the best of ACE A u g u s t  1 9 9 2  E 3 . 5 0  OM 19 Lire 11,500 Printed in the UK
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" ' h e  Sequel Of The Century Revealed!

D 7

I T h e  Fastest RoadRoutine Ever!

Get Your Knee Down!
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A computer adventure which
captures the very essence of the
Godfather trilogy,where Domination, Power,
Wealth and Justice are all part
of the game plan.
• Digitised sound effects.
• Full colour bitmaps allowing

stunning detail and realism.
• Unique graphic interaction

sequences.
Available on: Atari ST, Amiga
and PC (VGA only)
TM and 1991 Paramount Pictures. All rights reserved.
The GODFATHER is a trademark of Paramount Pictures.
U.S. Gold authorised user.

• 36 missions and three 'player
selectable modes.

• Armed with impressive lazers and a missile
guidance system.

Available on: C64 & Amstrad
cassette & disc, Spectrum
cassette, Atari ST and Amiga

199D, 1991 SEGA'. All rights
reserved. G-LOCN is a trademark
of SEGA ENTERPRISES
LIMITED.
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• Aim take it !"

G-LOC TM
At the commis of an
experimental super
plane you plungeheadfirst into the
unknown fighting
territory. Fast and
frantic G-Loc takes

you to the
edge!
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Fate o f  At lant is Action G a m e
Nazi Germany has rediscovered the Lost Kingdom

of Atlantis, and with it the formula to
produce the ultimate bomb.

Only one obstacle stands in their way - Indy!

• 9 lavishly detailed action packed locations.
• Dazzling 3D isometric world - click from

one camera angle to the next.
• Awesome animation, music and

sound effects.

Indiana Jones'N and
the Fate of Atlantis

1992 LucasArts
Entertainment

Company.
All rights reserved.
Indiana Jones and
Indy are registered

trademarks of
Lucasfilm Ltd.



Available on:
Amstrad & C64
cassette & disc,
Spectrum cassette,
Atari ST, Amiga &PC and
compatibles.
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.••• SERIOUS EXPERIENCE!
So f t w a re  2 0 0 0 ' s  The M a n a g e r
The definitive football management
simulation featuring all clubs in
the 19911992 top 3
league divisions.
• Select your team

and choose from
a 1 year, 3 year
or unlimited game

• 3D animation
sequences let you
watch highlights of
your team in action.

• Manage your moneyas well as a team.
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Available on:
Atari ST, Amiga

and PC (VGA only)
1992 Software

2000. All rights
reserved.
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A  S E R I O U S
EXPERIENCE!

U.S. Gold Ltd., Units 2/3, Holford Way,
Holford, Birmingham B6 7AX.Tel: 021-625 3366.

NE E D HELP? CALL THEGOLD PHONE
HI NT S  ftli TIPS L I NE

LEGEND OF DARIKMOON IEEE CIE THE UNMET k • SHADOW SORCERER Ilk 0130 654 130
ROAR • MOONS OF FLAME • HEROES OF THE LAN51 1111L 01001 442 025

alltSt OF THE AZURE IONIA • PG01 OF RADIANCE
• CHAMPIONS Of KraiN TEL 081
1
1 4 4 2  0 2 6

BIKK ROGERS • SEM OF THE MEI BLADES • ETI CP 1HE BEHOLDER TEL 0001 442 030
OPERATION srum • ANOTHER W0t1D • CRIME FOR A CORPSE TEL 0E39 654 244

LUCASFILM HELMINI • LE CHUCKS REVENGE iMONKEY !SAND 2: • 11101ANA JONES
• ZAK MCKRAMEN • MANIAC MANSION • LOOM • SECRET OF MONIED' ISLAND

• MEM OF IIIITAIN tiL 01131 6541 23
NEW RELEASES • COMFIT% 111; 0039 654124

COMPETITION • £200.00 WORTH* OF U.S. GOLD GAMES
TO SE WON EACH MONTH. • ikt Itmettol Pyle.
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12 NEWS
Bong! Some new games come out.
Bong! Some software company
starts up. Bong! Something else
, happens.

16 LETTERS
Points of contention, points of
order, points of view and all that 4
0 ' 1sort of stuff.

21 ONE ON ONE
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most talented line-up of develop-
ers in the world, talks to a similarly
successful software figurehead.
Gary Whitt&

24 WIN A  FOOTBALL
HOLIDAY!
Renegade earn themselves a g r e -
t

ther w g  exclusive, we
the sequel to The Biggest Game of All Time Ever a
talk to its creator, David Braben. This month, we
got the first ever published screenshot. Cripes!

rocity gong for offering this simply
marvelous compo prize, allowing
the scorer of the finest Sensible
Soccer goal to go abroad and *watch some soccer.

84  BE IN LURE OF
THE TEMPTRESS 2!
Get your ugly mug into Virgin's
blockbuster sequel by identifying
the various elements of our own
Frankenstein's Monster of Games!

87 CHEAPOS!
Got a spare f  7.99 left over after all
those Orange Maid lollies? What
better way could there possibly be
to spend it than by investing in
some budget fun? None - that's
what!

96  SUBSCRIBE! '
4 6Get that social interaction down to
the absolute minimum - subscribe
to The One and you need never
leave h o u s e . ,-Al•
98  PD ZONE
Right-on (and soon to be boss)
David Upchurch from Islington
shows us running dog capitalists 0
1

the way of the future - free soft- 4

ware. 4'
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WALKER 3 6
DMA Design (those people who
brought you Lemmings, don't you
know) have been beavering away
on their latest creation, Walker
(based on the AT-ST from out of
Return of the Jedi don't you know)
and we've been asking them all
about it (on page 36 d o n ' t  you
know anything?!)

101 PREVIEWS
A bit like Things to Come, except a
hundred times better, and without
all the poncey language.

105 GAMES INDEX
A nightmare of research and re-
typing, just to help your games
purchasing decisions. And what
thanks do we get? None. I ask you.
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In The
Har harl Beware soft p u b -
lishers! Your puny games are no
match for Kommander Killzone
and his battalion of games
stormtroopersi Dedicated to the
liberation of garners imprisoned
in tricky levels everywhere, IOC
is a new kind of hero for Britain,
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000000000w!
Psygnosis take a break from side
-on scrollers to produce a 3D
bike racer with helmetfuls of
layability.

' M E L  MANSELL'S WORLD
JIAMPIONSHIP 3 0

First time programmer in really important game shock! We talk to
Damian Hibbard, Gremlin newboy and man behind Mansell.

GAMES FEATURED IN THIS ISSUE
THE ADDAMS FAMILY T I P S  PULLOUT

AQUA VENTURA g l i z a
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TRODDLERS

Storm don't  release a heck of a lot of
stuff but  when they do you can bet
your bot t om it ' ll be a doozy. Trod-
diers, we're pleased to say, looks set
to carry on that  honourable t radi-
tion.

The plot goes something like this;
Hokus and Pokus are t wo cutesy

lit t le apprentices to the wizard
Divinius who unfortunately are a

lit t le lack ing in  t he brain depart -
ment. While cleaning Out the sor-
ceror's store cupboard one  day.
Hokus and Pokus come across a box
labelled 'WARNING! Instant Magical
Troddlers_ DO NOT TOUCH Th i n k -
ing that  they could use a lit t le help
wit h the cleaning Hokus and Pokus
eagerly open the box,.,.

There's a sudden boom, then hun-
dreds of baby Troddlers flood out of
the box and into the room. As if gift-
ed with some uncanny homing abil-
ity, the Troddlers make for a nearby
teleport  door (you know what  these
wizard's castles are like) and disap-
pear. Just as the last Troddier is div-
ing into the magical portal, DiViniUS
bursts into the room. He's madder
than Hell -  t eleport ing can cause
Troddlers to turn into deadly Zom-

bies! With some gent le encourage-
ment f rom his boot, Divinius sends
Hokus and Pokus through the tele-
port door with orders to round them
all up and bring them back again.

Without wishing to start legal ruc-
tions, it  has to be said that Troddlers
is v e r y  I emmings •y ' .  Cer t a in ly
there's no dif ference at  all in t he
basic aim - guide your Lemm - sorry!
- Troddlers  t o  t he EXIT doorway ,
keeping as many  alive as possible.
However, y ou' l l  discover t hat  it ' s
quite a dif ferent game to Lemmings
to play although just as addictive, If
not more so!

This excellent demo boasts six lev-
els o f  inc reas ingly  brain-t eas ing
action and wil l  show you many  of
the wonders of the Troddlers world.
The fi nal game will boast over 160
(I) levels along with a simultaneous
two-player opt ion where you and a
friend can either co-operate or com-
pete to rescue the t iddly Troddlersl

INSTRUCTIONS
GETTING S TARTE D
Select the Troddlers demo f rom the
disk menu. Once loaded you can sit
back and watch a demo level played
Out for you by the computer. I f  you
don't  fancy that then hit  ESCAPE to
get into the demo proper. If you've
played the demo before and want  to
skip some of  the early levels, then
tap F 1 t o  br ing up  t he passcode
screen. A passcode is given to you on
the informat ion screen that pops up
before each new level. This screen
also t el ls  y ou  o t her  inf ormat ion
about the level to be played, such as
number of  Troddlers that  must  be
rescued o r  any  special condit ions
that must be met  or enemies to be
avoided.
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Zowieeel Removing those disks from the cover of
the magazine was probably a rather painful
experience, as they're full of such ball-bustingly
good software. But don't despair if you're now
feeling slightly chafed, as the quality and excellence
of the contents will send you into a virtual trance
of happiness.

L. ADING YOUR DISKS
Want to load your disks? Easy. In fact, it's so easy that the
only way we could make it any easier is by coming round to
your house and loading the disks for you. But, being the top
international mega-stars that we are, we'd never dream of
stooping so low so you'd better listen up and pay attention
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CONTROLLING HO KUS
During the game use the joystick to
move Hokus left and right and push
UP to make him jump. You can steer
Hokus in the air by moving the
stick.

•Alinsac.im.16

to the following instructions:
Select the disk - either Disk A or

Disk B • you'd like to look at. This is
probably the trickiest part of the
whole deal because they're both so
damn good.
(2) Insert the disk in the drive slot on
your Amiga.
(3) Turn on your Amiga.
(4) A menu bearing something simi-
lar to The One's logo will appear.

Select the game or demo you wish to play by pressing the
appropriate function key. There may be a small delay
between the game loading and something appearing on the
screen. Don't worry, your computer hasn't blown a gasket.
there's just some heavy-duty decompaction going on.
(5) There is no fifth point. See? We said it was easy.

STAIRWAY TO HEAVEN
The aim of the game is to build a
pathway for the Troddlers so that
they can reach the EXIT door safely.
To help him do this Hokus is blessed
with the magical ability to create or
demolish blocks. To do this, make

Hokus stand still and hol d down
FIRE. Now push the joystick in any
direction. A crosshair will appear. If
the crosshair is floating in empty
space then releasing FIRE will cause
a block to appear. If the crosshair is
over a block then releasing FIRE will
cause the block already there to dis-
appear. It sounds a bit complicated
but i ts a lot easier in practice than it
is in theory.

CALIFORNIA GAMES 2
pr—ur p e t e  with your friends at jetsurfing,

bodyboarding, snovvboarding and
skateboarding. They're all great fun
so if you're searching for some sum-
mer sporting activity that means you
don't actually have to get off your
lardy butt (good news for  Whits)
then look no further.

Unlike most other games, there's
no 'end' as such. The fun comes from
learning how to fly the hang-glider
well, using the thermal air currents
to climb or  descend, speed up or
slow down, performing stunts and
bombing the targets bobbing up and
down in the water below. Everything
you do well earns you points, espe-
cially landing safely back on the cliff
you launched off from! Try playing
against your friends!

If you've ever fancied trying hang-
gliding but don't fancy the thought
of being dashed to death on some
jagged rocks at  the bottom of  a
400ft-high cliff, then this may just be
the demo you've been waiting for

Hang-gliding has been taken from
US G ol ds  i mmi nent  Cal i fornia
Games 2, sequel to the classic Epyx
hit. It's just one of the five events in
the full game - as well as hang-glid-
ing you can practice alone or corn-

AND THERE'S MORE. . .
On your travels you'll find lots of juicy
fruit bonuses, meet lots of weird crea-
tures and encounter lots of strange
obstacles, but its probably more fun for
you to discover them and how to deal
with them yourself, Two words of warn-
ing, though: beware the deadly Zombie
Troddlers because they'll drain your ener-
gy (they can be killed - but how?) and
don't let differently-coloured Troddlers
meet because they'll explode if they do!

INSTRUCTIONS
GETTING S TARTE D
Select the California Games 2 demo
from the disk. Hit the joystick's FIRE
button t o  ge t  thr ough t he  ti tl e
screen. Eventually a menu screen,
showing five beach dudes standing
around a n ol d V W 'Beetle',  wi l l
appear. Use the joystick to move the
seagull cursor around, Move it on to
the 'DOS HIGHWAY' sign and hit
FIRE and you'll exit the demo so
don't do that.



C O V E R D I S K S

CALIFORNIA GAMES 2 (cont)

PRACTICE
Move the seagull Onto the girl wit h
the hang-glider and hit FIRE to start
practising. There'll be a bit  of  disk
loading t hen y ou' l l  b e  presented
wit h a pic ture of  the girl s tanding
poised on the edge of a cliff. Hit FIRE
to launch he r  into the void. (Hint :
Watch the wind sock and wait  for a
good onshore breeze.)

FLY ING THE  GLIDER
Once in the air,  cont rol t he hang-
glider using the f ol lowing joystick
controls:
LEFT
- Turns the glider around i f  fl y ing
right.  Levels the glider out  if  fl ying
left,
RIGHT
- Turns the glider around i f  fl y ing
left. Levels the glider out  i f  fl y ing
right.
UP

- Makes the glider climb. Be care-
ful you don't  s tall
,DOWN
- Makes the glider dive.
FIRE
- Launches a water ballon. The high-
er up you launch the ballon the more
points you'll score if you hit a target

PERFORMING STUNTS
To perf orm a 540 t urn ,  go int o a
turn and hit FIRE (if  you t ime it right
you won' t  lose a water balloon). To
swoop, push UP unt i l  you stall at
high alt itude. Allow the stall to take
you into a steep dive, build up speed
then pull out  by pushing UP at the
last moment .  To loop,  perf orm a
swoop as before, then push UP and
LEFT or RIGHT to go into the loop
Remember: You have just t wo min-
utes t o  per f o rm a l l  y ou r  s tunts
before you have t o head back t o
terra fi rma.  (Hint: Practice, practice.
practice!)

COMPETING WI TH YOUR
MATE S
Return to the main menu and move
the seagull on to the 'ENTER COM-
PETITION' sign and hit FIRE, A score-
board will appear. Type in each com-
petitor's name and hit  RETURN after
each entry.  When you've fi nished
entering everybody's name keep tap-
ping RETURN •  eventually  y ou ' l l
return to the main menu. Move the
seagull onto the hang-glider girl and
hit FIRE to highlight  the event. Move
the seagull onto the 'DONE' sign and
hit  FIRE. Now - get 'gliding!

qqt.
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So you think you're hard and clever
because you've defeated the Rexxon
Empire? Well, you ain't seen nothing
yet! Get ready for the biggest fi ght
of your life wit h these t wo EXCLU-
SIVE missions f or Ocean's EPIC (in
every sense o f  t he  wo r d )  space
extravaganza, court esy  o f  t hos e
great guys at Digital Image Design.

The missions featured here are a
sort of prequel to the events in EPIC.
A Rexxon fleet has attacked the
outer Federation colony DIDY ALPHA
ONE. Seeing this as a perfect oppor-
tunity t o test out  the  EPIC shi p
before the trek to Ulysses VII, the
Federation bosses send you and your
ship i nto the  battlezone t o  sor t
things out.

In the first mission, you have to fly
to DIDY ALPHA ONE. Only one thing
stands in your way: a massive - and
we mean massive! - Rexxon fleet. Lit-
erally hundreds of Rexxon ships both
big and small are just itching to fill
you full of plasma. (DID reckon this
space battle is bigger than any in the
original EPIC game - you have been
warned!)

Having inflicted heavy losses on
the Rexxon's in space, the second
mission take you down onto the
planet itself to wreak more havoc.
Here you have to destroy two major
Rexxon instal lations: t h e  D I D
Research Labs and The One Central

OBJECTIVE TWO
,PROCEED DIRECTLY TOWARDS
THE PLANET AND ATTACK THE
TWO P I MAR1  TARGETS
1. THE DID RESEARCH LABS
2.4 THE ONE CENTRAL COMMAND

EOTH TAF i i ,
A V EHEAWY DEFEti.. -
H E L D : :  
•Command. Several factors conspire

to make this tougher than it might
be. i.e. there are hundreds of enemy
ships flying around, each installation
is protected by a shield generator
and, worst of all, the Rexxon's are
Jamming your  radar meaning you
have no planet map to guide you!

This has to be the ultimate test for
the cocky EPIC starpilot. Are your fly-
ing skills up to the mark? Load up
the missions and find out...

INSTRUCTIONS
-
E
D

Select EPIC missions from the disk
menu. After a brief wait the game's
credits will appear, followed by the
mission briefings. As you'll see, the
mission briefi ngs  are rather more
impressive than in the original EPIC
game. DID plan to use this sort of
front end in the forthcoming ful l
mission disks so remember where
you saw it first. If you want to skip
the briefings and get into the game
then tap the left mouse button.

Following the briefings and mes-
sage will pop up asking you to insert
your original EPIC game disk. Do as
instructed to let battle commence!
All control is as in the original game,
although the keypad ENTER cheat
has been disabled to make things
tougher for you. Notice that you've
been given a ful l  complement of
weapons to help you survive. You'll
need them all, believe me!

OBJECTIVE ONk.
Blast the Remons, basically! Destroy
as many ships as you can. When the
'% COMPLETE' indicator  reaches
100% you'll fly down to the planet.

G
Blast the Rexxons again! Locate the
two major Rexxon installations and
destroy them - you can't finish the
mission without doing so. Take out
anything else meaty looking you
come across. Achieve 100% COM-
PLETE to fly home to victory!
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WIZZYS QUEST
A wizard and his apprentice are
exploring a dragon's lair in search of
the King's daughter  who has been
kidnapped by the foul fire-breathing
lizard. The wizard, who is a bit of an
absent-minded fool, spends all his
time wandering back and forth, his
head buried in a big spellbook.
unknowingly walk into all sorts of
trouble, so it's up to his apprentice,
played by you, to protect him from
the dragon's minions and guide him
to the door to the next room and,
eventually, a titanic confrontation
with the dragon itself.

Wizzy's Quest plays like a simpli-
fied Troddlers, so if you enjoyed that
demo you'll enjoy this game too. As
with Troddlers, t he  apprentice's
magic is limited to the building and
destruction of  stone blocks. The
apprentice can also try to pick up
gems f or  bonus points.  Wizzy's
Quest boasts fifty levels, so there's
plenty to get your teeth into. Enjoy!

INSTRUCTIONS
G STARTED

Select Wizzy's Quest from the disk
menu. After  a  lengthy session of
loading some game credits should
appear then, after a bit of a wait, the
game's title screen. Double click on
the PLAY icon with the mouse point-
er to get into the game.

An animated intro wil l  appear
explaining Wizzy's Quest's
plot. Hold down FIRE on the
joystick to speed it up and get
to the game's menu screen
more quickly. Select PLAY from
the menu to get going.

If you want to enter a pass-
code given earlier select OPEN
SECRET DOOR! from the menu,
type i t in and press RETURN

Jr

Like Battlements last month, Match
Patch is one of  those games that
looks rather unappealing but con-
ceals immense playability beneath its
hideous surface.

Our hero is Patch, a little yellow
blobby guy. Guided by you. Patch
has to jump around the platforms,
zapping the various bad guys. The
twist in this rather simple tale is that
the baddies come in various flavours,
each of which is only vulnerable to
one special  weapon.  Patch c a n
change w e a pons  b y  dr oppi ng
through the different holes in the
floor and discover by tdal and error
which weapon kills what.

The catch here is that if Patch hits
a baddy wi th the wr ong weapon
then it'll mutate into another mon-

when you've finished. Now select
PLAY from the menu.

PROTECTING THE WIZ
Move the apprentice left and right
with the  joystick and push UP to
make him jump. To build a block
press and hold down FIRE then move
the joystick in any direction. If you
try to bui ld a block over another
block the block already there will dis-
appear.

Using this magical ability, guide
the Wizard to the door. I f possible,
try to collect the gems for points and
the scrolls for hints. Every five levels
you'll be awarded with a passcode,
so write it down and keep it safe!

If you get stuck then hit ESCAPE
to restart the screen. However, this
will cost you one of your three lives
so use this function wisely! The
game ends if you lose all three lives.

MATCH PATCH
ster type! The baddies also mutate if
they drop through those holes in the
floor mentioned earlier. Clear the
screen of creeps and Patch can move
on to the next level. In addition there
are various bonuses, both good and
bad, to be picked up.

And that 's  Ma t c h Patch.  I t 's
playable, it's addictive and it's fun,
fun, fun!

INSTRUCTIONS
_ S T A R T E D

Select Match Patch from the disk
menu. Once loaded, hit FIRE to start
the game. Move Patch left and right
with the joystick and push UP to
make him (?) jump. Tap FIRE to make
Patch launch a missile in the direction
he' facing (the weapon currently held

INSTRUCTIONS

C O V E R D I S K S

HIS D I S  FAULTY!
Problems? Disk won't work? Then pop
it in a padded envelope along with an
SAE to the value of 28p and send it to:

The One Coverdisk Returns,
PC Wise,
Unit 3, Merthyr Industrial Park,
Pentrebach,
Merthyr Tydfil,
Mid Glamorgan CF48 412R.

It you think your problem could be sort-
ed out by a quick tinkle on the jelly.
bone, then call the PC Wise Helpline on
(04431 693233 between 10:30 a.m. and
12:30 p.m. week days.

DUEL
Super and simple, Duel is a two-play-
er Battlezone clone. Set on a vast
plain strewn with blocks and boul-
ders, two futuristic armoured tanks
do battle. Only one can survive. Will
it be you?

rED
Select Duel  fr om the disk menu.
Once loaded, you'l l  be shown the
title screen. Not that i t features a
scorecard to show who's winning
more battles. You can erase these
scores by using the joystick to high-
light the RESET panel and hi tting
FIRE. To start rucking, highlight the
BEGIN panel and hit FIRE.

CONTROLLING YOUR TANK
Duel is a  strictly two-player-only
game, so you'll need two joysticks,
one in each joystick port. To move
about, do the following:
UP

- Accelerate.
DOWN
- Decelerate.

is shown by an indicator at the top-
left of the screen). Make Patch drop
through the holes in the bottom of
the floor to change weapon.

Bonuses appear randomly from
time to time and they can be picked
up by simply touching them. Watch
the title screen for a while to find out
what each bonus does. Be warned
now that some of them are deadly!
Also, pay attention to the big timer
- i f you haven't killed all  the on-
screen baddies by the time it reach-
es zero then Patch will lose a life.

* 1Mb only.

I FITIRit
- Rotate the tank
FIFO
- Fire.

The scale to the left of the player's
window indicates velocity. If the bar
is positioned right in the middle of
the scale then the tank will be sta-
tionary. If the bar's higher than this
then the  tank's goi ng forwards,
lower it's going backwards.

The scale in the middle of  the
player's window indicates the speed
of rotation left or right. Obviously, if
the bar is in the middle of the scale
then the tank is not rotating at all.

The scale to the right of the play-
er's window indicates the damage
sustainable by the tank. If the scale
dwindles to zero then the tank is
destroyed.

THANKS!
Ma tc h P a t c h,  W I s a y 's  G ue s t
a nd D ue l  a r e  P O  ga m e s  a n d
w er e  suppl i ed by :  For t i s '  PO,
P.O. B o x  2 ,  E a r l  S hi l l ton,
Leicester LE9

THE SMA L L  PRINT

1- While we at The One make every
effor t to check the coverdisks for
all know n viruses, w e can accept
no responsibility for possible dam.
age caused by viruses which may
have escaped our attention.
2. The One and its retailers are not
liable for any conmeettied change to
the contents  o f  t he  coverdisks
which may occur.
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AVAILABLE FOR
P.C. & COMPATIBLES, ST & AMI
0 1991 Virgin Games, Ltd. All rights reserv

1991 Vektor Groh, Ltd. All rights reserved
Virgin GaMIS Ltd. 338A ladbroke Grove.
London W10 5All
Tel: 081 960 2256 Fax: 081 960 9900

BASED ON OFFICIAL GO M E
DOCUMENTS. SHUTTLE IS THE MO
ACCURATE AND COMPREHENSIVE
SIMULATION OF NASA'S SPACE
SHUTTLE EVER PRODUCED FOR ANY

OME COMPUTER.

FEATURES:
FOLD-OUT SHUTTLE FLIGHT DECK
OSTER

VARIOUS LAUNCH AND LANDING
SITES
AUTHENTIC CONTROL PANEL DISPLAY

•



GAMESMASTER GOES LIVE

Channel 4 ' s  t op-rat ed c omput er
games show Gamesmaster has joined
forces wi t h  The One's  publishers
(MAP to stage a special live show at
the end of  the year that promises to
be bigger than any computer event
ever organised.

Entit led Gamesmaster Live, it 's a
massive games expo to be staged at

Af ter almost a decade of  publishing
and several months  of  legal wran
glings w i t h  i t s  parent  company ,
Palace Software fi nally closed down
last month.

The company behind classics like
Barbarian, The  Shoorem-up Con-
struction Kit, International 3D Tennis,
Cosmic Pirate and countless others
over the years has gone into volun-
tary l iquidat ion,  l eav ing  several
games s t randed mid-development .
The most  serious of  these is Host ile
Breed which, though completely fin-
ished (and reviewed two issues ago)
is now unlikely to be released in the
immediate future.  Palace's offi ces
arid staff ,  based in central London,
have n o w become t he UK arm o f
French favourites  Titus, wh o  have
been releas ing games t hrough t he
company for the last few months.

Comment ing on t he closure, ex-
Palace boss and now top Titus man
Pete Stone said ' The main problem
is that  everything is in l imbo right
now. We're very busy with Titus, but
projects like Hostile Breed and Super
Barbarian wil l  have to fi nd homes -
those homes may well turn out to be

the Birmingham NEC between the
4th and  6t h  o f  December.  Based
along similar lines to the European
Computer Entertainment  Show of
two years ago, Gamesmaster Live will
be attended by all the top names in
the games  business wh o  wi l l  b e
showing of f  their wares for Christ-
mas and 1993. Essentially it's a mult i-

format show, though the Amiga is to
be featured strongly, and there are a
number of glamorous TV-style events
planned. Not  least of  these is a life-
size reconstruct ion o f  t he Games-
master studio,  where show visitors
will be able to take part  in games
challenges compered by show host
Dominik Diamond, and have Conso-

Palace's Hostile Breed • just one of the titles left in limbo by the company's collapse.

with Titus, I don't  know." According w e l l  mean its release being delayed,
to Stone work is continuing on Super perhaps  into next year. 'Hopefully  by
Barbarian, but  the shake-up might  t h e  next  issue of  The One h a v e

N E W S

letations with the Gamesmaster him-
self, Patrick Moore.  "A  fun day out
for all t he f amily " is  how EMAP's
market ing machine is describing the
event, and they should know.

We'll be making more announce-
ments about Gamesmaster Live clos-
er t o the event - f or the moment ,
you'll just have to wait  and salivate..

Pa lace  b i t e s  t h e
dust

more definite informat ion on the
state of  the games," concludes
Pete. Let's hope so...



M KEEN SHOTS TAKEN FROM
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Will you find the stolen film before the
Premiere?
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AVAILABLE ON COMMIS X IKE
AMIGA I I  M EG ONLYJ

A L  T r a d e w i n d s  House, 69/71A Ashbourne Road, Derby, DE3 3FS. Telephone (0332) 297797. Facsimile (0332) 381511
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CDTV GETS SERIOUS

ALL THIS
AND
SOME
GAMES,
WOO!

Yes, CDTV and A570 owners are in
for a bit  of  a t reat  games-wise as
well,  wit h a plethora of  new tit les
arriv ing f or  those wi t h  CD drives
over the next few months. Unfortu-

i nately, as has become typical of most
).CD software, a lot  of  it  is that  bar-
ing "product ivity and infotainment"
claptrap that nobody is interested in
There are some tasty games on the
way, though. Lucasfilm is producing
a CD version of  Indiana Jones and
the Last Crusade for September, but
in the meantime here's a tantalising
trio to tide you over
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Cinemaware classic TV Sports Football, Basically, the game and graphics are much
the same, although this new version makes use of the CDTV's quarter-screen video
capabilities combined with top chromakey techniques to produce some smart live-
action sequences that segment the game action. And of course the TV-style pre-
sentation has been played right up. Looks nice, doesn't it?

N E W S

Commodore is breathing life into its
fl agging mult imedia machine t he
CDTV this month wit h a new range
of peripherals that theoretically turn
the machine into a sexy black games-
playing station.

The t hree n e w add-ons  t o  be
released a r e  96-key  keyboard,  a
mouse arid a floppy disk drive. With
everything plugged int o the CDTV
base unit  (which is basically just an
Amiga processor running a CD drive),
you've got a swish CD Amiga - admit-
tedly it 's practically no dif ferent  to
if you had an Amiga wit h an A570
drive, but  at least it  looks nicer.

Commodore is releasing the c urv
bundIed wit h all the bits and bobs
under the moniker of the Mult ime-
dia Home Comput er Pack, and  is
priced at L599.99. For anybody think-
ing about  splashing out  on a  new
Amiga, it mightn't be such a bad idea -
it works out cheaper than buying an
Amiga and CD drive separately, and
looks well hard with its all-black trim. If,
however, you've already got  a CDTV
and want  t o t urn i t  int o a decent
Amiga, you can buy the bits separate-
ly. The disk-drive is L99.99, and the
mouse and keyboard are E49.99 apiece,
You sexy thing - the all-new CDTV bun-
dle is the ultimate
- f a s h i o n  
a c c e s s
o r y  
f o
r

stylish Amiga garners.

(Above) Amiga .ieterans will instantly
recognise this as Interplay's classic Battle
Chess, the game where the pieces come
alive and then proceed to attack, maim
and k ill each other on the chequered
board. Basically it's the same game,
although now you get a comprehensive
an imated t u t o r ia l t o  g e t  yo u  o f f  on  t h e
right foot. Let battle commence!

o
l 
(
R
i
g
h
t
)  
i
n 
S
h
e
r
l
o
c
k  
H
o
l
m
e
s  
-  
C
o
n
s
u
l
t
i
n
g

Detective, the CD-owning player gets to
step into the shoes of Sir Arthur Conan
Doyle's famous sleuth, It's another one
featuring live-action full-motion video
footage as the player chats to real actors
in his travels around 19th Century
London. The whole thing has a very
Victorian feel, of course, and there are
plenty of cases to solve in a game set
over four parts. Elementary, eh?

2cAtc-,m2c. A c A t c : d e c z : S t c : A
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Will w o n d e rs n e ve r cease? Fo r n o  appa ren t  reason  (o t h e r
than t h is ra t h e r w e a k p h o t o  o p p o rt u n it y),  Co m m o d o re  decid
ed t o  in t ro d u ce  t o p  Chelsea m id fi e ld e r Vin n y Jones t o  t h e
wo n d e rs o f  Am ig a  g a m in g  b y  g ivin g  h im  a  f re e  A5 0 0 . As  t h is
p ictu re  sh o ws,  b o o t  b o y Vin n y is w e l l  ch u f f e d  w i t h  t h e
machine, w h ich  h e  has se t  u p  in  h is kit ch e n  ( ! )  and a p p a re n t ly
en joys p la yin g  Kick o t r  2  o n  Al t h o u g h  h o w  he  e xp e ct s t o
score a n y goa ls w h i le  h e 's h o ld in g  t h e  jo yst ick in  such  a  l im p -
writsted m a n n e r is b e yo n d  u s.
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Amid a cacophony of trumpet-blowing, Enter-
tainment International launches its new budget
label Touchdown upon an unsuspecting world.
The first two products to hit the streets - Emlyn
Hughes International Soccer and Sleeping Gods
Lie - are reviewed in this month's budget sec-
tion, and are to be followed up in later months
with other top re-releases like Pipe Mania and
Paradroid 90. So, to celebrate this momentous
occasion, the lovely guys and dolls at Ent Int
have given us some smart prizes to give away_
The senders of the first fifteen correct entries
will each receive an excellent Touchdown T-shirt
and a special green squeezy American football!
They're brilliant! All you have to do is answer
these three simple questions:

1) Wha t  posi ti on di d Eml yn Hughes pl ay
for  Engl and?
2) I n whi ch year  di d P i pe  Ma ni a  or i gi -
nal ly appear ?
3) Who pr ogr ammed Par adr oi d 90?

Send your answers on a postcard to Touch-
down!, The One, Priory Court, 30-32 Farringdon
Lane, London EC1R 3AU. The closing date is 21st

August, the editor's decision is final and no cor-
respondence will be entered into.

1
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en y ou w a l k  both t ha t  s of t w a r e
shop,  t he  r ow  upon r ow  of  ent i c i ng
shi ny box e s  c a n b e  Just  t o o  ov e r -
whe l mi ng f or  t he  aver age  punt e r  t o
handl e.  S o t o poi nt  you i n t he  r i ght
direction,  we pick out  what we bel ieve
to be the six ti tles cur r entl y avai lable
to buy that are most deserving of  your
har d-ear ned sponds. . .
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MO N K EY I SL A N D  2  ( US Gold)
Lucasfilm's sequel to its tremendously popu-
lar The Secret of  Monkey Island is bigger,
beefier and funnier than the original. Proba-
bly the best adventure game on the Amiga to
date, it's just a shame that you have to either
own a hard drive or juggle eleven disks to
play it. Guybrush's quest to find the fabled
treasure of Big Whoop and come face-to-face
with the resurrected LeChuck is gorgeous to
look at, packed to the brim with colourful
characters, has laughs by the bucketload and
is suitably epic in size. Look out for the chuck-
lesome Lucasfilm in-jokes towards the end.
94%

_
i -1 vosonAisk

SENSIBLE SOCCER (Renegade
We're gettir•g slightly tired of saying it, but
this IS the best football game for the Amiga
-and from reading your letters, it seems most
of you feel the same way too. It's amazingly

L playable, got tons of depth, looks and sounds
P lovely and has bags of laughs in it too. If you

haven't bought it already, you really have no
excuse. Rectify the matter immediately - it'll
be the best 26 quid you ever spent.
93%

LURE OF THE E S S
Amiga-owning adventure fans should be
dancing on the ceiling, what with this and
Monkey Island 2 both out at the same time.
This br i tish-made gr aphi c adventur e i s
arguably slicker than Lucasfilm's offer ing
(there's minimal disk-swapping), if not quite
as enternaining and sweeping in scale. Chock
full of atmosphere and puzzles, the game also
boasts what may well be the cleverest com-
puter-controlled characters ever seen. Hard-
ened adventure fans shouldn't have too much
trouble completing it but  they'll have a jolly
good time while they're at it. 9 0 Tf

THE A D D A MS F AMIL Y (Ocean)
A superb example of how a simple platform
game should be done, The Addams Family is
an unashamed rip-off of the Nintendo Mario
games - but who cares? This is the game to
show that whatever a console can do,  a n
Amiga can do just as well - if not better. The
game area is huge, making it one of the bet-
ter-value buys of recent months. It's not good
to analyse a game as simple as this too deepy,
we'll simply say it's a hell of a lot of fun. And
that's why you bought your Amiga in the first
place, isn't it? 9 0 %

RISKY WOODS (Electronic Arts)
It's not often that Spanish developers Dinam-
ic come up with a new game, but when thew%
do it's a real corker. This arcade quality platform
blaster is on a par with the likes of Myth - there's
certainly enough violent action and impressive
explosions to satisfy even the most maniacal of
garners. A word of warning - it's very tough,
with the action coming thicker and faster than
some unseasoned players may be used to, but
veteran blasters will lap up the opportunity to
face a REAL challenge for a change. 8 4 %
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PGA TOUR 60W PLUS BUDGET TOP 20
(Electronic Arts) 1 I FIRST DIVISION MANAGER

20 NE APIDYA (Play Byre) (Codemasters)
21 15 BLACK CRYPT (Electronic Arts) 2 4 JAMES POND (GBH)
22 40 ROBOCOP 3 (Ocean) 3 2 RAINBOW ISLANDS
23 36 ALIEN BREED (Team 17) (The Hit Squad)
24 NE WORLD SERIES CRICKET 4 3 F-16 COMBAT PILOT

(Soundware) (Action 16)
25 19 PACIFIC ISLANDS (Empire) 5 6 MAGIC LAND DIZZY
26 14 BIRDS OF PREY (Codemasters)

(Electronic Arts) 6 7 SCOOBY-D00 AND
27 26 ROBOCOD (Millennium) SCRAPPY-000 (HiTec)
28 29 POPULOUS II 7 9 LOTUS ESPRIT TURBO

(Electronic Arts) CHALLENGE (GBH)
29 16 EASY AMOS (Europress) 8 18 OPERATION THUNDERBOLT
30 NE MYTH (System 3) (The Hit Squad)
31 18 WWF WRESTLEMANIA 9 NE WORLD CRICKET

(Ocean) (Zeppelin)
32 13 SPECIAL FORCES (Microprose) 10 13 WACKY RACES (HiTec)
33 NE DIZZY COLLECTION 11 12 GOLDEN AXE (Tronix)

(Codemasters) 12 5 MANCHESTER UNITED
34 NE EUROPEAN FOOTBALL (GBH)

CHAMP (Domark) 13 NE TOYOTA CELICA RALLY
35 30 AWARD WINNERS (Empire) (GBH)
36 NE LEGEND (Mindscape) 14 10 THE NEW ZEALAND STORY
37 12 PINBALL DREAMS (The Hit Squad)

(21st Century) 15 RE BATMAN THE MOVIE
38 11 SIM ANT (Ocean) (The Hit Squad)
39 RE ARMOURGEDDON 16 RE LOMBARD RAC RALLY

(Psygnosis) (The Hit Squad)
40 21 OH NO! MORE LEMMINGS 17 NE MIDNIGHT RESISTANCE

(Psygnosis) (The Hit Squad)ua

D/GENERATION ( Mindscape)
A lit t le similar to the 3D Ult imate classics
yesteryear, D/Generation is a fine quality iso-
metric arcade adventure wit h puzzle over-
tones. The atmosphere is gloomy and involv-
ing as the player sneaks through the rooms
of a laboratory complex that's been overrun
by deadly genetic mutants. Certainly one of
the better examples of puzzle-solving married
wit h no-nonsense arcade action, 0/Genera-
t ion is the ideal material f or whi l ing away
those hot Summer nights. Rough, tough and
well worth the effort.  8 9 %

1
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conver ting another  of  i ts Megadr i ve hi ts
onto the Amiga for  Christmas. This time it'l l
be the ul tra-violent motorcycle racing game
Road Rash that gets the treatment.  al though
EA is remaining tight-l ipped on who is actu-
ally doing the conversion job for  them...

. .Rumour has i t  t hat  Ocean has acquired yet
another big-name movie licence in the form of
Jurassic Park. The film, based on Michael Crichton's
best-selling novel, is due out  next year and tells
the story of  a genetic research plant  based on a
remote island where scientists are creating art ifi -
cial dinosaurs to populate a futuristic theme park.
Naturally it  all goes wrong chaos ensues as the
dinos go on the rampage. The movie's due Out
next year and is to be directed by Steven Spiel-
berg. Ocean, however,  is refusing to confi rm or
deny the story...

•  •
...Digital Integrat ion's  re-release budget  !able
Action 16 has added a new string to its bow. Now,
in addit ion to the Classic and Premier ranges we
have the cream of the crop, Supreme. The first t it le
to appear on this high-profi le new label is to be
Spectrum Holobyte's  classic fl ight  s im Falcon -
which we advise you to snap up now if you don't
already own it. It's a bit  good. Out this month, Fal-
con costs 114.99 - and Mission Disks 1 and 2 will be
following the month after at 19.99 apiece...

...System 3 has signed a deal  wi th toy pro-
ducers Crayola, which means that limited edi-
tions of the company's Silly Putty game - due
out on Ami ga in September  - wi l l  featur e a
free sampl e  o f  Cr ayola's popul a r  mul t i -
coloured "goo".  Bet you can't wait. . .
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ULL-PRICE TOP 40
NE SENSIBLE SOCCER

(Renegade)
NE MONKEY ISLAND 2

(US Gold)
1 EPIC (Ocean)

NE STRIKER (Rage)
23 JAGUAR XJ220

(Core Design)
6 NE  FIRE & ICE

(Renegade)
NE CHAMPIONSHIP MANAGER

(Domark)
8 4  FORMULA ONE GRAND PRIX

icroprose)
25 EYE OF THE BEHOLDER 2

(US Gold)
NE THE ADDAMS FAMILY

(Ocean)
6 J OHN BARNES EUROPEAN

FOOTBALL (Krisalis)
2 THE MANAGER (US Gold)

10 J I MMY WHITE'S WHIRLWIND
SNOOKER (Virgin)

5 PROJECT-X (Team 17)
3 J OHN MADDEN AMERICAN

FOOTBALL (Electronic Arts)
9 SPACE CRUSADE (Gremlin)
8 DIZZY'S EXCELLENT

ADVENTURES (Codemasters)
8 NE GRAHAM TAYLOR'S SOCCER

CHALLENGE (Krisalis)

WirifF11111P
18 14 ROBOCOP (The Hit Squad)
19 RE HEAD OVER HEELS

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

THIS T IME LAST
YEAR
1 EYE OF THE BEHOLDER (US Gold)
2 THE SECRET OF MONKEY ISLAND

(US Gold)
3 FANTASY WORLD DIZZY

(Codemaste0
4 KICK OFF 2 WINNING TACTICS

(Anco)
5 PGA TOUR GOLF (Electronic Arts)
6 HERO QUEST (Gremlin)
7 DEFENDER OF THE CROWN

(Mirror Image)
8 LOMBARD RAC RALLY

(The Hit Squad)
9 F-15 STRIK EAGLE ll (Microprose)
10 NORTH AND SOUTH (Action 16)

The One's monthly Amiga games
charts are compiled and provided
by those fine men and women at
Gallup. and are sponsored by Pen-
guin biscuits (scrumptious!). Oh,
and they are the copyright of
McVities.
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There can be no avoiding it  - The One's Letters pages just get bigger and bet ter
every month. There's nothing we'd like more than to hear w hat  you've got to
say fo r yourself and, to  ensure that  it  happens, w e give aw ay no less than ISO
worth of  software each month to the sender of  the best let ter. I f  you've got
something to say - be it  plofound, t rivial or just plain silly - w e' re all ears. So
put pen to paper NOW! The address to w rite to is: Letters, The One, Priory
Court, 30- 32 Farringdon Lane, London EC1R 3AU. There's also a FAX line for
those who just can't w ait  to express them a s  - the number is 071 9  d
- .
1 1 7 0 3 .S O O  +  1 0 0  =  ?

Dear The One,
I read your feature on the new
A600 with interest and have a cou-
ple of questions to ask:
(1) The new Amiga has no keypad.
Does this mean you cannot select
external viewpoints on games like
F/A-18 Interceptor? A n d  wh a t
about selecting a person to sub-
stitute on Kick Off without cursor
keys?
(2) The Smart Card system. Will
there be a new gadget fo r 4500
owners so they can use games that
coitie with a smart card?

Do you know what the news is
on Player Manager 2? And never
mind Man chester Utd and Arse-
nal games, what about Leeds Utd?
Anyway, I like the new look, but it
would be nice if there were more
Letters pages. Anyway, I'm off for
another go on the Indiana Jones 4
demo.

Kar l  Oar ley,
Ma l ton,

Nor th Yor kshi r e.
Your point about the numeric pad
on the A600 is an interesting one.
Hopefully p ro g ra mme rs  w i l l
ensure the ir fu ture games wi l l
allow you to use the normal num-
ber keys as we ll as the numeric
pad, bu t it seems as though new
A600 owners will have problems
with games like Interceptor, Kick
Off and Epic, where some com-
mands can only be accessed from
the keypad. Dino Dini is working
on Player Manager 2 as you read
this, b u t  there's no fi rm release
date as yet. We  were going to
send you some software for your
astute observation, but then you
spoilt it all by saying you were a
Leeds Iltd supporter. We get quite
enough o f  that White Rose clap-
trap f r o m  Team 1 7 's  Ma rt yn
Brown thank you very much.

NOT SO SMART
CARD

0  Dear The One,

I read your feature on the new
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CONSOLING THOUGHTS?

Dear The One,
I don't want to sound discontented with my Amiga but the thing that
really gets on my nerves is having to listen to all my mates go on about
how brilliant their consoles are. However, I can usually put up with
this as I know that these people are sub-normal brain-dead morons
who have no idea of the superior capabilities of the Amiga. I was
therefore very disappointed to read in the June edition of your fan-
tastical magnificent magazine (slurp, slurp) how the new A600 has
been designed to be a rival to  the consoles.

The odd classic platform or shoot-'em-up games, such as James
Pond II or Project-X, are great fun but I really would like to see the
Amiga pushed as a 'serious games machine' to quote you at The One.
This is to say I would like more programmers to follow the lead of Del-
phine in making games like Another World that expand the frontiers
of gaming on the Amiga.

If the day really does come when The One's pages are full of Mario
and Sonic clones then I will hang up my joysticks and start looking
at PCs. For the time being though I will have to sit back and suffer the
jibes of my friends. However, some free software might go some of
the way towards healing my misery (Sensible Soccer and Wizkid would
be nice - HINT).

Thomas  Coveney,
London.

Your fears are understandable, Thomas, bu t we don't think you've
got too much to worry about. The odd console-inspired arcade blaster
doesn't do your Amiga any harm and with the machine as flexible as
the Amiga is programmers will always see it as the ideal platform for
developing groundbreaking titles like Populous and Another World.
Though the new A600 may look like a console with a keyboard, we
believe that we'll be seeing enough innovative software over the next
few years to prove that it's anything but. Stay cool.

Amiga 600 with particular interest,
having bought an Amiga 500 just
six months ago. Although I cannot
see that it  is any better than the
4500 (except fo r the hard drive
option), the Smart Card feature
worries me considerably.
A software company will have to
design two  versions o f  a  given
game: one with a Smart Card and
another only on disk for those mil-
lions of us who have an A500. So
then, can't a pirate just hack into
the 4500 version of the game and

distribute i t  to  A500 and A600
users alike?

One thing Commodore could do
is to produce Smart Card drives to
fit t h e  4500 .  Th is  wo u ld  b e
extremely unpopular w i t h  a n y
A500 user and is like viewing satel-
lite movies where, having already
paid a subscription to watch the
movie, you then have to fork out
an extra wad o f  cash to  buy a
decoder.

But this is the only way I can see
a Smart Card being successful.

However, I  doubt whether pub-
lishers will produce two versions of
the same game or 4500 owners
will be happy to buy a Smart Card
drive. And then you have the other
question of "What if a pirate can
get in to  th is supposedly secure
Smart Card?"...

The upshot o f  a ll th is is, o f
course, that publishers won't both-
er to produce Smart Card games
and Commodore will have wasted
their time. Sorry, Commodore, but
you've got it all wrong.

M a t t h e w  Innes,
Dar l i ngton,

Co. Dur ham.

These are only two of a bundle of
letters we've received from read-
ers worried about the A600 and
the n e w Smart Card standard
There's very little we can do but
wait for the first SC game to arrive
and see what happens. But it has
to be said, we're not exactly sure
about the whole notion e ither_

KICK OFF
SENSISOCCER 0
Dear The One,
While reading last month's review
of Sensible Soccer it came to my
attention that you all seemed to be
giving Kick Off 2 the cold shoulder.
I would just like to point out a few
minor details_
(1) Kick Off 2 is and always will be
one of the greatest soccer games
Out.
(2) Sensible Soccer have probably
got most of their ideas from Kick
Off 2.

Don't get me wrong, I 'm no t
trying t o  p u t  Sensible Soccer
down. I will go and buy this just
for the sake of argument. Sensible
Soccer have put Kick Off 2 'The
Final Wh ist le '  a n d  K ick O f f  2
'Return to  Europe' together and
they have got International and
European club teams in one game.

C.S. Bootes,
South Shields,
Ty ne  & Wear .

This isn't the first letter on the Sen-
sible Soccer vs Kick Off 2 debate
and we're sure it won't be the last.
This is an argument that's set to
run and run, bu t  for the record,
here's our opinion stated clear:
Yes, Kick Off 2 WILL always be one
of the greatest soccer games but,
for sheer fun value, we have to say
we've enjoyed playing SensiSoccer
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more. B y  the  way, there 's n o
'probably' about Sensible Soccer
getting most of its ideas from Kick
Off 2 - Sensible Software admit
that it was a major source of inspi-
ration. A n d  what's wrong  with
taking a great game and making
a better one? And  wha t  o ther
football games offer teams made
up o f  the cast of EastEnders and
items of Indian food? We rest our
case.

RADIO GA-GA

Dear Sir,
Having never felt the need to write
to an Amiga magazine before I felt
I must air my views on the latest
Tips and Adventure He'ohne. I am.
of course, referring to  Radio 1 's
Di 5

After spending endless la te
nights playing The Secret of Mon-
key e Island and completing it ,  I
needed something else to  while
the small hours. Then one day,
whilst reading your magazine, I
came across news o n  Monkey
Island 2. "Great", I thought, and
put aside the money for it straight
away.

Then, a few months after the PC
version came out, I read a review
of i t  in  a  PC magazine and i t
looked better than I  had hoped.
Realising it would be a few months
before the Amiga version would
surface, I  placed an order fo r it
with a software mail-order com-
pany and waited and waited with
anticipation.

Then, on Monday 1st of June,
Jakki Brambles gave out tips on the
air about the completion of Mon-
key Island 2, even before it  was
released on the Amiga. I know it's
been Out on the PC since March,
but there surely must be  more
Amiga owners out there ready to
buy it, even more than there are PC
owners!

Mr  S. Dought y ,
I l keston,

Der byshi r e.

It sounds t o  us as though Ms
Brambles could do with having her
wrists slapped. Naughty naughty,
giving out tips on air and spoiling
it fo r all those Amiga owners for
whom the game wasn't yet avail-
able! Perhaps some kind of warn-
ing should be given out before the

tips, so that people who don't
want to hear can switch over

: t o  David 'Kid' Jensen or some-

)

thing. We hope it didn't spoil your
enjoyment of the game too much.

FALLOUT

Dear The One,
For the past seven months I have
cycled through rain and snow to
get to our nearest newsagents (1.5
miles away) in  order to  buy my
copy of The One. I think your mag-
azine is definitely the best - top
reviews, brilliant layout, comical
interviews, etc.

But how come, whenever I get
home and open your spectacular
masterpiece... t h e  f ro n t  cove r
always fa lls off? You obviously
spend a lot of time perfecting your
quality reviews, how about getting
some quality staples?

D.  Hi l ton,
Newcast l e -under -Lyme,

Staffor dshi r e.

Hmm... We  have to  say, we 've
never experienced any such prob-
lems with our copies of The One
here in the office. But then this
isn't the only letter we've received
on the subject. The only way to
resolve the situation is to go 'per-
fect bound' - glueing the pages
together instead of stapling them,
like o u r sister mag CU Amiga.
However, t h is  wo u ld  ma ke  i t
impossible to pull out the Kilizone
section. Which would you rather
have? Drop us a line and let us
know? We can't help you unless
you help us.

NOT MUCH JOY

Dear The One,
recently b o u g h t  myse lf  t h e

superb game Sensible Soccer, hav-
ing read your review of it and find-
ing it was just the football game I
was looking for. I  was instantly
engrossed by its playability. How-
ever, I  was only twenty minutes
into p laying my  n e w purchase
when my  joystick's fi re  button
suddenly refused to respond. After
much swearing and shouting at
my joystick, I decided to try again
with my other joystick. All was well
until that one also decided to pack
it in, just as I was starting to calm
down.

That is what has finally com-
pelled me to write to you and air
my views about how badly joy-
sticks are made. I know that peo-

ple complain about them all the
time but the manufacturers seem
to be doing lit t le  about it. They
continue to  bring out more and
more different types of joystick, all
with lots of gadgets and switches,
but none o f  them seem t o  be
working on a joystick which will
actually last  mo re  than a  f e w
months, i f  i t  is used qu ite  f re -
quently.

I don't throw my joystick around
the room! I don't even own a 'joy-
stick waggling' game! I just use it
in the usual manner. So why, after
three years, have I gone through
seven joysticks?

Many o f  my friends seem t o
have the same problem with faulty
joysticks, but the general consen-
sus on the subject seems to be that
it is easier to buy a new one than
to get the broken one fixed! Is that
the manufacturers' idea? To pro-
duce poorly made joysticks so that
their sales will rise as people have
to buy replacements? I seriously
hope not. These joysticks don 't
come cheap, with just a basic bot-
tom of the range model costing
about eight pounds.

I believe i t ' s  t ime  t h a t  t h e
designers of these joysticks went
back to  the drawing board and
designed a joystick that will with-
stand serious gamesplaying. Even
if it came more expensively, I'd be
willing to pay the cost to avoid all
the aggravation caused by a sud-
denly ruined game.

El l iot Goodman,
Elstree,

Her tfor dshi r e.

We can only assume that you must
be buying some very shoddy joy-
sticks. Here a t  The One we  use
Konix Speed Kings and Euromax
Competition Pros, a n d  they've
always done rig h t  by us - mind
you, one of the Comp Pros is start-
ing to look a little shaky. You'll find
it's normally those stup id  heli-
copter-shaped ones that break the
easiest and, as so often happens
in life, the  simplest designs are
invariably the ones you'll get the
longest use out of.

PRAISE BE!

Dear The One,
Sometimes I read the Letters sec-
tion in  your magazine and often
readers write  in about ideas fo r
your mag. Well do you know what
I think? I  th ink your may is so

BRILL, AMAZING and SPECTACU-
LAR that it doesn't need any more
ideas. So, if any of you readers Out
there write in about some ideas for
this mag, think again and send it
to some other crap may like Amiga
Format, which needs tons of ideas
to get to  a good standard o f  a
mag. To put it simply, your mag is
so brill that no ideas are needed.
Besides, with the new style and dif-
ferent change, your mag is now
even better. The reviews are the
exact amount that I th ink every
reader wants it to be. So by now,
everyone should know that THE
ONE i s  ' t h e  o n e '  f o r  A mig a
games!!!

Am.. Shucks.

HARD MA N

Dear The One,
I just thought I'd drop you a line
to say that David Upchurch is a
poofter. His score o f 273499 on
Team 1 7 's Waggle-O-Mania i s
nothing compared to my mighty
effort! I  scored a massive 299379
and achieved the rank of Freak of
Nature. Top that if you can!

Ma r k  INalsher ,
Dagenham,

Essex.

You may be interested to know
that since we've received your let-
ter, ou r David clocked up a new
score 310259, which means he's
still the waggling champ. Sorry
chum. if  you think you can do bet-
ter, we're setting up a Waggle-0-
Mania competition, w i t h  1
-
1 5 0
worth of software as the prize. All
you have to do is send up a pho-
tograph o f  the screen with  your
high score on it. Mark your enve-
lope WAGGLING COMPO and send
it to  the usual The One address.
We'll be announcing the winner in
a few issue's time.

IT JUST ISN'T
CRICKET

Sam Stephen,
Staf for d,

Staffor dshi r e.

Dear The One,
I am writing to complain about the
lack of decent cricket games cur-
rently available o n  th e  Amiga.
Robin Smith's Cricket, Cricket Cap-
tain and the superbly named Crick-



Here at The One we share your
sentiments entirely, what with our
own Gary Whitta being a top crick-
et fan (he used to play for his bor-
ough, you know). It 's true, there
isn't a single decent cricket game
out there, which is a real shame as
the sport has to p  potentia l fo r
computer adaptation. We  had a
butchers at Ian Botham's Cricket
which came in  th is month and
that's no t  much cop either. We
called Audio genic to  fi nd  out i f
their very promising-looking and
much-delayed G o o c h y  g a m e
would ever make i t  ou t  o f  the
pavillion, a n d  t h e y  sa id  " We
haven't got a firm date yet, but it
should be sometime around July."
Indeed, it  may be in the shops by
the time you read this.

ZZZZZZ: THE
! R E T U R N

et (what imagination) are all exam-
ples o f  how not to  do a cricket
game. In fact there is only one full-
price game worth purchasing, that
being Soundware's World Series
Cricket, though that game doesn't
contain great graphics and sound.

I thought, last August, a good
cricket game wa s coming  o u t
when Th e  O n e  h a d  Gra h a m
Gooch's World Class Cricket on its
coverdisk. I enjoyed it enormously
gnd cou ldn 't  wa i t  f o r  th e  f u l l
game. It is now June and I'm still
waiting! Please tell me if it will ever
come out, and the same goes for
Ian Botham as well. On another
point please do a Work in Progress
on Kick Off 3 as I am desperate to
find out what it is like.

Ma t t  Clark,
Wol ve r hampton,

West  Mi dl ands.
P.S. Waggl e -O-Mani a  was

br i l l i ant,  I  scor ed 3 0 9 8 6 7 !

Dear Sir,
With reference to my letter in the
latest edition of The One for Amiga
Games. I found it strange how you
headed my letter 'Zzzz' but then
proceeded in  your reply t o  say
what interesting comments I ' d
made!

Anyway, just for the record, no,
I did not begin highlighting certain
words after reading your excellent
intros feature. You see, I've been
doing i t  f o r years. I t  a ll began
when I was in various heiplines to
some 8-bit magazines. Without my

printer then, all my hints had to be
handwritten and the  adventure
sheets contained 'inputs' -  text
which the user typed in  to  over-
come the more common puzzles. I
found t h a t  h igh ligh t ing  these
inputs made them stand out from
the rest of the text and made them
much easier to understand.

I adopted this style for my let-
ters, too. A  neat letter is much
more like ly t o  b e  read than  a
scrawly one and, besides, it makes
your letters page more colourful
and pleasant to read!

Stuar t  N.  Har dy,
Wales,

Sheffi el d.

Another one of the world's mys-
teries solved. Unfortunately your
fetter does not make our Letters
page more colourful and pleasant
to read this month because we
couldn't be bothered to colour the
words in. And we promise to stop
calling you r letters 'Zizz'  i f  you
promise to stop calling us The One
for Amiga Games. It's just The One,
thank you.

MONKEY'S UNCLE

Dear The One,
I've just completed Monkey Island
2. I t 's an excellent game and I
would recommend it  to  anyone,
but I have one question: What the
hell is The Secret of Monkey Island?

In Monkey Island 2 I was expect-
ing to find out The Secret of Mon-
key Island and finally *$PE Elaine
Marley! Does this mean there is
going to be a Monkey Island 3?

There were some unused items
in Monkey Island 2, such as the
ticket to the circus, the love bomb
and the ticket found•in the 'Big
Whoop' treasure chest. Will these
be used in Monkey Island 3?

Davi d Abbot t ,
Whi tstabl e.

Kent .

A very good question. We did a bit
of poking around b u t  nobody
seems to know what The Secret
actually is - then again, i f  they did
it wouldn't be a secret, would it?
We t ried  phoning Doctor David
Upchurch at the Games Surgery
about t h e  unused objects b u t
unfortunately he was lining up a
tricky putt on the 15th green at
the time and wouldn't talk to us.

LEGEND OF THE
FORTRESS

WE BELIEVE "ISHAR" IS THE
BEST RPG ON THE MARKET.
BUT DON'T TAKE OUR WORD

FOR IT._
•

"SIMPLY THE BEST OF ITS KIND."
Cu AMIGA.

"A GAME RPG FANATICS WILL DIE FOR."
Cu AMIGA 89%

"The exciting sense of adventure makes
ISHAR incredibly smart."

ZERO 89%
"A truly great adventure with the best graphics

about."
ST REVIEW 87%

"Don't pass this one by, MUCH BETTER THANEYE OF THE BEHOLDER 2."
THE ONE 87%

"ISHAR" a great adventure
for YOU,

not your WALLET
NOW SEE FOR YOURSELF....

SEND FOR THE FABULOUS "ISHAR" AMIGA SLIDE-SHOW

DEMO DISC FOR JUST 9 9 p  (+50p P&P)...

S T ,  A M I G A ,  P C  E 2 9 . 9 9  O U T  N O W
And we'll send you details of our special money
back offer...
Daze Marketing Ltd. Dagmat Heusi& 12 Old Sireet London. EC IV itA8

Cheque/P.O's payable to: Dare Marketing Ltd.

Name:

Address'

Enclose £1.49 per disc (99p + 50p P8P), post to:
Daze Markeling Lid, Dagmar House,
12 Old Street, London, EO1V 9A13.
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The ultimate football game
featuring both
management skills and
arcade action...
what more could you ask
for!
for AMIGA , AMIGA PLUS & ATARI ST
E25.99
Thalamus Europe
Unit 29 Riverside Business Centre, Victoria Street,
High Wycombe, Bucks. HP11 2LT
Tel: 0494 474713

OFFICIALLY ENDORSED BY ARSENAL FC

Features:
•  Team selection with digitised picturb ut

all Arsenal players
•  Digitised action shots and pictures of

Highbuty
•  Full size pitch & fast (30Hz) scrolling

arcade action
•  2 player option for matches
•  Injuries, red & yellow cards, substitutions,

penalties, corner kicks etc.
•  Full rmittli iumrnentar).
•  Management simulation including league,

all domestic cup competitions, European
trophies and the ultimate World Club
Champiceship

•  Database which can be updated with
additional information on future data disks

• Load/save game feature

EUROPE



1• . •

TARG
R N
It's just over a year since Renegade
Software launched itself on an unsus-
pecting world, with  heady claims of a
whole new way of publishing games -
not to mention a rather nifty debut
product in the Bitmap Brothers' Gods.
So, twelve months on, how goes the
revolution? Gary Whitta cornered the
company's ever-shy boss Tom Watson
to fi nd out.

I l l f  you happened to make it  to the
European Comput er  ent ert ain-
ment Show at  Earls Cour t  t wo

years ago,  y ou could have hardly
failed t o not ice the pomp and c ir-
cumstance wi t h  wh i c h  Renegade
Software was launched_ Ex•Mirrorsoft
man Tom Watson c lambered ont o
centre stage, grabbed t he  mic ro-
phone and spoke proudly  of  A New
Way of Doing Things - not only that,
but they'd be doing "i t " in conjunc-
t ion wi t h  one of  Europe's premier
development  t eams ,  Th e  B i t map
Brothers The idea was to found the
company on the same principles as
those in the music business - Rene-
gade was,  af ter all, an of fshoot  of
Rhythm King records. Programmers

GAE1
would be treated like musical artistes
- proper bil l ing on t he packaging,
wit h t he Renegade label t ak ing a
back seat, They would have input on
the packaging and market ing of the
games, n o t  t o  men t ion  c opious
amounts of cash for their efforts.

It's almost two years since all the
t rumpet-blowing,  and Renegade has
established itself  as one of  the top
names i n the business, wi th four
games and four successes from three
of t he t op names in the indust ry  -
The Bros, Graf t gold and Sensible
Software. B u t  hav e  t h e y  rea l l y
changed anything? Is Tom Watson
the Ne w Messiah o r  jus t  anot her
false prophet? Well, let's ask the man
himself_

So then Tom,  have things turned
out the way you expected them?
Er... yeah!  We haven't  s igned any
fi lm licences, and we extended the
development  t e a ms  t h a t  we ' v e
worked wit h to Graf tgold and Sen-
sible. Wit h bot h of  those projects,
even though the root by which they
came to us was slightly dif ferent  to
normal,  t he developers themselves
had the all-important  say in how the
products looked and worked. So yes.
It's actually  a very natural way  of
operat ing a software company, and
certainly with the experience of hav-
ing done it simultaneously with three
dif ferent  development  teams,  i t ' s
actually easier to do it this way than
it was, say, when I was at Mirrorsoft

Has the idea of having the devel-
opers closely involved wi th other
aspects of  the  pr oduct  wor ked
out?
It's really important to recognise that
when somebody's worked on a pro-
ject for a length of time, it's very dif-
ficult fr.r them just to cut off and say
"right,  that 's my job done, I 'm of f  to
work on something else." They actu-
ally want to see it through, and to be
involved. If you've had an impression
of your project in your mind's eye, as
you must have if you've worked on it
for a year or even longer, you'd be
very unhappy to see the project
then dealt with in a way that's
not sympathetic to your origi-
nal percept ion.  It 's not  to say



"It would  be  interesting to catch someone as
they we r e  buy ing Sensible Soccer or  Fire  &

Ice and ask them if  they k ne w who the
publisher was."

that we back off  completely and
leave the developers t o do i t all
themselves, but what we do is bring
all the parties together so that the
developers are involved in briefing
the design team what the ads and
packaging should be like.

What happens if you come to log-
gerheads ov e r  somethi ng l i ke
that?
I'll tell  you when i t happens. We
haven't had any real rows yet, and
that's mostly because everybody
tries to be mature. The important
thing about the way the process
works is that we all pool our experi-
ence, and we hopeful ly come up
with consensus decisions_ Certainly
to date there's been no conflict.

After  all the trumpet-blowing at
the start, do you think that Rene-
gade has actually made a di ffer -
ence i n any way? Has anythi ng
really changed?
It would be nice to change the way
that things are done in general, but
we've always recognised t ha t  it's
fairly unlikely that all the other soft-
ware companies would go "My God,
we've been doing it wrong all along,
let's change the way we work imme-
diately!". There are some companies
that find us a bi t of a pain in the
arse, a nd ar e qui te antagonistic
towards us - in personal terms as
well, which is quite funny. And when
you get people to respond to you in
that way, you think you must be
doing something right because peo-
ple are taking you seriously. I t 's
interesting t o  see the arrival o f
Mirage, who are now saying the

0  same sort of thing as we were

two years ago. There are a lot of
similarities there... But will we

really change anything? I doubt that
we will, though there have been
some promising signs. Something
very dramatic would have to happen
for us to really change the way peo-
ple work. Most companies are mak-
ing reasonable profits, so they oper-
ate on the principle of  "i f i t ain't
broke don't fix it". All we can do is
set an example to the publishing
community and the developers.

Will w e  ever  get ar ound to this
music i ndustr y- type si tuat i on,
where people will finally identify
wi th the actual "ar tist",  and the
publ ishing label becomes almost
irrelevant?
I don't know. You may have noticed
that, as Renegade, we don't court
publicity. The publicity is directed at
the developers and the games. We
try to avoid any software company
willy-waving. I  don' t  know how
many Sensible Soccer buyers • and
there have been a  l ot  •  actually
realise that it's a Renegade product
they've bought.  I t would be inter-
esting to catch someone as they
were buying Soccer or Fire & Ice and
ask them if they knew who the pub
fisher was.

Are you happy wi th the games
you've released so far?
Oh yes. We  were very very very
pleased with Gods. It's one of those
true international success stories,
and i t's still selling on Amiga. I t's
actually been entirely coincidental
that all the games so far have been
arcadey, and over the next year or so
you'll be seeing things other than
just arcade-style games from us. But
ask yourself the question - i f we
didn't do these action games, who
would?

How do you see the Amiga games
scene devel opi ng over  the next
year or so? Are the new consoles
going to make a difference?
I think there's an overlap between
the consoles and the Amiga, but I
don't believe it's that substantial,
not least because of  the issue of
multiple ownership. People do seem
to be owning a Megadrive and an
Amiga. That's a particularly popular
combination.  I t's very real, i t's very

unfortunate, bu t  technological ly
hardware has always proved to be
disposable. Look at the ST, five years
ago i t  was  t he  premier  16-bi t
machine and the Amiga was small
by comparison. Now the ST's only
doing a fraction of the Amiga's busi-
ness. And something else WILL take
on fr om  t he  Am i ga over  the  next
couple of years. Successful hardware
formats tend only to be dominant
for  about five years

JUST LOOK AT THOSE REBELLIOUS GAMES!
FOUR TOP-RATED GAMES IN ONE YEAR, AND ANOTHER ON

THE WAY - NOT BAD FOR A BAND OF OUTCASTS LET'S
TAKE A CLOSER LOOK, SHALL WE?

Renegade's debut game was also
the Bitmap Brothers' first arcade
adventure • and what a fine one it it
was too! Though some disliked it,
there's no denying it struck a popu-
lar chord with the vast majority of
Amiga garners, as its chart success
testifies.

What is there to say? Well, how
about Sensible Soccer is the best
football  game ever written, and
well  happily see anyone who dis-
agrees outside to "discuss" it. Could
well turn out to be the company's
biggest success yet - i ts still hold-
ing strong at Number One.

Loved by some, despised by others,

i 1

the 'cute" arcade adventure Magic
Pockets left many people feeling
indifferent. Arguments persist to
this day about whether  or not I ts •
as good as many claim. One thing's
for  sure - the Bros reputation was
never quite the same again,

FIRE & ICE

Most arcade sages agree that
Braybrook's super-cool platform
battler  is far better  than the not-
altogether-dissimilar Magic Pockets,
I ts horses for  courses really, but we
reckon it's the business. After  the
game's success, Cool Coyote might
well be returning for  a second
adventure...

Well, who can say? The latest Bitmap opus isn't due out until  the Autumn,
but it's already shaping up to be a bit spesh, wi th some of finest graphics
we've seen courtesy of Brosser and part-time The One cover artist Dan -
Malone. We can't •
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Yo dudes! Welcome back to California-

Fun and Games! - for California Games II, the

ultimate sequel to the game that sold over 1.5

million copies worldwide.

• Fiv e brand n e w ev ent s :  Body board ing,

Snowboarding, Jet  Surfing, Hang Gliding and

Skateboarding.* High score Hal l  o f  Fame or

Shame, depending on how you do.e Practice and

Challenge your best scores or beat up to seven

friends.. Graphics so real you'll feel you're there!
Availlabia on: Ala n ST, Anuca and PC Dual.
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Lit1 2 1  t a g  tiaakti Be i tai tat 116 L  Tai. 421 625 M I  Cap p , .  te at% i t  l i t
t a l i .  ~ a n t i  t a t ,  tam ,  a
, t a m  I ,  
1 1 4  
c fl V i 0
I N  
L I M O N

F.fraan ahOls 'tom Amiga . . . s
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HINTS TIPS N HELP CALL THE

k r  El refloi by ILl. 11011111.. 11111 1.2 Nki010

LEGEND OF DARKMOON (EYE OF THE BEHOLDER I I )  •  SHADOW SORCERER TEL: 0 3 3 9  6 5 4  1 3 9
HILISFAR • DRAGONS OF FLAME • HEROES OF THE LANCE TEL: 0 0 9 1  4 4 2  0 2 5  CURSE OF THE AZURE I .
c
•
BONDS • POOL OF RADIANCE • CHAMPIONS OF KRYNN TEL: 01191 4 4 2  0 . 26  BUCK ROGERS • SECRET OF
THE SILVER BLADES • EYE OF THE BEHOLDER TEL: 0 8 9 1  4 4 2  0 3 0  OPERATION STEALTH • ANOTHER 1
1:WORLD • CRUISE FOR A CORPSE TEL: 0 0 3 9  6 5 4  2 0 4  LUCASFILNI HELPLINE • LE CHUCKS REVENGE I I
(MONKEY ISLAND 21 • INDIANA JONES • ZAK MCKRACKEN • MANIAC MANSION •  LOOM • SECRET OF MONKEY IN

WIND PRINK11111 N1111 ISLAND •  BATTLE OF BRITAIN TEL 0 8 3 9  6 5 4 1 2 3  I NFO RMATI O N LI NE :  0 8 3 9 • 6 5 4 1 2 4
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that's sweeping the nation -
and YOU could be jetting off

to Europe in an all-expenses-
paid trip to watch some of the
best footballers in the world in
action. All you have to do is be
a bit tasty at Sensible Soccer!

As of next month, The One,
in conjunction with Renegade,
is beginning a six-month Sensi-
ble Soccer tournament that

anyone can enter. All you have
to do is save out a set of your
best goals from the game as
Match Highlights and send
them into us. Each month, we'll
pick the best set of goals, and
the sender will not only have
his efforts put on our coverdisk
for posterity, but will also
receive an authentic old-style
Arkwrights football shirt of his
or her choice!

At the end of the six months,
the boys at Sensible Software
will judge what they believe to
be the best single entry from
the sextet of finalists. The com-

•  -
—"Po
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SCOR

petition is being run jointly
with Joystick magazine in
France, Powerplay in Germany
and K Magazine in Italy, who
will all be running similar com-
petitions and putting forward
their own contestants. The four
winners will slug it out in a spe-
cial SensiSoccer Euro-final to be
played at a neutral venue, and
the ultimate winner will have
two rather spanking prizes to
choose from. Either a seat for
next year's European Cup Final
or any European fixture next
season! Just think, you could be
flying out to watch Juventus,
AC Milan, Bayern Munich,
Napoli, Barcelona - even Arse-
nal! - in top form. Not a prize
to be sniffed at.

Entering really couldn't be
easier. Simply save out your
best set of match highlights
(there's no minimum number,
but remember you can't have
more than eight) and send
them to us for judging. Bear in
mind that entries are going to

You could be going AWAY AWAY
AWAY AWAY to Europe on a free
footballing holiday courtesy of
RENEGADE in our incredible Sensible
Soccer Netbusters competition!

be judged as a whole set of
highlights, not simply on the
merit of individual goals - we're
looking for consistency of
excellence, not just the odd
lucky shots. So the more top
shots you send us, the better
your chances.

We'll be picking the first of
the six winners to appear on
our coverdisk next month, so
get out on that pitch and score
some thunderbolts! Then pop
them in an envelope and send
them to Sensible Soccer
Netbusters, The One, Priory
Court, 30-32 Farringdon Lane,
London ECIR 3AU.

THE RULES (READ IENI!)
If you ever took part in our Kick Off 2 Golden Goals
tournament, you'll know the score, but just in case...

1. No more than 1 disk (10 highlights max) per entrant
per month.

2. Your Netbusters DISK must be clearly labelled with
your name, address and, if possible, telephone num
ber. Failure to do so warrants instant disqualifica
tion.

3. In selecting the best goals, The One and Sensible
Software's decision is final, and no correspondence
will be entered into.

4. Details are correct at time of going to press, but
are subject to change without notice.
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PowerMonper N E W
Secret 01 the Saver Blade*
Shadow SorCeter N E W
Space Quest 1 or 2 or 3
Starllight l  o r 2
I rm a  6 or 6
Ultima 7 NEW
Ultima Mnoeiworta NEW

5_00
7,29
999
7.99
7 SO
4 9 9
8 9 9
6_99
8 9 9

10
6_99

14 99
5 9 9
9_99
899
799
7.50
7.99
7.99
8.99

00
5 9 9
8.99
8 9 9

3.5" DOUBLE SIDED, DOUBLE DENSITY WITH
LABELS _

0.59
10 5 . 5 0
25 1 2 . 5 0
3,5 4 0  PIECE DISC BOX . .  6  99
3,500 PIECE DISC BOX
3,5 120 PIECE DISC BOX . . . . . . . . . . . . . . . . . . . . . . .9
5 0MIDI CCNNECTOR • 2 MIDI CABLES 1 4 . 9 9
MOUSE MATS
ST & AG EXTENSION LEADS .................................599
AMIGA 1.2 MEG EXPANSION LEADS
WITH OR WITHOUT CLOCK........ 2 9  99

ORDER FORM AND INFORMATION
All orders sent FIRS T CLASS subleCt to awailabi ity. Just III) in Ita  M oder, ark Send it
SOFTWARE CITY, Una 4. the  B M ,  21 Temple Street. Wolverhampton. WV 2 4AN

ORDER FORM
NAME
ADDRESS

POSTCODE T E L  NO:

Name e t  Gam e Computer

Postage
TOTAL
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POSTAGE HATES: Meese add Sap lor post & packing on all orders under E5. EEC Miseries add C I
per item P im  EEC countries add £2
PAYING BY CHEQUE -  Cheques payable to SONerdoe City,
Card Type
Card No
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PASTE. Cenek
ddreekno kers
-
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E L I T E  2  W O R L D  E X C L U S I V E !

This man is
1 1 ) E A D I E
'
l
f
As w e  speak,  w o r k  is underway on w h a t  is,
indisputably, The Most Eagerly Awai ted Game
Ever. N o  less than nine years after  the origi-
nal, the sequel to the al l -time classic Elite hits
the Amiga this Christmas. In the fi rst part of
an exclusive Work i n  Progress tri logy,  Gary
Whi tta ta l ks t o  program m er Davi d  Braben
about wh at  could wel l  be the most epic pro-
ject in software history...

D
a
v
i
d  
B
r
a
b
e
n  
s
i
t
s  
b
a
c
k  
i
n  
h
i
s

high-backed swivel chair and
on the monitor screen to his

left, a galaxy unfolds.  In the back-
ground, the sun is coming up f rom
behind Earth as t he planet  swings
through its solar orbit .  A l l  is quiet.
And then, f rom the right,  a gigant ic
wheel-shaped space stat ion looms
ominously into v iew.  The indicator
lights on t he hull suddenly  switch
from green to red, the docking hatch
in the centre of the structure grinds
open and f rom the landing bay inside
a recondit ioned Cobra MkI ll space-
craft roars out  int o deep space. I t

(Above) The original Elite, as it
appeared on the Amiga, complete
with pink spaceships and green
space stations. I ts still a firm classic.
but the sequel promises to be a
much darker, more involving experi-
ence.

(Left) Sitting pretty... David Braben's
got every reason to smile. With Elite
2 chugging along nicely, he's quietly
confi dent that fans of the original
game won't be disappointed by the
sequel - and with good reason.

makes a brief  pass over the greeny-
blue planet below then, in a crackle
of electricity, disappears into hyper-
space. Silence once more. Before the
station's hatch has a chance to close
again, Dav id leans across and hits
ESCAPE and the Universe is prompt ly
destroyed as  t he program dumps
unceremoniously back to the assem-
bler screen.

This is Elite 2 - the sequel t o the
legendary space-trading game that,
almost a decade ago, did for com-
puter entertainment what  Serg-
eant Pepper d id  f o r  popular
music. From the upstairs back-



E L I T E  2  W O R L D  E X C L U S I V E !

THE GAME
Op A LIFETIM

en Acernsofrs trde first appeared
the BBC Micro in early 1984, the
pa of  computer games were

anged forever. Prior to its release,
t about every home computer game
s a platform game, text adventure or
shoot-'em-up. Elite, co-written by
ben and Ian Bell while both were
ding at Cambridge, was the first

to put the player in a 'real' 30 erne.
ronment, offering 2000 worlds spread
over eight galaxies, It was also one of
the most ambitious steps forward in
game design terms, combining space

bat with elements of strategy. trad-
and exploration, The game was an

ight phenomenon, and eight years
later is still going strong, having be
converted to every home format im

able (the latest version, for the N
do, is due out SOW and inspiri
ntless similar games - the m

notable being Gremlins lamentable
Federation of Free Traders. Ire

liable that Elite was the springboard
I( all 3D games, and we st ill sea
influence today in games like Wing
mmander, Epic and the Mercenary
les. Not bad for a game that came
of, in Braben's own words 'jest
ing around for my own amuse-

it all started back in 1984 •
original BBC version of Elite.

room o f  his  rivers ide Cambridge
abode, t he 28 year-old program-
mer/designer has, for  the last four
years (ever since the completion of
Virus in 1988, in fact), been creating
the game that's set to make the clas-
sic original, for  all its epic preten-
sions, look like a type-in listing by
comparison.
Even a cursory glance at what  he's
got up on screen so far is enough to

convince y o u  o f  t h is ,  e v e n
though the man himself is curi-

"The idea here
is to take the
original Elite
game to its

logical
conclusion."

- Elite 2
programmer

David Braben-
ously modest about the whole thing.
"The idea here is to take the original
Elite game to its logical conclusion,"
David explains. And he's not kidding.
Braben has painstakingly recreated
a galaxy - our galaxy - down  to the
minutest  detail ins ide an Amiga.
Every planet, every star, every moon
- an area an est imated 70,000 light
years across has been squeezed into
a machine the size of a briefcase.

The project has not been without
its problems. Quite aside from the
utter nightmare of accurately plot-
t ing the correct posit ions of  every
known planet, moon and star in the
Milky Way, David has had to put  up
with w h a t  h e  euphemistical ly
describes as a "false start." Shortly
after creating t he  original  Elite,
Braben a n d  c o-aut hor  I a n  Be l l
worked on a BBC/CEA version of Elite
2 that  actually progressed as far as

being playable. Unfortunately, it was
decided that the rather limited capa-
bilities of 8-bit technology were not
enough t o suppor t some of  the
heavyweight ideas the duo wanted
to implement,  so the project was
scrapped. Now, of course, thanks to
the miracle of the Amiga, everything
is progressing apace once again -
having been s igned t o  Japanese
giant Konami, the game has, at long
last, a release date set for the end of
the year. However, the game's title
is still to be confi rmed (David feels
its tacky to name a sequel simply by
bolt ing a "2" on the end of the orig-
inal name, al though "Elite 2" will
definitely feature somewhere in the
overall t it le) and Ian Bell is no longer
involved in the game's development.
This, it would seem, is a mission that
Braben must at tempt  alone._

Though Elite 2 comfortably blows
raspberries at the original game in
terms of scale (a quick example •
Elite featured 2000 planets, Elite 2
has 100,000,000,000), devotees will
be pleased to hear that the basic
idea and general gameplay has sur-
vived more or less intact. Cast as a
freewheeling mercenary space-trad-
er in the year 3200, the player must
make a living, by whatever means
possible, in a galaxy populated by
aliens, pirates,  police.. .  basically

(Left) Konami s Colin Fuldge, project
manager for Elite 2, also worked on
versions of the original Elite when
he was development boss at
Telecomsoft. Isn't it a small world?

Yes, h e re  it  is - t h e  fi rst  EVER p u b lish e d  scre e nshot  o f  Elit e  2 . T h o u g h  D a vid  s ja w - d ro p p in g  3 D  ro u t in e s a re n 't  b e in g
shown off to their best here (the best is yet to come next month),  you can clearly see some of the clever tricks he's
im p le m e n t in g . N o t e  h o w  t h e  p la n e t  Sa turn 's sh a d o w is ca st  o ve r it s rin g s in  the  co rre ct  a ng le  in  re la t io n  t o  t h e  posi-
tion of the Sun (the br ight star in the background). Those who know their Astrophysics (like our  own David
U pchurch)  w il l  a lso  n o t ice  t h e  a ccura te  m a p p in g  o f  the  p la ne t 's surfa ce  fe a tu re s. As yo u  ca n  see ,  so m e  o f  t h e  o rig i-
na l g a m e s g ra p h ica l fe a ture s h a ve  su rvive d ,  su ch  a s t h e  M -sha pe d ra d a r d isp la y - a lt h o u g h  a t  t h is t im e  th e
dashboard display is far from finalised.

every k ind o f  undesirable imagin-
able. What at first may look like just
another fancy  3D s tellar c ombat
game is in fact a jaw-dropping space
odyssey encompassing elements of
strategy, adventure, t rading and, of
course, good  old-fashioned dog-
fi ght ing:Aware of the shortcomings
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of the original game, Braben's major
objective with this project is, as he
explains, "to give the game more
dynamic range.  Wi th the original
game you ran Out of steam qui te
quickly. Once you'd done all the easy
things, like got all the ship equip-
ment, that was it apart from the mis-
sions."

"The point of this game is pretty
much the same as the previous one,
but trading is now very much a back-
drop," he continues. "The idea is that
the whole game will be like a run-
ning adventure where every action
of the  player wil l  have a  conse-
quence. So for  instance, if a ship is
owned by a cruise line running reg-
ular services and you blow it out of
the sky, the company will notice that
it's not reached its destinations and
send assassins a f t e r  y o u  f o r
revenge!'

At least that's the plan so far.
Currently, much of the actual game
design is still to be implemented as

"Finally you get
to do all the

fabulous things
that the original

Elite book
talked about."

- Konami's
Colin Fuidge

Braben has been pumping all of his
effort into creating the galactic envi-
ronment. The  most radical  ne w
aspect of what David rather humbly
refers to as "this really detailed back-
drop" is that, apart from the huge
space stations that orbi t planets,
players will now be able to travel
down onto the surface of planets
and their moons and fly through the
giant future-cities that  ar e bui l t
there. The idea is that planetside
starports and commercial zones will
offer opportunities for business and
communications that may not be
available o n  t he  "orbi tal  ci ties"
above.

David's super-detai led galactic
environment has al lowed hi m t o
stretch the original game's concept
of an artificial social infrastructure
farther than could have been imag-
ined a few years ago, as he explains,
"The whole point of the backdrop is
that it allows much more variation to
the game. Within the galaxy, only
about a hundred light-year sphere
has been explored by the humans,
and the outlying regions are corn-

pletely uncharted. So within that
sphere you have the core systems
which are all super high-tech, super-
 populated and very wel l  policed.
Everything is squeaky clean • no fun,
really. Then as you go out into the
frontier systems, law becomes a lot
less strict - like the original Elite's
anarchies - where it's more like the
wild west. It's a sliding scale the fur-
ther out you are."

Things are getting bigger and bet-
ter all round, really. Remember using
your hard-earned funds to customise
your ship for combat and trading?
The progressive i dea  ha s  be e n
retained, although now it's possible
to change not just equipment but
your entire ship, progressing from a
lowly one-man Cobra to huge lum-
bering cruisers protected by their
own fleets of fighters. David's cur-
rently experimenting with the idea
of giving the  game several star t
points, so you can choose to play the
whole Elite experience, starting with
a ship and some cash, or, if you're
more arcade-minded,  pl ay  as  a
member of a pirate band, pil laging

the stellar highways for a quick prof-
it - and, quite possibly, an ever quick-
er death.

Konami's Colin Fuidge, the devel-
opment manager  responsible for
getting this project in on time, has
his own theories about the game.
"The way I see it, it's like The Dark
Wheel, the novella that came with
the original Elite. It spins on and on
about al l  these wonderful  things
that happen throughout your life as
a space trader. This game seems how
that book was!"

"Rubbish," Braben comments, but
Fuidge is unrepentant, "No, no, you
get these giant ships, you get to talk
to traders, you get to land on plan-
ets - finally you get to do all those
fabulous things that the book talked
about, rather than flying around and
shooting and trading."

If Colin's outpourings sound a lit-
tle overblown to you,  i t's simply
because you haven't seen the game
in action. David's innovative 3D tech-
niques combined with the painstak-
ing process of recreating every facet
of a  galactic environment,  r i ght
down t o planets bei ng correctly
shadowed for their position in rela-
tion to the sun, and solar/lunar cycles
behaving EXACTLY as they should
has produced a visual experience
that looks mor e l ike the sor t of
multi-million dollar programs that
NASA might run than a simple home
computer game. In short, what's on
screen has to be seen to be believed
- and believe us, you'll be seeing a
whole l ot  mor e of  El i te 2  next
month

ART TWO M O N

We'll be printing the very latest visu

als from Elite 2 - quite simply, some

of the most stunning screenshots

you'll ever see on an Amiga, as well
as continued, more detailed cover-

age o f the game in progress. PLUS

there'll be an exclusive competition

where you (yes, you) could get your-

self featured in the game! Can you
afford to miss it? We think not.
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ently never ending run of driv-
ing games from Sheffield-based

Gremlin comes Nigel Mansell's Grand
Prix. With Mansell slated t o appear
after v irtually  every big name has
already come out (Lotus, Jaguar, Crazy
Cars 3) the pressure is very much on
the shoulders of Damian Hibbard and
Daman Godley to produce a racer that,
at the very least, is sufficiently different
from everything else on the market,

This pressure is considerably mag-
nified by  the fact that  Damian has
never written a game before in his life,
So how can this remarkable state of
affairs; an absolutely unknown pro-
grammer end up in charge of writ ing
one of  a major software company's
biggest releases?

"I went  to university in Newcastle
about three years ago and studied
computer science," Damian explains,
"Once I 'd done that, I began to put
together some demos. In fact I was
about half way through doing a demo
when I got the job with Gremlin."

Gremlin certainly hadn't planned for
such a fresh-faced fellow, no matter
how talented, t o begin his program-
ming career with such an enormous
project. "I was actually supposed to be
helping out  Graham who was doing
Utopia 2 and has fallen a bit  behind
schedule. But the stuff he was doing
at that point was stuff that he really
needed to do by himself. It would have
made lif\ still learning."

With Damian at  a loose end and
Nigel Mansell without  a programmer,
the logical answer was to let the new
boy have a go.

"We started way back in December,
and there was plenty of time to make
mistakes, muck it  up and start over.
There isn't much that was done in the
first mont h that  has survived. Just

because we kept improving on every-
thing, we  had t o t hrow the old
ideas away."

nd now,  just arrived on the grid is a new
hallenger for the hotly contested ti tle,
astest Race Game Ever. As the lights turn
o amber, Jim Douglas takes a look.

Somany  other racers out  there, it
must have been tough trying to keep
Mansell entirely original. What's it clos-
est to?

"I think Lotus is probably the best
sprite driven game out  there at  the
moment. Formula One Grand Prix is
very good of course. And I think Vroom
plays very well. It's certainly more of an

arcade game than Formula One. My
game is closest to Vroom. It's a sprite
game, although it s  done from first-
person perspective, which gives you a
different view."

Daman Godley, the graphic artist is
responsible for the look of  the game,
keeping the arcadey feel which Dam-
an is so keen to hold on to. ''It's look-
ing really good," Damian says, ''Daman
came onto the project about three or
four months ago. Up until then, I was
working wi t h  graphics f rom some
other people but he's really done all the
graphics for in the game now."

While Damian is keen to point out
how instant and arcadey the feel of the

4

"Everyone who's played the game
seems to say that i ts very fast," says
Damian Hubbard, chief coder. And
they're not kidding. Even swifter
than the reputedly remarkable Lotus
3, Nigel Mansell moves at such a
rate, it's hard to believe you're
watching it_on the Amiga. The aim,
of course, is to limit any slowing 1 1
down once computer-cars are in to
an absolute minimum,
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whole game will be. s  worth noting
that at  present, the clear plan is t o
include the 16 courses which make up
the full World Championship Grand Prix
season along with a host of variable car
features.

"There's a person upstairs who's
writ ing a track editor, so we'll be able
to put the correct tracks in. The track
editor isn't finished yet, so no real cir-
cuits are in. I've typed some in just to
work with. There might be a test track
as well which you can practise on and
learn how to play it properly. You can
either race the full season, race one cir-

cult or you can practise on the test
track,"

"Also to go in are the controls for
the car. That includes getting the revs
and the gears in properly. Also the
weather conditions, variable aerofoils
and gear ratios and stuff like that.

"Realism is going to be quite impor-
tant. We're going to make it  so that
they get the best out of the car if you
change your settings for each track. It's
going to be pretty fundemental to the
game. They have to make a difference."

As an added help for the novice
driver, Nigel Mansell himself is on hand

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

The combination of sprites and polygons in
Nigel Mantel ' promise to make it one of the best
looking race games yet. The bitmap cars are
altogether more realistic than polygon ones, and
the  t ra ck p ro ce ss a llo w s th e  d e sig n e rs a  lo t
more  f re e d o m .

to show the ideal way to handle each
course, Damian explains.

"You can also take the opt ion t o
have Nigel Mansell take you round on
a computer drive the track and tell you
the best lines to take. But  I haven't
done that bit yet. Nigel will follow the
same basic algorithms as the comput-
er cars, but a bit better."

A continual bone of contention with
race games is the intelligence, or oth-
erwise, of  the other drivers. In Nigel
Mansell, the computer stores the rac-
ing line for each circuit and the best
that the computer drivers could do
would be to follow that. There will be
three groups of cars, but they'll all act
as individuals. They'll be slightly differ-
ent. The worse they get, t he more
they'll go off that line. Damian is hpo-
ing to add a bit of aggression so that a
few drivers block out the player if he
tries to overtake them.

The biggest question asked of any
race game is "Is it faster than the last?"
According to Damian, "Everyone who's
been playing it  has been saying it 's
pretty quick, which is quite pleasing.
We didn't start out with any particular
determination that  it  had to be the
fastest routine yet or anything. It was
Just happy coincidence really."

Happy coincidence or not, it  can't
have all gone that smoothly. "The least
enjoyable par t ? Hmm.  Because I
haven't got any experience i started off
doing t he road rout ine,  and that 's
taken me nearly all the time. It 's an
exceptionally tedious process. I  was
even try ing to fix bugs that weren't
even there. At the moment, the road
just wobbles slightly, but I know how
to fix that, but I spent ages trying to fix
it. There are other things that I've had
to take out, like the colour bars which
weren't  work ing,  and hills  weren' t
either. But  that  was because I  was
doing it all wrong, and I had to scrap it
and start again."

So what lies ahead for our first-time
hero?
"Next I 'm doing the ST version"
Won't  it  be a bit  boring, doing it  all
again?
"Well, I don't  know yet I haven't even
touched an ST yet, and I haven't dared
ask when it's got to be finished!"

"The sort of  game I'd really like to
have a do is a decent football game but
there's so many that have come out
just now. I think I'd go for a top down
view because it 's the most playable.
You can get much more finesse that
way. I might  actually put together a
spec and see if Gremlin want me to go
ahead with it,"

But hang on. Isn't there a bit of the
story missing? In between finishing
University and beginning the project,
how did Damian actually get his job at
Gremlin? "There was an advertisement
in New Computer Express f or pro-
grammers. I answered it  and got  an
interview and got the job. I didn't have
to show them any demos or graphics
or anything." Wasn't that a bit  trust-
ing? "Yeah. I suppose so."

PROJECT: Nigel Mansel l 's World

Championship

PUBLISHER: Gremlin

DEVELOPER: Damian Hibbard (code)

Daman Godley (graphics)

INITIATED: Christmas 91

RELEASE: July/August 92



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

Following up their
excellent foray into
fantasy territory that
was Heimdall, Core
design again
attempts to woo the
thinking end of the
market with Curse of
Enchantia, a game
set to rival even the

mightiest of Ameri-
can adventures.
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adventures, eh? Somewhere
along t h e  l ine t hey  jus t

seemed to get  forgotten about. Way
back in the days when adventures were
text based, we ruled the world, with
our wit ty  puns and two-word input,
Once the graphics side of it came in,
however, the British developers seemed
to lose their way, allowing their yankee
counterparts to stomp all over them
with t op notch games like Monkey
Island, Indiana Jones, Space Quest and
Kings Quest while we floundered with
the likes of ,  er,  Demoniak. Only  in
recent months has a concerted effort
been made to redress the balance,

Surprisingly, Hook, from adventure-
newcomers Ocean has come closest to
successfully emulating the lucasfi lm
style Now,  however, Core design are
prepared to unveil the fruitions of their

latest efforts.
Curse of  Enchantia is an entirely
home grown product, with a num-

ber of strong points in its favour, not
least the fact that  rather than being
writ ten on the PC and then compro-
mised and shoehorned into Amiga. it's
been writ ten independently on both
machines, maximising the capabilities
and tackling the weaknesses of laoth.

So why an adventure?
"We looked at Core's existing soft-

ware range," says Rob Toone, chief

• L o mild o b b o d e n e alo o .• •

coder, "t o see if  there was a type of
game that would complement it. We
decided that  a graphical adventure
game in the Sierra and Lucasfilm mould
would go down a treat, especially as I
rather like that  type of  game. So a
group o f  us  adventure players sat
down and designed the game."

And what a fine band of adventur-
ers they are! Rolf has some consider-

able games experience; "I started to do
the game design and some of  t he
graphics of the 64 version of 'Founder'
in 1985. I  was then employed as a
games designer for the next four years.
At this point I started writ ing simple
games on the 64 (for my amusement
only). Then I wrote some budget soft-
ware, both conversions and originals,
with myself  o r  a f riend doing t he

lek



graphics. I was given full price software
to do when Core was started. My first
16-bit game was Car-Vup, a game I
designed and programmed and,  t o
date, my favourite. Then, I hurriedly
wrote Frenetic and finally before this
project. I wrote an intro to one of  our
other games,"
The others  have n o  programming
record, but  are big fans of the genre.
Billy Anderson says, "I  don't  get the
time nowadays for RPG (like in the old
days - on paper) but I did when I was
younger, in fact. I even used to make
up my own when we'd run out of pre-
writ ten campaigns I" Rolf Mohr simi-
larly used to play Dungeons and Drag-
ons, a n d  i n  t h e  pas t  has  d o n e
illustrative work for Games Workshop;
RPG and Adventure emporium of glob-
al renown.

Until recently, Rolf was a tradition-
al artist/designer and Billy worked as a
television animator f or seven years.
Rather than struggling to fi t into the
games-designing environment, both
seem perfectly happy in their new roles.
"My role I see as being responsible for

1,

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

(Right) Over a hundred
hand painted backdrops
have been digitized on
the Amiga and then
touched up to produce
Enchantia's splendid
visual style.

smooth flowing animation of all char-
acters in Curse," says Billy: 'Fortunate-
ly, my background in fi lm and televi-
sion has taught me how to economise
on the number of frames each action
has without destroying the animation!
As well as keeping the animation flow-
ing, I also design many of the mon-
sters, guards etc, who you -
m i g h t  m e e talong the way. I 'm left pretty much to
my own devices for this job."

The story of Brad, a regular teenag-
er who gets magically transported to a
very different world, Curse features a
number of similarities to both Lucas-
fi lm and Sierra games, but is in no way
identical, as Rob is keen to point  out.
"Curse has a lot more background loca•
tions than the Monkey games and so is
quite a lot larger. The text entry system
that is employed by Lucasfilm bears
every resemblance in the world to our
system except they say TAKE and we
draw an icon. Also, there is an amazing
amount of conversational text is Lucas-
fi lm games whereas we have kept ours
to a simple minimum_ Lucasfilm gets
most of  its humour out  of  its text,

(Left) Our hero finds himself mana-
cled to the wall in a grimy dungeon.
A tricky problem was getting the
cartoony style of the hero to blend
with the realistic backdrops.

(Bight) How does Brad stand a
chance when presented with such
(ahem) terr ifying foes'? Don't panic,
the corridor guard (for  it is he) is
only a low-level monster,

Fla
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comical animations and daft happen-
ings.

In order to make the player feel that
he is involved with a real story, t h e
game was carefully planned before any
code was writ ten.  as Rob claims, i t
took us a whole month to finalise the
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possibility encountered in the game,
the user interface system, when to load
graphics etc. And of course draw out
every individual puzzle on lots'n•lots of
paper."

The designers want to give the
player as much control as possible

in•
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ver the game's hero. Brad, as Rob
Plains, "He's got 70K of sprite graph-

s alone. He can be controlled by the
eyboard, joystick of mouse. With the
ystick or keyboard you move Brad
ound directly. But with the mouse
u move the little have to point where

ou want  Brad to stand and click the
eft but ton and he will walk there. If
ou press escape, the fi re button or
'ght mouse button, you go to a panel
ith the icons displayed. Each icon has
s own function and can lead to oth-

ers, eg, to take an object at Brad's feet,
re automatically displayed as icons

and y ou c lick o n  t he objec t  ic on
equired. Every act ion apart  f rom

movement is controlled from the icon
ystem, even scores and disk functions.

Hopefully a picture will say a thousand
words and make this system easy to
use."

The rather excellent backdrops are

17
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achieved through a similar longwind-
ed process to those in the Lucasfilm
games. "I  hand paint  all t he back-
grounds i n  acrylics, t hen they  are
scanned in. I have only done the mini-
mum of touching up on screen, to join
repeated scrolling screens, or improve
parts which don't  digitise very well. "
Rolf explains. It's worth not ing that
since the graphics for the Brad charac-
ter require eight colours, only 24 oth-
ers remain for each scene.

The decision to keep the onscreen
text t o  a  min imum was  essential,
according to Rob, "Too much reading
can really slow a game down or kill it,
like Willy Beamish

Now, as they near the end of the
project, the team allow themselves a
brief moment  to sit back, relax and
reflect on the trials and tribulations of
putting the game together. For the first
time, everyone has a different opinion

e'-1111/I,
enjoyed all of it," says Rolf. Billy isn't

so sure. "I hated all the colouring and
shading. I find it  difficult and boring.
Making the characters animate - now
that's fun! ".  And as for Rob, where
there any niggling annoyances which
prevented him from fully enjoying his
time with Curse'? "I didn't like having
to make my own tea and not having a
YTS slave. And I didn't  like not being
able to take the credit for the other
lads' work. Apart from that, fi ne

And what's next for the trio? 'I  hope
my next project will be science fiction.
It's my main strength as an artist and
designer. I'd like to try to get as close
as possible to simulat ing interactive
film-type games, like a cross between
this type of  graphic adventure and
something with more animation and
movement." says Rolf.

"I'd love to do an RPG like Dungeon
Master of Might  and Magic, as these
are two of the best games ever written.
And I 'd like to get that atmosphere
with a few touches of my own," con-
cludes Rob. "I 'm also thinking of get-
ting a  few friends round t o build a
space shop, so I can go exploring."

Quite.

DAk• •GROLINDS FOR ACT
The background graphics for curse have received high praise from a most unusual quarter - the designers
themselves! "The pure unadulterated and sexy backgrounds are the part that I'm more impressed with,"
says Rob. Each of the 100 screen "paintings" were first sketched and then painted in acrylic inks by Rolf,
and then scanned into the Amiga for touching up and improvements. Since the game isn't being ported
down from a VGA PC version, the backdrops are only diluted once in their quality, as opposed to going
through the host of conversion processes which normally befall backgrounds in similar games. Billy con-

cludes; "I think they've come out incredibly well - good old Rolf!"

WE NEED A
HERO!
Yes, ju s t  l ike  Bonn ie  Ty le r
reminds us so eloquently in that
aftershave advert, every game
needs a hero. And he's got to be
strong, and he's got to be fast,
and he's got to be fresh from the
fight. So it's a good job that so
much attention has been lav-

ished on Brad, Curse's super-
flexible lead. Let us introduce

you to the man himself, in just
some of his poses.

PROJECT:
Curse of Enchantia
PUBLISHER:
Core
DEVELOPER:
Rob Toone (Code),
Billy All ison (Com-
puter Graphics),
Rolf Mohr (Artist)
INITIATED: Late 91
RELEASE: Sept 92
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" DM A Design! Tell
me about your latest
game," snarls David
iDep ED 209 '
Upchurch. "You have
twenty seconds to
comply."

1 1 A  ention DMA  Design a n d
what comes into most peo-
ple's minds? Ifs Lemmings,

of course. Undeniably the biggest com-
puter game phenomenon of  recent
times, it  put the Dundee-based devel-
opers on the software map in a big
way.

However, DMA Design's first forays
into the games arena were far removed
from the cuddly, cutesy antics of those

0  green-haired mop-tops. Remember

Menace? Or Blood Money? Both
were hard-edged blasters that first

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

showed what  the Amiga could really
do in the shoot-'em-up stakes. Now.
with Walker, DMA Design look set to
return to their roots with a vengeance

Readers with good memories may
remember seeing early screenshots of
Walker around two years ago. At that
time it  was DMA Design's Dave Jones
who was coding the game but since
then, due to Dave's commitment  to
matters Lemmings-y, Ian Dunlop has
taken over the progFamming chores.

But why  t he  long development
Lime? DMA  Design's Simon Lit t le,
who's i s  managing t h e  projec t ,
explains: "Initially, round about when
those first preview shots came out, we
weren't  really happy wit h it .  We've
done a lot of work tweaking to it since
then, gett ing small details in there to
make it enjoyable to play even for the
hundredth t ime."

So what's the game's plot? Simon
explains: "It's basically a 'time machine'
game. It starts off in an arcade and you
are a character playing a futurist ic
arcade machine. You leave the arcade
and go  home where you fi nd this
object on your floor which looks like an
old-style cigarette case. You pick it up
and it projects a 3D holographic image.

This gives you the message that you've
been chosen because of your superior
game-playing abi l i t ies  t o  b a t t l e
through t ime"

Sounds more than a lit t le like the
plot of The Last Starfighter, n'est pas?

"Er.... yeah," laughs Simon.
But enough of  that. What  of  the

game itself? As Simon sees it, the final
game will take place over about four or
five time zones or levels set in the past,
present and future. Each level is split
into t wo  very distinct parts. Simon
takes up the story:
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(Left) Above ground the player's
horizontally-scrolling travels take
him through hordes of enemy troop-
ers, their  specific form varying
according to the Time Zone the
Walker has been transported to.
Suffice to say that as the technology
of the enemy improves, the Walker's
life gets tougher...

(Left) Here the player negotiates the
underground section of the Future
Time Zone, a massive level crawling
with deadly and tough-to-ki l l
android warriors. These platformy
sections provide welcome relief to
the relentless blasting nature of the
surface action.

"The first part of each level has the
hero in his Walker machine travelling
across a horizontally-scrolling land-
scape. Your Walker appears on the
right-hand side of the screen and vari•
ous baddies enter f rom the left-hand
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(Above )  ...As yo u  ca n  se e ! I n  t h is
Future  T im e  Zone  t h e  e ne m y's a rse -
na l in clu d e s la se r-sp it t in g  cra w le rs
a nd supe r-a ccura te  H unte r/ Se e ke rs,  a
b it  like  t h o se  se e n in  t h e  b e g in n in g
of  The  T e rm in a t o r fi lm s. The  F u tu re
Time  Z o n e  pose s t h e  Wa lke r's p ilo t
w it h  h is t o u g h e st  ch a lle n g e  o f  th e
wh o le  ga me .

side, everything f rom helicopters to
tanks to lots of little men."

As you might  have guessed, what
ensues is large and copious amounts
of hard-core blasting, with the Walker
having to kick butt and reach the end
of the level. What  sets Walker apart
from yer bog-standard shoot-'em-up is
the look of the Walker and the player's
control over it, control that requires the
use of both hands!

"The mouse controls your targeting
sight, I guess it 's  a laser-type sight,
which casts a cross on the screen ahead
of your Walker," states Simon. Th e
mouse controls the sight's position. The
Walker's head then tracks the sight - it
doesn't just  move up and down,  i t
actually swivels left and right as well so
that it  looks about. The Walker itself
can be moved left and right, stomping

(R ight) On ce  p a st  th e  e nd-o f - le ve l
gua rd ia n  in  t h e  scro lly- sh o o t y se c-
tion, the pilot climbs down from the
Walker's cockpit and descends
underground into the enemy's secret
ba se . M u ch  ru n n in g ,  ju m p in g  a n d
shoot ing  e nsue s a s t h e  h e ro  m a ke s
his w a y a ro u n d  m u lt i- d ire ct io n a lly
scro llin g  p la y a re a ,  t ryin g  t o  lo ca te
the  we a k p o in t s wh e re  t im e b o m b s
must  b e  p la ce d .

backwards and forwards, using LI jCly
stick or the keyboard."

Another aspect of Walker that sets it
apart f rom the pack is the animation
of t he lit t le t roopers attacking t he
Walker and the intelligent way the.,
,behave. "The tiny men are about Lem-
mings' size," explains Simon. "I f  you
leave them alone then they'll line up in
regiments and start firing at you. If you
start firing back then they'll spread out
and avoid your fire.

"Then there are the trucks that come
on with men jumping out of the back.
Helicopters fly on - if  you listen care
fully you can hear them playing Ride of
the Valkyries [as in the movie Apoca-
lypse Nowl - and if  you leave them
alone men' l l  be lowered down o r
ropes. Then you've got men running on
from behind the Walker who'll try to
attach a  rope t o  t he Walker and
attempt to trip him up."

"You blast your way through the
level and when you reach t he end
there's the usual guardian. Once you've
shot that to bits you descend from your
Walker - this is an animated sequence
- and go down a lif t  shaft into a sec-
ond part of the game which is a plat-
form-style t hing -  lot s  o f  running
around, jumping, shooting, collecting
ammo and extras and so on - which
also has an element of strategy.

"You have to destroy the under-
ground installation by placing three
timebombs in pre-specified locations
which are weak points in the installa-
tion's structure. You have a computer
on hand to help you do this and you
can log onto the computer at different
points and it  brings up a map which
zooms in and zooms out  and shows
you your current position and the posi-
tions of the weak points and things like
that. When you drop the bomb you
have to type in the time you think you
need to get Out and place the other
t imebombs so that  they all go of f
simultaneously and you get out safely
before the thing blows out. That gets
you on to the next level above ground
again."

The look of the Walker seems to take
obvious inspirations from the metallic
two-legged stalking machines featured
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in the film Return of the Jedi. An inspi-
ration? "Yes, I think that's really where
the Walker came from," replies Simon.
"Originally the game was mocked up
by Dave [Jones] using a Walker-type
character and he felt  that  it 'd be a
good basis for a classic shoot-'em-up.
The final game's evolved from that with
the addition of a lot of extra features."

"There are lots of neat things about

(Left) The  entrance to the
underground section is protected by
the now-obligatory big muvva of a
biddy.  In the Future Time Zone it's a
massive spaceship, as shown here.
Note how the ship is built from
smaller spr i te 'parts' - this allows
the ship to appear  'fully' animated
while conserving precious memory.

(Left below) The Walker is made up
of two individual sprite sections, the
head a n d  t h e  le g s. Wh ile  t h e  le g s a re
re la t ive ly sim p ly a n im a te d  a n d  ju st
ha ve  t o  p lo d  b a ck a n d  f o rt h ,  t h e
he a d is f a r m o re  co m p le x a n d  ha s t o
ro ta te  a n d  sw ive l t o  f o llo w  t h e  ta r-
g e t t in g  sig h t  n o  m a t t e r w h e re  it 's
pointed. Al though taking ages to get
right, the result is very realistic,

(Below) Just some of the many
enemy vehicles w hi ni ng around the
Future Time Zone, intent on blasting
the Walker. The real stars of the
show, however, are the beautifully-
animated soldiers - it's their antics
that really give Walker its unique
flavour.

ROTOSCOPING FOR BEGINNERS
As has become an expected feature of games
written by or for Psygnosis, Walker will fea-
ture a massive intro sequence. However. in
a radical departure from the usual hard-
edged ray-traced style made popular by
games such as Awesome and Aquaventura.
i n  have a slightly more 'naturalistic' style.

"Must of the  intro 's being done using
retoscoping arql some of its M in t e d  hand
animation," explains Simon. To explain a bit
further, for those of you unfamiliar with ani-
mation terms, rotoscoping is the process
where by the animator traces over footage
of live  characters and uses these tracings as
the basis for the final animation. The result
is rtry realistic- and fluid-looking animation.

However, that's not to say there's a total
absence of ray-tracing in the intro: "The
walker itself has been ray-traced on a Sill.
con Graphics machine using 30-modelling
software." adds Simon.

So impressed have the DMA Design boys
been with the way the modelled Walker
looks and move that I t  may appear in the
game. "We have a model Walker rendered
in 3D that'll probably find its way into the
pine  by the time  its finishe d." comments
Simon. "In the future we're looking at
modelling a lot of stuff to get a more
realistic look to It."

ra
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(Above) I f the Walker's shields are
worn down to zero, a huge explosion
ensues and the player's game ends.
Just to rub salt into the wound this
graphic sequence is fol lowed by a
still screen of the Walker lying
destroyed on a pile of rubble. Tragic,
eh?

Walker," comments Simon. "One of the
best things about it, I think, one of the
things which makes people look at the
game and go "Wow! ",  is the look of
the Walker, the way it stomps around.
Adding t o  this  are t he 'c lumping'
sound effects. There's no music during
the game, just loads of sound effects."

Adding to the look of the game is
the animation on the aforementionfa
litt le troopers, which includes lots of
'splatter' effects when they get blast-
ed, "The characters are quite small but
when y ou  blas t  ' e m lot s  o f  red
appears!" laughs Simon. "When you
shoot men in the buildings they fall out
and hit the ground with a splat! Also,
as well as shooting the soldiers, you
can stomp on 'em!" It all sounds sat-
isfyingly gory, a much-neglected aspect
of many modern blasters, although
whether the family-minded bosses at
Psygnosis will let the graphics through
unaltered remains to be seen,

Walker boasts the usual list of tech
nically-impressive graphic  and pro
gramming tricks that one has come to
expect from a Psygnosis release, such
as 32-c olour full-screen graphics
scrolling fi f ty times per second with
two layers of  parallax. Adds Simon:
"We tried for three layers of parallax
but it slowed things do too much, We
wanted the action to be fast so we
dropped the layers down to two. '

At last, after the long wait, Walker
looks on schedule to finally come out
although there's still a fair amount of
work still to be done before its Christ-
mas release date comes around. "The
top-ground sections are pretty much
finished but we're still working on the
underground sections t o  get  t hem

right," says Simon, "The problem was
we had them both running simultane-
ously and we thought  that  the top-
ground section needed improving. So
we did and it 's  now looking really
good. Trouble is, when you compare
that to the underground section you
realise that the underground section
needs improving as well so we having
to get that up to standard!"

The boys n' girls at Psygnosis are qui-
etly confi dent  t hat  Walker wi l l  be
something of a Christmas hit, so much
so that they want to get Lemmings 2
out early to clear the way for Walker's
release. Confidence indeed, 'And, on
the basis of what's on show so far, it
would appear to be confidence well
founded. The shoot-'em-up renaissance
starts here.

•  - -

- - -
• • •
1 1
1 1
1 1
1 1
1

PROJECT: Walker

PUBLISHER: Psygnosis
DEVELOPER: DM A Design -
Simon Li ttle (Project manager)
Dave Jones (Initial  design)

Ian Dunlop (Design, Programming, Sound)
Stacey Jamieson, Mark Ireland, David
Bally (Game graphics)
Neil Glancey (Intro graphics)
INITIATED: Autum n 1990
RELEASE: December 1992
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REO ZONE  1 7 . 9 9
RISKY WOODS.... ..... ....... ........ 1 7  99
RDBOCOO .............. ....... •  17 49
ROBOCOP III ......... ............. ........... 1 7  49
ROBIN HOOD__ .................................. . 1 7  49
RODLAND  1 7  49
ROLLIN RONNY_ .  17 49
RUBICON . 1 7  99... . ,
RUGBY WORLD CUP.

• •I 499
SENSIBLE SOCCER • _ 1 7 . 9 9

7 9SHADOEW Of THE BEAST 2 1 7

SIMANT 7 4 9
SILENT SERVICE II

SIMPSONS•••••••••••••• • •
SHUTTLE 2 8  99... ..... .......
SPACE ACE2..... 2 5 . 9 9
SPACE 1689 •  .
9 9 9

COMPUTER TITLES

TOTAL AMOUNT ENCLOSED

PRICE

SPECIAL
OFFER!!

El OFF ALL
GAMES

P&P UK add 75p Europe add E2. Elsewhere add E.3.50 Please Allow 14 days for delivery

SPACE CRUSADE
SPACE GUN
SPACE QUEST IV
SPECIAL FORCES
STEEL EMPIRE
STRIKER
SUPER SPACE INVADERS
SUSPICIOUS CARGcl
TEAM YANKEE
TEAM YANKEE
TENNIS CUP 2
TERMINATOR II
THE CARL LEWIS CHALLENGE
THE COOL CROC TWINS
THE MANAGER
THE PERFECT GENERAL ____ ,
THEIR FINFEST HOUR 1 9  99
THEIR FINEST MISSION  1 0 . 9 9
THUNDERHAWK AH-73M ......  2 1 . 9 9
TIP OFF  1 7 . 9 3
TITUS THE FOX  1 7  99
ULTIMA VI  2 0  99
uNDER PRESSURE 1 7 9 9
UTOPIA 2 0 . 9 9
VIDEO KID . . . . . . . .  _17.49
VROOM
wiLLY BEAM1SH 2 1 . 9 9
WOLF CHILD 1 7 . 4 9
WOLF PACK._ •  1 6 . 9 9
WIZZKID
W W F WRESTLIP.S 1 7 . 4 9
200t • • 1 7  99

BUDGET
AFTERBURNER... 6 . 9 9
ARKANOID 2____ . 6 . 9 9
BARBARIAN 2 „ . 6  99
BATMAN THE MO. L 6 9 9
BUBBLE BOBBLE 6 9 9
CARRIER COMMAND  . 8  99
CHASE HO ...............__. ........  6 . 9 9
CHUCKIE EGG 2____ ..... •
CYBERBALL. . , „ . . . .  6 • 9 9
DOUBLE DRAGON
'  
7 .
9 9

FI6 COMBAT PILOT ,   9.99
GHOSIBUSTERS 2 6 9 9
HITCHHIKERS GUIDE •  _  B  99
HUNT FOR RED OCTOBER 7
9 9JET SET WILLY . . •  99
K.0.2 RETURN TO EUROPE 8  99
K.0 2 WINNING TACTICS a  99
PAPERBOY e  99
SWITCHBLADE . .  6 9 9
WACKY RACES 6 . 9 9

13.99

ACCESSORIES
1?2 MEG UPGRADE f CLOCK • 2 6  99
AMIGA 4 PLAYER ADAPTOR......... • „ 7  99
40 LOCKABLE DISK BOX , •  .6 99
80 LOCKABLE DISK BOX.. . . 8  99
BOX 10 BULK DISK •  •  6 . 9 9
BOX 10 SONY DISK •  •  9 . 9 9
QuiCKSHOT PYTHON .... . . . .  ,  1 0 . 9 9
OUICKSHOT MAVERICK.... . . . . . . . .  • _14.99
OUICKJOY JET FIGHTER ___ _ _ _ 1 3 , 9 9
OUICKJOY TOPSTAR. , . . . . . . . . . 2 0 . 9 9
COMP PRO 5000 EXTRA CLEAR ..............13.99
NAvIGATOR____________ ........... .....13 99
BPSTICK .......................... _______„ 1 3  99

Name

Address

_17.99
_1749
.25.99

_22.99
.1799

_17.99
.2099

....17.49
_1999
_23 99
..i7.99
.
1
7
4
9

_1799
• _17.99
_22 49

Postcode

Villiers House
110 Villiers Road

Watford, Herts
W01 4AJ

(0923) 676419
All items subject to availability E.8,0•E

COMPILATIONS
BOARD GENIUS

SCRABBLE. RISK, CLUEDO.
MASTER DETECTIVE

E17.99

NINJA COLLECTION
DOUBLE DRAGON. DRAGON

NINJA,
SHADOW WARRIOR

4 WHEEL DRIVE
TEAM SUZUKI, COMB! RACER, GT

FOUR RALLY. LOTUS TURBO
CHALLENGE

E17.99

2 HOT 2 HANDLE
GOLDEN AXE. TOTAL RECALL,

SHADOW WARRIOR,
SUPER OFF RCAD RACER

E17.99

POWER PACK
XENON 2. LOMBARD RALLY,

TV SPORTS FOOTBALL,
BLOODWYCH

07.99

HOLLYWOOD
COLLECTION

ROBOCOP, GHOSTEILISTERS
INDIANA JONES. BATMAN

E
-
1
7
.
9
9

MAGNUM
AFTERBURNER, DOUBLE

DRAGON, OPERATION WOLF,
BATMAN CAPED CRUSADER

E17.99

DIZZY COLLECTION
FAST FOOD, QUICK SNAX,

MAGICLAND DIZZY. FANTASY
WORLD, TREASURE ISLAND

DIZZY

QUEST FOR
ADVENTURE

OPERATION STEALTH, MEAN
STREETS INDIANA JONES LAST

CRUSADE

Date

Tel



REV
42 Civilization (Microprose)
46 Hoi (Holly ware)
48 International Sports Challenge (Empire)
50 Aqua Ventura (Psygnosis)
68 Crazy Cars 3 (Palace)
70 Liverpool (Grandslam)
72 Super Tetris (Microprose)
74 California Games 2 (US Gold)
76 Red Zone (Psygnosis)
79 Gobliiins (Dream Dactory)
80 Bug Bomber (DMI)
82 Catch 'Em (DM!)

EINS

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

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

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

improvement.
61-70 F a i r  to good. Lots of  nice points, but  in no

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

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

JIM DOUGLAS
Jim is one of eleven lucky people from Emap
Images to have been enrolled in a top secret
training programme. This month Jim's
commitment to his personal development
enabled him to stay in a 5 star hotel and get
in touch with his feelings during the busiest
part of the schedule. And what do these
taxing and challenging courses involve?
Throwing a foam ball to each other and
playing a jumped up version of musical chairs.
It's tough at the top.

DAVID UPCHURCH
Dave "The Length" they call him. And for
good reason. Dave's recently rediscovered
swimming prowess has elevated him to
superstar status amongst the office ladles.
"He's just like that bloke out of that Levi's
advert," they swoon. Although we suspect
they mean the old bloke sitting buy the pool
on a sun-lounger.

GARY WHr I TA
Not only has Gutbucket had the privalege of
going round for tea with  top games guru
David Braben and seeing his Elite 2 in all its
astonishing glory, but he has also got to
review California Games 2.

JIM VVILLIS
Good-for-nothing layabout Willis, probably
under doctor's orders or something, spent a
short time this month off his arse for a
change. He's been building a wall in his
garden. "A sort of rockery stroke bar-b-ci
area," he informs us. Still it was nice to see
that he did have time to review a game this
month. Oh no, actually he didn't.

4

0
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All your commands are accessed • • • - -
from here but  most of them have
useful keyboard shortcuts too.

The whole world in miniature helps
you keep track of areas outside of
the fl oating map window.

Different type of terrain have differ-
ent uses; hills can be mined, plains
can be irrigated, and so on.

Show the size of your population,
the year, progress of current
research, cash reserves, and luxury,
tax and science rates.

This is where all the action is
played out.

Gives info on the currently active
unit and shows any other  units in
the same location.
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Railroad Tycoon proved sur-
pris ingly addic t iv e.  Lay ing

down tracks between American or
British c it ies and t hen set t ing up
your own timetables was like having
a huge, unlimited t rain set on your
Amiga, and you didn't  have to suffer
the embarrassment  of  queuing up
behind six year olds at  y our local
Hornby stockist. Wit h Civ ilizat ion,
Meier has applied the same princ i-
ples on an even bigger scale • con-
quering the entire world!

The object ive,  put  s imply,  is  t o
lead your ever growing tribe of peo-
ple f rom the dawn of man, through
the ages ,  t o  bec ome t h e  mos t
advanced civilization on the planet.

L AM * ea-

The main screen is where you'll  spend most of your time, giving commands to your units
and generally monitoring your progress.
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This vast scheme is played out  on a
world size map which,  populated
with t iles  represent ing every thing
f rom armies  t o  c it ies,  essent ially
resembles t he  s ort  o f  t h ing y ou
might  fi nd in any bog-standard war
or strategy game. But hold on there,
before you y awn and s link of f  t o
read the next review, let  me reassure
you that  Civilization, far f rom being
the dry  and boring pursuit  of  t rain
spott ing nerds, is actually one of the
most absorbing and ent ert aining
games to come the way of the Amiga
in a long while.

Underneath t h e  s l ight ly  t ac k y
graphics, the ugly typeface and the
strident soundtrack there's  a fi rs t
class game struggling to be noticed.
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Long-time Barbarian Laurence Scotford
gets civilised enough to conquer Sid Meier's
latest masterpiece.
If you've played Railroad Tycoon,
you'll know exactly what  I mean! so-
so audio-visuals, but you'll quite hap-
pily play  i t  t o three o'c lock in t he
morning three nights running.

So how does Civilization work? It s
normally  a  ques t ion bes t  le f t  t o
philosophers, economists, social sci-
entists and their ilk, but  in this case it
can be summed up quite easily. You
begin wi t h  one measly fl ea-ridden
rag-bag of  a t ribe,  and your init ial
task is to found a capital city. Having
done that you can use the resources
in and around your new home to cre-
ate a range of useful things, be they
soldiers for defence or invasion, set-
tlers a n d  t raders  t o  ex pand a n d
improve your empire,  shipping and
other t ransport ,  or  import ant  con-
structions like temples and universi-
ties.

As the game progresses, visits from
other empires tend to become more
and more frequent.  They may want
to make an offer  of peace or demand
a tr ibute in lieu of invading you. In
the latter case they're often just call-
ing your bluff and a raised middle
finger is usually the appropriate
response.

on

Major events in the game are fl agged
by newspaper reports. These can be
anything from a new invention, like
gunpowder ,  to the downfal l  of an
empire.

One of  the mos t  appealing and
the mos t  daunt ing aspects of  the
game is that, no mat ter how many
extra unit s  you create during t he
course of play, you have control over
every s ingle one o f  t hem,  al l  t he
t ime! You can guide your budding
empire in exactly the direct ion you
like, as either a peace-loving trading
people or a horde of warmongering
barbarians. Neither opt ion guaran-
tees success, a n d  what ev er  y ou
decide, t he compet it ion is  always
tough...
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t Po p u la t io n  R o ste r
Shows total population for  the city
and propor tion of happy people,
unhappy people, and specialists.

C a y R e source s W in d o w
The resources generated by the city
each turn.

Horne  C it y W in d o w
Units controlled by that city, and the
resources they require each turn.

City Map
Show resources yielded by the land
surrounding the city.

The number  shows how large the
city's population is, I f it's coloured
red, the people are revolting!

Each type of unit has a different icon'.
with the empire they belong to being
indicated by the colour.

Each ci ty
pr oduces

has i ts o w n  i nf or m a t i on screen.  Her e  you can change  the  i t e m  t ha t  the  ci ty
and t he  di vi si on of  l abour  w i t hi n t he  popul a t i on.
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ee
•

— m e n

— MAN'

At certain times during the game, if your people are generally happy, they'll
all club together  and either bolt an extension onto your palace or upgrade an
existing bit depending on your taste. You can. i f you wish, have an interest-
ing mix of the three styles available.
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If you thought that oreline help was something you only got with bor ing
business programs, think again. Civilization has a civilopedia which contains
help screens on almost every aspect of the game. These are often shown
when certain elements first become introduced into the game, when you
make a scientific advance for  instance, but you can optionally call them up at
any time. This is especially useful when you are planning your research in
advance.
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I n fo rm a t io n  W in d o w
Shows a variety of information
from units currently stationed in
the city to a world map showing
lo t y ' s  own
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improve o s
A list of constructions built
the city.

I
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Production Boit
Shows the item currently i
production, and resources
made available for  it so fa Po

At the end of the game, you get a  see exactly how wei y
o u ' v e  d o n ecompared to other  empires. It can often be quite a shock to fi nd that you
haven't been quite the king of the castle you thought you were. Your civiliza-
tion score depends on a number of things like turns passing wi thout any con-
flict, success at keeping pol lution down, advances made and wonders of
the world constructed.
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One o f  the nicest elements of  Civilization is the w ay that  the gameplay radi-
cally changes as your empire enters each new  phase of  its history. Logically
enough, while romping foot soldiers have a whale of  a t ime pillaging the
local countryside during the early part  of  the game, it 's not an advisable
course of  action in the later stages, w hen your opponents can deal w it h  the
irritating lit t le swine by just dropping a tw o  megaton bomb on them!
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THE SEVEN AGES OF MAN

•

The Dawn of Civilization
Life is a breeze. You're about to found your first city,
there's apparently no competition whatsoever, and
the land looks ripe for exploitation

101

Contact!
Sooner or later you're going to meet the neighbours.
When you do, quickly assess how strong they are. If
they're puny, you can give them a thorough beating
and send them off with their collective tail beneath
their legs. If they're bigger than you are, you'd bet-
ter simper a bi t and give them all your sweets, or
alternatively make peace and trade with them.

industrial Revolution
Progress has it's downside of course. Once you're
showing people Watt's Watt wi th railroads, and
you've constructed your first factories, you'll find that
pollution begins to rear it's ugly head. You could
make like the politicians of course and ignore it, but
ultimately that leads to global warming, and eco-
logical catastrophe strikes!
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Exploration
Having got settled in, ordered the milk and newspa-
pers and other such mundane things, it's time to go
Out and explore the garden. Those great swathes of
black are parts of the globe you haven't explored yet,
and they only become revealed when One of your
units passes through or near them

Renaissance
Look we're big boys now! The game starts to get real-
ly interesting when you're developed enough to start
building real ships, rather than boats that sink when
it rains, and have enough knowledge to develop gun-
powder
.
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Nuclear Age
In the golden age of the split atom, your answer to
pollution is nuclear power. Like real life though, noth-
ing in Civilization is that simple and mel tdown is
always a real danger. Nuclear power does have anoth-
er use of course, and you can merrily create a dozen
Hiroshimas, provided you're ready to accept the con-
sequences of course..

Whenever you found or improve a
city, or  there's a major event like an
insurrection, you are treated to an
animated view of the happening.
These are quite amusing at first, but
can interrupt the fl ow of the game at
later stages, so it's for tunate that
you can bypass them by just pressing
a key.

The intro sequence looks quite pretty
in places, but does it tend towards
'long winded and tedious'? You bet
it does. Only trouble is, it's used to
mask the generation of each new
world, so you'll  just have to jolly well
put u p  w it h  it  w o n ' t  yo u ?
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Space Race
The final phase is the race for  space
We're not talking about getting a tooth
paste tube to fart its way to the moon
here, we're talking colonisation of deep
space. After  all, you've made a right
mess of your own back yard. now its
time to go and drag your muddy feet
right across somebody else's living room
carpet!
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et's make no bones about it,
ivilization is a brilliant game. It's got
I the appeal that Railroad Tycoon
ad, but even more depth and variety.
his is not the sort of game that you'll
lay once and then feed to the dog.

For one thing, unless you go drastical-
ly wrong, each game takes a good ten
to twenty hours to complete, and
there's plenty of scope for customising
worlds or playing at an increased diffi-
culty level or with greater competition1
from other Empires. In other words,
and this is typical of Sid Meier's stuff,
you're investing in a game that's going
to provide months, I f not years, of
entertainment rather then days or
weeks. I guarantee that the game is
compulsive enough to keep you burn-
ing the midnight oil for at least a cou-
ple of nights the first time you play it.
Before I get too eulogistic I ought to

•point out that the game is by no
,means faultless. Disk swapping has
been kept to a minimum but it is still frequent enough to
become annoying. The problem is compounded by lengthy
disk accessing between some screens, which is frustrating
When all that is loading is a non-essential animated sequence.
The graphics are good in some places, but pretty humdrum in
general, the game's font is the ugliest you've ever seen and
the soundtrack is not the most inspiring in the world. Given
that the actual gameplay is so good, these faults can't reall
be elevated above the level of minor quibbles and are all easi-
ly forgiven. I f you're turned off by anything more intellectual
than Shadow of the Beast then I suppose you can't be blamed
for leaving Civilization alone. If not, then do yourself a favour

give it some serious consideration.
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Marice•style game
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Aiee • phones! Despite the fact that
Hoi now has himself equipped with a
shiny and by all accounts highly desir-
able jetpack, he still has occasional
bouts of technof ear. And who can
blame him when he's presented with
such fiendish problems as a veritable
exchange of telephone receivers, all
gliding back and for th at different
speeds. Using your skill and
judgement, you must help Hai scale
the top of the tower of telephones
emerging at the top to face even

more sticky baddies. in these tax-
ing set-pieces, the re-start block
reduces the player's sense of
frustration considerably.
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of t h ing you developed in y our
lower facial region after spit swap-

ping sessions wit h an insuffi cient ly
vetted member of the opposite sex,
prepare yourself  for a shock. Saurs
are, in fact, baby  dinosaurs f rom a

world strangely s imilar t o
our own,  Unlike humans,
Saurs wa s t e  n o  t i m e
killing and maiming each
other, but  instead single-
mindedly  pu rs ue  t h e i r
goal o f  evolut ion int o a
super-race of  omnisc ient
beings.
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Who out there is man enough to guide Hoi
the dinosaur through the derranged and
dangerous Alladlands on his quest for female
companionship? J i m  Douglas thought he
was..

However, breeding Saurs isn't  as
easy as it may sound. For the females
of t he species, thanks  t o  a rather
unco-operat ive decree by  the Saur
elders have been moved t o the far
side of the Madlands, a strange and
hazardous place. And so its  the play-
er's mission to guide his Saur through

1111111P
1
'11W

4MEMEMIZAIi

the Madlands (four levels and a final
stage), avoiding the obstacles and
collecting t he bonus  points  as he
goes, eventually reaching the other
side and a h h h !  h i s  prospect ive
mate.

Hoi. t h e  Saur  i n  ques t ion,  i s
endowed wi t h  part icular abilit ies
appropriate t o t he level he is cur-
rently exploring.  Dur ing t he  fi rs t
stage, he can walk left and right and
jump, relying entirely on his smooth
movement to avoid contact with the
baddies. Later,  deadly  orbs  issue
from Hoi 's mouth a nd he  even
sprouts a jetpac  t o negot iate t he
tricky third stage.

The biggest  question, of  course,
since you have already worked out
that  this  is  a b ig  scrolling arcade
adventure is, "has  it  got  any thing
new to of fer?" Well,  let 's  see shall
we?



(Left) For a cute green dinosaur. Hai
can certainly pack a punch. Here,
when faced withe deadly cylindrical
ufo's he can dispatch them by spit-
ting little bombs at them. While the
game doesn't feature anything as
sophisticated as inertia or gravity -
Hgtti'S "bullets" just go in a straight
line, and his jet-pack will keep him
hovvering all day wi thout touching
the joystick once if so required -
these stages work perfectly well, and
provide some rapid thrills once all
the jumping and maze exploration
has been dealt with.
(Right) Here we are on level 2 and Hoi
finds himself presented wi th a simple
but by no means easy problem.
Brightly coloured planes glide from
right to left along the construction
sight, bashing into poor  Hoi's head,
The solution is to just time your
jumps correctly and head for  the lad-
ders on the r ight side of the screen
where - magically ' the  planes do not
live.

PIPI

One of the least impressive aspects
of Hol is that occasionally the player
is forced to make blind leaps into
thin air, Only afterwards fi nding Out
if he has leapt the r ight way or not.
Here. Hoi is clambering down a set of
long towers. Unfortunately,  since he
can't see what lies below him, Hoi is
forced to indulge in just such a
tedious sequence of trial and error
drops.

Glowing crystals set in metal cubes
are not gaudy jewelry but in fact
marker points which prevent Hoi hav-
ing to return to the start of a huge
level each time he loses a life. Since
Hoi is killed rather easily by virtually
everything in the Madlands (indeed,
a fall measuring only slightly more
than Hoi's height will do for  him) this
is a Good Thing.
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Here in the mate in

only presented
standard Which Way Now dilemma.
but the additional hurdle that the
maze is almost entirely unlit.
Thankfully. Hoi and his deadly spit-
globs emit powerful  patches of light.
And so does the enormous rnechani-
cal snake which races all round the
maze. How to get Out of the maze?
Why, backtrack along the snake's
path, of course.

(Above)
Hoi is not with

level
the

3,

An early problem but one indicative of the standard obstacle fare which our
Saur must negotiate before he can reach the other  side of the Madlands. The
Bouncing Balls, true to their  name, bounce up and down in an entirely pre-
dictable pattern. While scaredy bottlers will sit on the left of each ball, trying
to work out when it's safe to run, true hardmen like us will work out that it's
possible to run through the whole lot in one go wi thout stopping. But then
we wouldn't like to boast.
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So what, you will surely ask, can war-
rant Hoi's simply soaring scores. After
all, it's only an arcade adventure, isn't
it? Well, yes. But Hoi is an arcade
adventure so pure that it brings back
all those memories of what games
used to be about. For a start, since
Hors controls - at their most convolut-
ed - only involve left, right, up and
shoot, the player's attention is
focussed on making the character
work properly and inventively, rather
than running through a limitless num-
ber of permutations of possible
moves.

Hors environment is also very
simple. Essentially, it's just a group of
four landscapes with a number of
checkpoints for each. But this simplici-
ty makes it possible for the individual
problems facing the player to be made
more tough.

Graphically, it's pretty standard fare. Regulation parall
backdrops scroll behind stone and wood foregrounds that
we've seen many times before. But even here there are pie
ty of innovative touches, such as the stage where platforms
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1 when Hoi moves, making an otherwise predictable ascent up
a narrow shaft positively gripping.

.. I n e v i t a b l y .  Hoi will be dismissed by many as simply
another arcade romp and there's no doubt that elemen
seen here have been done better in the likes of Robocod and
Harlequin, but for all that, it seems so offer something just a.-

bit more rounded than either of the other two InI  y book.
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Giddyupl Hilarious as it may look, the
horse riding is rather exciting. Despite
the fact that the big horse's head
makes you feel as if you're on a merry-
go-round at the fair rather than astride
a mighty stallion, this section plays
most agreeably. The scanner in the top
of the screen guides the player to the
appropriate jump, and simply joystick
controls make the horse go in the right
direction. The best times combined
with a clear round win the day.

(Below) Now that's how the professionals do it. Before attempting a dive, the
player can watch a computer-controlled demonstration of how it should be
done. Thie serves a useful purpose, since the player can watch and then
attempt to immitate the joystick movements represented by the rather natty
set of circles in the top right corner of the plc. The inner circle represents the
power of the take off from the board, which pulsates on the first click and
locks on the second (the aim i5 to catch it when the diameter is widest). Then,
the little grey ball will move around the circumference and the player's
joystick position (the other little ball) must follow it in order to perform the
dive correctly.
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0  h f or  God's  sake! Wh o  are
Empire trying to kid? It's bloody
boiling out  there and they're

trying to make us run about and cycle
and swim in some infernal sports game.
Much as strenuous physical activity is
absolutely out of order in such blister-
ing condit ions and the only jogging
even worth considering is the horizon-
tal variety, this particular offering is in
fact worth a look, being one of  the

'Merril The skeet shooting is qui te a
laugh. The player cycles through a
number of 'stations', each
programmed to launch skeets (clay
pigeons) in particular combinations.
The aim, obviously, is to blast as
many skeets as possible. Mouse con-
trol is by far the best here, since
much swift sight•shitting is neces-
sary. The player can move very
freely, and the background rapidly
scrolls to keep up with even the
most erratic movement. Remember,
you've only got two shots per
'launch' and wasting one will require
some spectacular two-birds-with-
one-cartridge antics to maintain a
decent score.

Summer may well  mean sea and sun, but
it also means sports games by the
cartload. Jim Douglas limbers up on the
sidelines to take a look at  Empire's latest

more enjoyable sportsters o f  t h e
moment.

International Sports Challenge is, in
distinction from many sport games cur-
rently available, no simple stick wag-
gier. Instead, it 's a medley of  events
designed to realistically emulate the
details of six international sports disci-
plines in some considerable detail.

But don' t  le t  t hat  pu t  you of f .
Although the game doesn't score quite
so highly  when i t  comes t o  h igh
adrenaline, stick waggling excitement,
each event is significantly different from
the rest, making each a new challenge.
You feel as if you're learning a new skill,
rather than just waggling a different set
of sprites into life.

As you would expect, you can pick
and choose which events you fancy and
play any combinat ion you like. The
marathon is the only exception here
since, t rue to its name, it  is a bloody
long event, the idea being to play the
marathon a long wi t h  t h e  others ,
returning to check the progress of your
runner as he slogs out the miles while
flitting between the shorter events,

(Right)like the other shooting events,
the target range is virtually impossible

to do well at when played with a joy-
stick since it requires speedy sight.
whining At  first the targets move
round slowly and you'd have to be

Elmer Fudd in order to miss the bulls-
eye. Later rounds are far more tricky,
with the targets turning away almost

before you've registered they're there.

IT'S So
Never has a sub-game been more aptly
described t h a n  Spor ts  Chal lenges
'Marathon'. Absolutely every detail of the
whole race is chronicled and there's a good
chance that by the end of the event most
players will indeed collapse into a gibber-
ing heap and need to be wrapped up in
some of that Mars Bar tinfoil. To prevent
the. Cr, boredom of such a lengthy event
hampering the players' enjoyment. the
marathon runs throughout the whole
game, with players returning to check on
the progress of their runners after com-
pleting each of the other events.
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(Above) The purest waggler in the
suite is the cycling. Two race styles
are available (a straight race or a pup
suit race, where your opponent starts
on the opposite side of the track and
the aim is to catch each other ) and
the races are held over different dis-
tances but whatever the choice the
aim is simply: waggle like a good 'un.
All steering is handled by the
computer and it's simple pedal-
power that will see you through.

(Top Right) That marathon course in
full. This is where the players can

actually be seen making their
progress and from where the main
aspects of their runner's statistics

can be examined and altered.

(Bottom Right) 'Elements like speed
and rhythm are affected with simple
stick waggling (the more you waggle
over a five-second period, the faster

your runner will go over the next
stage) while other  factors, like

should he have a wipe with the
sponge or have to drink at the next

stage, can be altered wi thout any
joystick bashing at all.

(Above)Bullseye! A rather slick deriva-
tion of Duck Shoot is The Boar, a sim-
ple accuracy/speed test where the
player must get as many shots Out of
a possible five into the highest scor-
ing area of the each boar's target.
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(Above) Darn! That close! I t's all very
well being able to yank one's crank
very fast, but doing it smoothly and
breathing (with the FIRE button) at
the correct times makes all the differ-
ence between winning and losing.

b e _

ills-S / IT ISFYING

t a t  r V E R D I C T
While I was a little disappointed
to discover that Sports Challenge

isn't Track & Field for the
90s, I was most chuffed that
Empire has steered
sufficiently clear of all the
ghastly menu-wading that
often accompanies 'detailed'
sports games. Every event,
apart from the marathon,
can be played individually or
in any combination with a
minimum of fuss.
Considering that there's such
a variety of sub-events

(which diving board you wish to
use, what sort of riding event,
etc), i ts  a blessing that you can
jump in almost immediately. It's a
shame that you can't quit back to

0 the menu with ESCAPE if you do
select the wrong
one, but it's
hardly the end of
the world.
Visually, Sports
Challenge is not
exactly a work of
art, but at least
the programmers
haven't taken the

.r
•easy route and made the competi-

tors simply look 'funny'. Even in
the places where the graphics
don't work especially well, it's a
refreshing change to be able to
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a real human being, instead of a super-human
sprite. The biggest let down of the whole package is

the Trap Shooting, which looks like a bit of
an afterthought, with some ropey and unin-
spiring graphics. I t simply can't compare
with the excitement of the Skeets and it
looks a bit hurried. On the whole, Sports
Challenge is a thoroughly enjoyable and
entertaining sports sim. If you're feeling
heroic enough to attempt every single

event, thus embarking on the Marathon too, then I
suspect you'll find It most rewarding.



R E V I E W

AQUA
TURA

After  l i teral ly years in 'development Hel l ',
Psygnosis fi nal ly unleash Aquaventura on
an unsuspecting world.  But,  ponders David
Upchurch, is i t worth  the wai t?

C urse t hose alien scumbags l
They've only gone and invad-
ed t he Earth again.  And,  o f

course,. there's  only  one man who
can save the planet blah blah blah.
Since Aquaventura's been in devel-
opment for nigh-on four years, you'd
think Psygnosis would be able come
up wi t h  something s light ly  more
inspiring than this. Even the compa-
ny's manual writ er recognises that
this is a pretty crappy old excuse for
a plot and has writ ten the scenario in
an amusingly 'tongue in cheek' style
that compensates for its banality.

But, as we all know, at the end of
the day it 's the game that 's impor-
tant, not  its plot. So. does Aquaven-
tura make the grade? Well, , almost.
It's essentially a 3D shoot-'em-up. In
his AquaCraft. the player skims over
the surface of a vast ocean populat-
ed by the bizarre and totally hostile
Spurcians. Each level's ult imate aim
is to destroy a giant  pyramid guard-
ing the passageway to the next level.

The Spurcian breed are many and
varied and are produced by black
slabs that rise out of the ocean's sur-
face. By shooting the slabs the play-
er can slow down the alien attack.
However, this wastes valuable time

and the player tends to be better
off ignoring the aliens and con-
centrating on the main task of
destroying the pyramid.

However, these pyramids cannot be
destroyed unt il the solar generators
powering its shield are destroyed.

Having opened t he passage the
player has to tackle the obligatory
end-of-level mons ter before fl y ing
through a wildly-snaking tunnel to a
weapons depot  where t he  Aqua-
Craft's shields are replenished and its
weapons enhanc ed be f o re  i t  i s
t hrown out  into yet another batt le-
field. There are eight levels in all, with
the Spurcian presence and the num-
ber o f  generators t o be destroyed
increasing in each.
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Games that spend years in devel-
opment tend to fall into one of two
categories; they're either completely
amazing or completely disappointing.
Sadly, Aquaventura is an example of
the latter. Depicting the action using
a blend of sprites and polygons is an
interesting idea but the image update
is sluggish and the games look,
despite some nice ray-traced sprites,
Is drab. Some of the 3D animation
between levels is quite nice, though.
Sound is equally inspiring - to say
that the best sound effect is the
metallic clang when your ship hits the
sides of the tunnel probably gives you
some idea of the quality of the rest.
However, for all this aesthetic criti-
cism. I actually found Aquaventura
quite enjoyable to play. The action
couldn't be described as fast but the
well-defined aim makes it surprisingly
engrossing although it is a bit easy
(something of a first for a Psyggy
game); I got halfway through the
game on my fourth or fifth go so I'm
sure that a lot of you out there will
finish it within a couple of days. The
big black mark against Aquaventura
is that Graftgold's Simulcra did this
sort of thing much better and a lot
faster about two years ago on the
MicroStyle label so if the concept of
Aquaventura appeals then you'd be
much better off scouring the bargain
bins for that ins te4 , ,
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The pyramid conceals the entrance
to the tunnel to the next level.
Having destroyed the generators the
player can start blowing up the four
shield casters dotted around the
base of the pyramid. Lining up on
the casters is a lot more difficult
than it sounds and it's often a good
idea to use one of your limited sup-
ply of three homing missiles to get
the job over and done with.
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Aileeeel Kill Zone! Yes indeed, two
new words to strike terror into the

very heart  of the games writ ing
community. Why? Because the Kill
Zone is the location of the most

excellent hints, cheats and maps,
guaranteed to help you through the
most tortuous and tricky stages in
the hottest games of  the moment.
Month by month, the pull-out
sections will build into an enormous

and unsightly pile of
paper/thoroughly useful tome of
reference (delete as you see fi t)
detailing all the stuff that you really
want to know about the most

popular games of  all t ime.

You surely must know the rout ine by now. Take a
fi rm grasp of the Killzone pages. hold the rest of
the mag with your other hand and pull your arms
apart - shazaml In one easy step you have turned
the world's  finest Amiga magazine into. er. the
worlds  finest Amiga magazine PLUS a standalone
supplement. Crazy eh?



It's the best foot-

ball game money
can buy. It's also
bloody hard.
Which is why you
should thank
Sensible
Software's Jon

Hare for providing
you with these
top tactical tips...
SOME HANDY
HINTS
•  When taking a goal kick, always
wait unti l  the opponents striker
has moved wel l  away fr om your
keeper. This prevents any uneces-
sary disasters.
•  When attacking, keep an eye on
the goalkeeper's fumbles - espe•
cially with the naff teams - and be
ready to capitalise on them,

•  Don't  try to head the ball i nto
the net too close to the goal - they
will nearly always hit the bar or go
over.
•  I f you need to get to the ball
quickly, remember  that  you can
gain an extra burst of speed by div-
ing or sliding.
•  Always use the -
V i e w  
O p p o "  
o n

Powerful headers from
the halfway line are a
useful way to return
your opponent's goal
kicks. I t can put you in
a fi ne scoring position
by catching the
defence unawares.

the pre-game tactics screen and
mark up on opposition star players.
•  Putti ng an outfi el d player  i n
goal, however  japesome i t  may
seem at first, means certain death.
Don't do it.
•  I f you're in the lead with a short
time remaining, call up the Bench
and choose Defend as your forma-
tion, This closes ranks on your goal
and lessens the chance of  a last-
minute equaliser. Likewise, use the
Attack formation if the situation is
reversed and you desperately need
a goal,
•  Don't bother trying to dummy a
computer pl ayer  -  i t 's  vi r tual ly
impossible to do.

SEEDINGS
Sensible Soccer doesn't specifically
tell you how good teams are, so
here's a handy lost of seedings that
puts them in their place, With this as
reference you'll have a better mea-

This is a simple one, and a technique favoured by
goal-greedy glory-hunters. You can try this from
the kick-off -r un straight at the goal down the
centre of the pitch, and as you cross into the
area, just before reaching the penalty spot, boot
the ball and apply serious after touch to the left
or right. This should send it swinging into the far
corner of the net, out of the goalie's reach.

CUSTOM T EA MS
The list runs downwards, wi th the

UI

co

2
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Try a long diagonal kick "up and
under" from just inside the touch-
line in your opponent's half, and,
as it comes in, swerve it towards
the far  post of the goal. Du.  to
the long range of the shot, this is
only really effective against miff
goalies.

Pass corner kicks to the
player at the near side of
the penalty area, then
move him a little towards
the goal. As you cross the
near post, boot the ball
and swerve i t hard in
towards the goal. With
luck the keeper will be
stranded and the ball will
sail In.

• • • • • •
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best teams at the top and the worst
at the bottom. Simple, really
.
NATI O NAL TE AMS
1st SEED
England, Germany,
Holland, Italy, France
2nd SEED
Yugoslavia, Republic of
Ireland, CIS, Romania,
Czechoslovakia
3rd SEED
Poland, Belgium, Sweden, Spain
4th SEED
Scotland,
Bulgaria,
Portugal,
Denmark
Sth SEED
wales,

Switzerland, Austria, Hungary
6th SEED
Finland, Norway, Northern Ireland,
Greece
7th SEED
Turkey, Albania, Faroe Islands,
Luxembourg
8th SEED
Malta, Iceland, Cyprus, San Marino

CLUB TE AMS
The top club teams are.
AC Mi l a n,  Li ver pool ,
B a r c e l o n a .
Internazionale, Red Star
Belgrade, Real Madrid,
Juventus a n d  Bayer n
Munich.

An alternative to the near-side
corner technique is to lob a shot
from the corner spot straight
across the goal, then slide in a
player from outside the area to
knock i t in.
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Sensible refer to this one as "the ultimate goal'',  and
scoring one should be the high point of your career.
Boot the ball towards the goal from far  Gut and, as it
starts to come down, send in a striker with a diving
header. As the player makes contact with
the ball, use after touch to send the header
off at a diagonal. This will baffl e
the keeper and send the ball
into the far  corner. I t also
looks bloody brilliant.
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Defenders should use the sliding tackle to gain extra
speed when they need to get to the ball in a hurry.
Sliding In and using after touch to alter the direction
of the ball when hit can help to keep the ball in play
and prevent you from giving away unnecessary cor-
ners,

It may sound abysms,
but always try to aim
penalty kicks towards
the far  corners of the
net. The keeper will
nearly always save shots
near the centre of the
goal.



Oh me deary-ohs! That accursedly-good Monkey Island 2 is causing much toil and trouble
across the nation. But hold, Capin - complete solution ahoy!

PART 1: THE LARGO EMBARGO

1  After  watching the intro, walk
into Ticktown,  wher e  you'l l  b e
promptly mugged and left penniless
by Largo LaGrande. Don't  bother
exploring Ticktown yet  -  there's
plenty of time for that later. Instead,
get the shovel off the sign by giving
it a  yank. Head for  the swamp...

2  ...Climb into the coffin and pad-
dle until you find the Voodoo Lady's
shack. Once inside take a length of
string (you'll find the reel amongst
the junk on the shelves) and then

tH01.11,- ,
a n d  n o  or

-
t

have a chat t o the Voodoo Lady
about what you've got to do to get
rid of Largo. Now, time to visit the
graveyard...

3  ...Walk to the knoll to the back of
the graveyard and search out  the
grave of  one of  Largo's relatives.
Start digging with the shovel and
keep going until you have a half-rot-
ten bone in your possession. 'kick!
Leave the graveyard and make for
the beach...

4  . . . On the path leading to the
campfire you should see a stick. Grab
it and return to Ticktown...

5  . . .Go to the Bar ship and sneak
into the kitchen via the ship's rear
windows. Don't  worry about the
cook 'cos he'll pay you no attention.
Pick up the knife from the table and
leave by the same way you came in...

6. . ,Go to the Inn ship at the end of
the jetty and cut the rope tethering
the baby crocodile to the beam, The
Innkeeper wi l l  chase a f te r  t h e
scarpering croc, enabl ing you t o
grab some Cheese Squigglies from
the croc's dinner bowl ad. . .

7  ...Sneak into Largo's room. Grab
the toupe from the dressing table

11111 CO I C  I f
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LeChucles Revenge

- • -
T h e r e ' s  s t r a n g e  l i t t l e o l i i h i t e . b u g s

a l l  o v e r  i t ;  ag ag a i tO W
and leave sharpish befor e Largo
turns up. Toddle off to

8  . . .The Laundry ship. Have a that
to the Men of Low-Moral Fiber
,
" j u s t
for the heck of it then try to grab the
bucket. The MoLMFT
,
A w i l l  
g e t  
a  
b i t

stroppy so get a bit stroppy back and
you'll get  the bucket.  Time to go
back to the swamp again...

• 3 r  C  3 E
0

9  _ S c oop up a load of  muddy
swamp water with the bucket and
head back into town.,_

1 0  ...Slip back into Largo's room
and close the door_ Prop the mud-
filled bucket on top of the door, hide
behind the dressing screen and wait.
When Largo enters he'll get covered
in gloop and run off screaming to
the Laundry. Follow him...
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order you to pick up his clothes. Return
to his roan, get the laundry ticket from
the back of the door, go back (again!)
to the Laundry and give the ticket to
Marty. Mmmmm, nice! Time to pay a
visit to Wally the Cartographer...

1 2  . . .Grab 4 sheet of paper from
the pi le on the desk in the fore-
gLound. Hang ar ound and when
Wally puts down his monocle to
rub his eyes make a lunge and grab
it. His cries of  despair will break C
your heart so leave for the Bar as
soon as possible...

1 3  . . .Chat to the barkeeper to kill
time until Largo turns up. Largo

0

will gob on the wall and leave_
Use the paper to mop up some

2
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of t he spit. You now have all t he
stuff you need to make your voodoo
doll s o g o  and see t he  Voodoo
Lady...

1 4  . . .Give the Voodoo Lady t he
grubby bone, the toupe, the bra and
the spit-covered paper. After a bit o'
magic the Voodoo Lady will give you
a Largo doll and some pins. Go back
to Largo's room...

1 5  _As  soon as Largo appears use
the pins on the doll.  Largo will yelp
and clear off, but only after knicking
LeChuck's liv ing beard of f  you' Bad
move._

1 6  ...You should find yourself back
in t he Voodoo Lady's shack. She'll
give y ou  a  handy  book  o n  B ig
Whoop and some very  bad news
about  LeChuck - he's back and he's
bad! Bes t  g e t  o f f  St abb I s land
sharpish .
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2  L e Chuck's Revenge
Who' do
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117 ...Return to the Laundry. Use the
stick to prop the box lid open and
put some Cheese Squigglies inside.
Tie the string to the stick and move
away fr om box.  Then,  when the
scampering rat nibbles at the cheesy
delights, pull  the string to trap it.

Asv - -
; q o

4

Open the the box and pick up the terri-
fied rat...

1 8  . . . Pay a  return visit t o the
kitchen and drop the rat in the soup
cauldron...

1 9  ..,Go around to the Bar and ask
for some soup. The barkeeper will
have a huge argument with the cook,
sack him and then offer the job to you,
a week's wages in advance. Escape the
kitchen via the window and walk back
into the Bar to get a prompt sacking.
Ha! Money for nothing! Leave and...

2 0  . . . Tr ot  of f  to the peninsula
where you'l l  fi nd Captain Dread.
Chat to him and when he complains
that he can't leave the island give

him W i l l y ' s
monocle. Flush
with cash a s

• you ar e,  he'l l
gladly char ter
his ship to you.
More a dv e n-
tures ahoy!

7
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NEXT MONTH! The rollickins adventure continues with the  second part of  this complete solution!



HOW TO GET TO THE SECRET BITS

Here we are In the bottom  left corner of the Hallway. Most of the regular
doors we're sure you've explored already. But what about this on. ? Stand
immediately beneath the door  you can see and push up. Zing! A magic door
appears and 10411th you through to the crazy world of Behind The Stairs.

MORE CC -  -
Hare Gomez is presented with a big
bunch of coins, but no way or reach-
ing those in the top half of the
screen. Jumping w on't do it and
there's no other  way into the room.
The answer? Find the Paccopter!

IN/C -•-
This, obviously, is the entrance and
exit to the BehindStairs area, lead-

ing from the main hall to. well,
here really.

.ZCOPTER
10M

* hal  - The
Fezcopter. Take a
running jump and
grab the copter,
then head out of
this room, up the
stairs and into the
More Coins room.
If you've moved
fast enough,
you'll be able to
get to the top set.

A  MO NEY A I R S
Coins aplenty can be scooped here. Remember that every 25 coins means an
extra heart.

1
1
E
1  
C

TH A D D A M S  1
Here, behind the stairs, Gomez can turn himself from a poor helpless greasy.
haired p i  into a super-tough cash-rich top fella. Remember, for  every twen-
ty-five dollar signs collected, Gomez gets an extra heart. For every 100. he
gains a new life. So don't regard scooping the coins as a simple points-scot"
Is exercise, cos here, money really can help you live forever!
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FAM LY Thanks to those fine fellows at Ocean we
can exclusively reveal an entire secret world
that players may have missed, plus, some
general advice on becoming the toughest
Gomez imaginable.

MORE COINS

Ild/OCIT

- r  <
Here we find the Speedy Shoes.
GOntel can collect the-se for
even faster running abilities.
While it doesn't really make a
whole lot of difference
whether the G-Man can run
fast or not the shoes act as an
extra "life", since they get
taken away instead of your
energy whenever you get hit.

ROOM
JF  HEARTS
As its name sug-
gests, this is a
room full of
hearts

AND ALSO...
Having scooped all the clobber from
behind the stairs, i t's wor th remem-
bering that there are another  two
top things which will make Gomez'
life a whole lot easier. They are;

SUPER GONIEZ
The ''G" W e l d which terns you into
SuperGorniss can beftwind in the Freezer in
the kitchens. To get it. you need to bounce on
the head of a penguin when it is walking on
one of the platforms, a little better than
we've done it here.

As soon as you start the game,
pause and press escape. You'l l  be in
the Continue or Quit room. Don't go
to the Continue option,  but instead
walk left off the screen. You will
now fi nd yourself in a room of 1-
ups. Collect them and go back r ight,
than go through the Continue door.

SPEEDY SHOES
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NEXT TIME
Now you've got a
fully beefed-up
Gomez, it's time to
get going and res-
cue those family
members..!

3



If you're the proud owner of one of the finest soccer games to
emerge this Spring, you'll know only too well that it's also one of the
toughest. Thank heavens then for the game's programmers, who are
on hand with a veritable cornucopia of Astounding Athletic Advice...
"Pass, pass. Always pass. Let the ball do the running for you."

- Michael Caine in Escape to Victory.

GENERAL PLAY
•  Wingers not  onl y have mor e
chance of covering distance untack-
led, but they're much better placed
for setting up goals. So rather than
blasting down the middle of  the
pitch, run down the wing and cross
it into the box.

•  When in the box, you don't have
to shoot immediately. You might
even try to hang around for a bit, in
the hope that you might get tackled
and pick up a penalty.

•  I f attackers are closing you down
in your own area, don't try to be a
hero. Run t he  bal l  back t o  the
goalie, who can boot it out of dan-
ger.

•  A  good way t o deal  wi th an
opposing player in possession is sim-
ply t o  shoulder-barge hi m away
from the ball.

•  If you need to catch up with the
ball quickly, use sliding tackles, one
after the other, to travel faster. But
don't slide into the ball, as this will
kick it away from you.

•  I f  you get really desperate, you
can always do a hatchet job on your
opponent.  A  f r ee kick wi l l  not

always be awarded.

•  In defence you should play close
attention to certain areas, namely
the areas around the pitch corners
and the corners of the penalty areas.
These are potential  scoring posi-
tions.

•  Try to force attackers away from
the wings and i nto more central
positions - the goalie has a much
better chance of  saving a central
shot.

TACTICS AND
FORMATIONS
•  Against superior opposition or a
difficult computer team, choose a
defensive formation with a sweep-
er such as 5-4-1 or 5-3-2.

•  Agai nst  w e a k e r  opposi ti on,
choose attacking formations such as
4-2-4 or the favourite (known as the
"whack the opposition" formation)
2-3-5.

•

•
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•  Your own personal style of play
should always influence which for-
mation you pick. If you like to attack
down the wing and cross the ball in
from the touchline, choose a forma-
tion with 4 or 5 men up front such as
4-2-4 or 2-3-5. If you find it difficult
to get possession of the ball, choose
a formation with a strong midfield
such as a 3-5-2 and 4-4-2. Basically,
if you're ahead choose a defensive
formation, i f you're behind choose
an attacki ng for mati on.  Makes
sense, doesn't

SCORING GOALS
•  Race down the wing and when
you get near the touchline, cross it
and apply after touch t o swing i t
away from the goalie and towards

the heads of any oncoming forwards.
Then, two quick taps of the fire but-
ton should make one of the forwards
do a diving header, knocking the ball
into the back of the net.

•  When in the penalty box, a gentle
kick sideways in the front of the goal
makes the keeper nervous enough to
dive. Then, simply tap it into the net
in the second or so it takes him to
get up again.

•  The corner of the penalty box can
be used as a guide to scoring an easy
goal. Simply shoot diagonally from
there with plenty of aftertouch and
curl it behind the keeper.

•  From corner kicks, vary your use of
aftertouch. From the left-hand spot,
for example, use plenty of  r ight-
hand aftertouch for the initial kick,
then as the ball nears the goal, sud-
denly apply plenty of left-hand after-
touch. With a bi t of practice you'll
find that the ball drops perfectly to
an attacker. From this position a
header o r  overhead kick shoul d
almost certainly score.

•  For most shots on goal, always follow
through. There are always plenty of
rebounds and goalie tip-outs that can
fall back at your feet for  a second
chance - but only if you're there to take
it. Having played the shot keep run-

-3r

ning towards the goal so as to be pre-
pared for any rebound opportunities

•  More ambitious players might like
to try dribbling the ball around the
goalie. Run across him diagonally
(but don't  get  too close, or  he'l l
snatch the ball off you) and run the
ball into the net.

•  You can also curl the ball r ight
around the goalie with a direct shot.
Here's how - run straight towards
the goal, keeping level with one of
the goalposts. Exactly as you cross
into the penalty area, hi t the ball

3P'

straight and curl it hard to send i t
swerving out of the keeper's reach
and into the net.

•  Scoring from a free kick - aim your
shot slightly away from the goal mouth.
hit it with mayimum power and use
aftertouch to curl i t inside the post.
Alternatively, aim your shot to one side
of the keeper and, as he dives, curl it
away from him in the other direction.

•  From a penalty kick, the best tac-
tic is to use a single short button-tap
when the indicator arrow is on the
right.
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COOL COYOTE'S
ARCTIC
HOMELAND
You'll discover as soon as you set paw
in this territory that its very, very slip-
pery and even a nat ive-born coyote
can have trouble standing still on the
slidy slopes. If you you want  to stop
in a particular place you should jump
to it  and land coming straight down
- as you have no sideways momentum
you won' t  slip about. This is the key
to c limbing icy steps.

The watchwords here - as with all
the other lands, in fact - are: Proceed
With Caut ion!  Don' t  blunder int o
uncharted territory without  at least
sending a f ew ice pellets ahead of
you first. You' ll have enough prob-
lems clambering over the landscape
without  bumping into the baddies all
the t ime Note that, like CC, all other
walking creatures have trouble climb-
ing uphill but rocket downhill.  It's a
good idea to find the puppy or pup-
pies and keep 'em by your side - it
slows d o w n  y o u r  progress  b u t
increases your chances of  survival.

You can leave here with five lives in
stock if you hunt out the two puppies
and get 'em both to the exit AND col-
lect t he Bone-us life,  Finding t he
bone involves a perilous crossing of
the Zone of  Bouncing Mines - don't

even think about  at tempt ing this
until you've got used to the con-
trols!

Smart! Coding god Andrew Braybrook himself has
provided these fine playguides to the first two
Worlds of his corking
platformer. Who better to cast
light on the game's dark

GREEN RUN
A puppy  and another Bone-us life
can be found very near the start of
this level by c limbing the icy ledges.
This being a ski run you can expect
to be beset by hordes of skiers. Use
the hidden ice blocks to reach the
secret warp which flings you straight
to the 'Black Run' level - this'll mean
you don't  have to collect the key but
you wi l l  have to leave a poor lit t le
puppy behind. Smarty-pants players
may want  to collect the key, get the
puppy t o safety and then use the
warp.

GLACIER CAVERN

Basically you have t o c limb to t he
top to fi nd the exit. I f  you make a
small divers ion you'll fi nd a puppy.
Use o f  s now bombs  is  adv isable
here as fl ocks o f  seagulls  await ,
eager to drop exploding snowballs
on an unsuspect ing coyote. (See?
They're not  what  you though they
were! )

BLACK RUN

Seagulls and skiers abound here
so t ak e care!  Top  up wi t h  s now
bombs f rom the c loud and rescue
the puppy  f r o m t h e  pengu ins '
cave. The ex it  is  guarded by  an
abominable s nowman and y ou' l l
need all  t he help you can get  t o
defeat  him.  Beware the avalanch-
es caused by him jumping up and
down,  Reach t he inv is ible secret
warp by  jump ing  on t he h idden
ice blocks nearby  - i t ' l l  t ake you
to a secret level where mastery of
wat er-balanc ing is a must !

ARCTIC
HOMELAND'S
IVASTIES

PESKIMO
Hits to freeze: 1.
Points: 100.
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Hits to freeze: 1.
k P o i n t s :  400.

SKIER
Hits to freeze: 1.
Points; 500.

ABOMINABLE
SNOWMAN
Hits to freeze: 25.
Points: 2000.



01.1 B o n e - u s  Life. Scrum-
de-lum!11,
Puppy. (The precise
location is uncertain
because the puppies
have a tendency to
wander!)

Secret Warp.
Remember that these
are invisible!

Key Hole. Once
you've got all the key
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BONNIE
SCOTLAND'S

SPORRAN
Hits to freeze: 1.
Points: 25.

FISH
Hits to freeze: 1.
Points: 50_

HARE
Hits to freeze: 2.
Points: 100.

BAGPIPE SPIDER
Hits to freeze: 2.
Points: 150.

EAGLE
Hits to freeze: 1.
Points: 200.

ARCHER
Hits to freeze: 3.
Points: 400.

BONNIE
SCOTLAND
The ground isn't so slippery you'll
be glad to hear but the weather is
still a  pr obl em,  w i t h omi nous
thunderclouds lurking all over the
place ready to lash Out with l ight-
ning whi ch'i l  fr az z l e anythi ng
unfor tunate enough to get in the
way.

This land is steeped in l egend
and myth. Many strange creatures
live here,  hunted mercilessly for
turning into items of clothing or
musical instruments.

THE WA Y THROUGH...
WHIT A BRAW DAY

There are two routes through this
level. One keeps you above ground
in search of the key and the other
takes you beneath the earth where
many treasures c a n b e  f ound.
Beware the small families of sporrans
that live inside old tree trunks. The
pit in the cavern will warp you to
'The Moat' level so be careful. Touch
the weird sparkling star to activate
an escape route out of the under-
world then run back left once above
ground - some new steps will magi-
cally appear leading to treasures a-
plenty and a puppy!

441*IimA
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THE MOAT
The underground cavern provides
you wi th a  good oppor tuni ty t o
stock up on special weapons and
your first chance to get a sonic bark.
This is particularly useful against the
shield-bearing bears_ Crossing the
moat requires a bit of deft jumping
on and off the crocs' snouts - when
one mouth shuts you know it won't
open again for  a  few seconds so
jump to it!

CASTLE MACLEAN

Inside out  of  the rain at  last and
standing in front of a nice warm fire_
What a shame that it explodes. Here
you'll first encounter the rampaging
haggis - save a sonic bark to deal
with him then grab the icon by the
fire to get airbombs. Make sure you
mop up all the baddies before head-
ing of f  to the r ight because you
don't want  t o  leave a  key par t
behind_

Now comes the Wall  of  Death,
with boiling porridge waiting at the
bottom of the screen to claim the life
of a  clumsy coyote.  Magical ly-

appearing platforms a nd sl iding
blocks make CC's life a misery. You
may find the airbomb helpful...

If you manage to make it to solid
ground again, you'll be able to find
another bone-us life if you look care-
fully enough - as before using the
hidden ice blocks as steps is the key
to success here. Keep looking out for
the haggi! Then it's across the por-
ridge time again on the swinging
chandeliers. Grab the sonic bark icon
and use it to yelp your way to safety.
And i f you haven't got all the key
parts, it's a long way back!

RAMPART ROMP
You can take this quickly or slowly -
it's up to you. The fast way is very
cunning - use the hidden ice blocks
near the starting point to create a
ladder to the top of the castle. The
slow way requires a Carl Lewis run

across yet more porridge to rescue
another puppy. Of course, you could
get both the puppy AND the trea-
sure. Hunt out the warp which leads
to a treasure room of unimaginable
proportions.

Now meet Nessie. She'll quite hap-
pily let you bounce around on her
wet skippery coils but look out for
the poisonous barbs.  Whe n you
reach dry land beware of the sporran

clan in the tree who will take advan-
tage of a coyote pleased with him-
self for finding another Bone-us life.
There are millions of  fish in Loch
Ness so don't bother  trying to kill
them all - just make sure you get the
key part they hold! Deal with with
the two mice milling about then dive
underwater through the exit!

• d m  t i n u , a n

N E X T  M O N T H !  M o r e  o f  t h e
s a m e ,  y o u  l u c k y  d e v i l s !

1
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S P A C E
CRUSADE

SCAN THE MA N
A bit of advice about the scanner:
DON'T use it! Al though it's nice to
know what's waiting for you when
you enter a room, i t also gives the
aliens the chance to move in and
attack you.

MARCHING
ORDERS
It's a good idea to keep your squad
fairly tight. Stragglers make easy tar-
gets. However, don't bunch then too
tightly together.  Set of f  a booby
trap and, if Lady Luck rolls the dice
against you, the whole squad could
be wiped out in one fell swoop.

The bolter-carrying marine is the

,

least effective member of the team
and is fairly expendable. Use him as
a scout to open doors and the like.

BY YOUR
COMMANDER
The commander is the naturally the
hardest geezer  i n your  squad of
marines, so use him wisely. For a
start, when tooling him up give him
a powerfist a nd a  powersword.
Al though thi s  means h e  can' t
engage in any long-range combat
because he has no gun or  missile
launcher, i t does make him super-
powerful i n hand-to-hand battles
and when the aliens start a-massing
this can be a real l i fe saver for all
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concerned.
Your commander  has  six hi t

points and so can afford to lose one.
Your grunts,  however,  wi th thei r
measly one hit point, can't. In a big
firefight with a gang of marauding
arcs or  gretchins, place your com- •
mander in between your  marines

Lost in space? Just
as well Gremlin have
provided us with.•
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and the aliens to absorb some of the
shots and protect the boys.

On retrieval missions, always use
your commander  t o pick up  the
object. Gi ve i t  t o  a  gr unt  a nd
chances are he'll get killed before
you get off ship.

Melta bombs are by far the most
effective one-off weapon available.
Use it to fry a Dreadnought or any
other tough cookies encountered.

TIDY YOUR
ROOM!
If you're exploring and you come
across a bunch of monsters, make sure
you mop them all up before moving
on A feeble little gretchin, left to its
own devices, can decimate a squad if
the dice rolls are in its favour.

In a room packed with aliens use a
Blind Grenade and, if possible, a Fire
Order card - this should wipe them out
in no time at all. This technique is par-
ticularly handy on Level 2.

Missile launchers are excellent for
mats alien slayings. If there's a whole
bunch of them standing together fire
the missile in between them • with
good aiming and luck on your side you
could wipe them all out in one go.
Remember to use targetters with mis-
sile laurtchers and power guns.

THE LONE
WARRIOR
Even if you're playing a solo game,
still use the other marine chapters.
(You don't have to use them if you
don't want to.) They will help spread
out the Alien Event cards and keep
some of the nastier ones off your
back_
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APIDVA
Play Byte
For a plethora o f  cheats - infi nit e
lives and the like - try typing in the
following on the title screen: SHOW-
CREDITS; MISSHONEYBEE. HASTA-
LAVISTA; D E P U T Y 0 F L O V E ;
SNEAKPREVIEW. Remember to hi t
(RETURN] after each entry?

J I M M Y  WH IT E' S
' WH IR L WIN D  SN O O K ER
Virg in  G ames
While playing on the table, press F7
then F4 and finally Fl .  You should
hear a 'double click' noise. Exit to
the main menu and select DEMO
MODE. A new option should have
appeared: DO A 147 BREAK. Select
this to watch the computer play per-
fectly!

PROJECT-X
Team IT
Don't  get too excited - there are still
no cheats  pe r  se f o r  t his  game.
However, there are a couple of little
'wrinkles' that you may be interest-
ed in. How about this: when you die,
pilot your  new ship, flashing wi th
invulnerability, to the bottom of the
screen and you should find yourself
in an alien-free tunnel!

And what  about  this one? Be
warned that it requires pixel-perfect
manoeuvring. When you reach the
first end-of-level guardian, wait for
it to fire and then fly through its
open 'jaws' and straight down its
throat. You should find yourself in a
Galaxians-style mystery mini-game.
Kill all the aliens and you will be
rewarded with three extra lives!

1
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GAMES SURGERY
Doctor Upchurch is in. Please
take a seat and wai t to be
called in. Mr  Clay, the doctor  is
ready to see you now...

Dear Doctor.
In The Secret of Monkey Island
how do you get  of f  the boat  on
Monk ey  Is land? I k now you use
the cannon but I can't find a
helmet.  And what do I do when
I get on the island?

Yours fai thful ly,  Rober t Clay.
Quern.

It is always unwise for a member of
the public to attempt a self-diagno
sis of their problems. You're half
right  Mr Clay - you do need some
sort of explosion to blast you onto
Monkey Island but not one from the
cannon. Instead, try making some
'soup' by putting wine, gunpowder,
cinnamon, mints, ink, lolly Rogers,
cereal and even the rubber chicken
with the pulley in the middle into
the cooking pot in the kitchen. As
soon as the final ingredient is added
the pot will explode and fling you

' onto Monkey Island. And what do
you do once there? Why, you find
teChuck and defeat him, of course.
I'm a busy man, Mr Clay. so please
don't waste my time. Next!

Dear Doctor,
I bought the excellent Formula
One Grand Prix when it first
came out and al though I 've
been playing it non-stop for
weeks I still haven't raced in
the wet yet, even though there
are wet tyres. A 'fr iend',  who
owns an ST, has bought it too
and he says he's raced in the
wet so why can't I on the
Amiga.

Regards, Richard McNally,
Blackley.

Might I suggest that you are not
playing F1GP enough, Mr McNally?
My learned colleagues at
MicroProse assure me that there are
indeed wet  conditions in the Amiga
version but the chances of them
appearing are purely random. Keep
racing and you should see them
eventually. Please run along now,
Mr McNally. I have patients with
REAL problems to see.

Dear Doctor,
Do you have a cheat for  infi-
ni te lives in Impossamole?

Yours sincerely, Chr istopher
Bradley. Cromford.

I have a number of cheats for
Monty Mole's disappointing come
back. Try typing the following on

the high-score table:
LUMBAJAK - Doubles the length of
Monty' s energy bar.
HEINZ - Gives Monty three energy
bars.
ANNFRANK - Tops up low energy.
DUCHOUCH - Lets Monty walk on
water!
COMMANDO - Turns off the time
limit.
I trust these will be of some help,
Mr Bradley. Good day to you.

Dear Doctor,
Are there any cheats for
Predator 2? It's driving me mad!

Yours maddeningly,
Oliver Wild, Woking.

Indeed there are cheats for
Predator 2. Well, one cheat, to be
precise. Pause the game at any
t ime and type in YOU'RE ONE
UGLY MUTHA (with spaces and the
apostrophe) for infinite
everything. Please close the door
on your way out, Mr Wild.

Dear Doc,
Smash TV has been out for
ages now and still no cheats in
any of the mags. Please help.

Yours sincerely, Ben Lilford,
Yeovil.

The reason for the severe lack of
cheats for this game is simple:
there are none. Probe Software,
who wrote the game, did have
loads in the game but for reasons
best known to themselves removed
them all before its release.
I'm afraid your complaint has no
cure. I'm so very sorry. Goodbye,
Mr Lilford and_ good luck..

(This is the side of the job I can't
bear. Seeing young garners cut
down in their prime and being
unable to do anything to help
makts one despair so. If it wasn't for
my... er... 'soecial' medicine I don't
think I'd be able to cope at all Ah,
the peacefulness of oblivion.,.)

THE SURGERY IS NOW CLOSED
If you wish to make an appoint-
ment to see Dr Upchurch the
please provide full wr i tten
details of your complaint and
send them to: Dr David
Upchurch, Games Surgery, The
One, Priory Court, 30-32
Farringdon Lane, London ECM
3AU. Dr Upchurch regrets that
he is unavailable to deal wi th
problems over the telephone
because he is far too depressed
by his mortal i ty and the sheer
futi l i ty of existence.

UI

2



t



CUT, TICK & POST.....CUT, TICK & POST
V I S A

Telephone or Fax Hotline (0702) 466933
PD Soft (MB) 1 Bryant Ave, Southend-on-Sea, ESSEX, 551

VARIOUS k _
,
• i I .1 1 [1 ,

.11
, 
•  
•  
I  
e
t
,
y
,  
m
a
i
m

p a r e ,  ke  o n n o  •  eee n al A
_IX 10111 NM TAM SIMULATOR a o w , '  has
L i r L iam an  o rrin n t
i
o n -. 
v r c . n l v ç 4 .
1 n n
g

_it WS WdO H I  I  A A  M U .  Conkons
c•
•
0
0
7 
.
.
.
y
e
s  
m
o
o
.  
w
o
i
d
s  
c
o
n  
b
e  
o
d
d
e
d

_it V41 OM NI AEI Csroalos boOn cO pwkres lo,
In niess u•Oond •/./1
0, 1 9 0 1 1 /  
i n .  
e s ,  
W a r
e

Jig 1
611
1  
W
I  
5
V
1
1
0  
N
A
M
E
S  
0  
1
5
1
,
1
,
1
0  
4
1
2

b o mo u n d  on Deena lo t rad  on ito  produchoes
Demon
, 
M o
s  
a l  
9 o
a p
h e  
O
d
e
s  
P
M  
I
n
h
e
a  
f
r
o  
1
1
4

PeLee g  Peen •  ste e l • e  scone. g  M e n  -Wee
- It V66 bLIOPIODUCIION t  Men ages ore
rat e d  to t  orou & -
9 7
-
4 • 9 1  
t w i t o y

.10 0 0 1  PONT m o o F..c1 4 0 l b r Wo n g  PLIPIG
or ie ./ e o sto l se e  re ie jodo los 41 dynes seenteS
441 VI VI M A M A  0 1 1 0  POLO Vms Checker & g e e
me , 4 ,0 4 ,1  , 6 1 , 4  G o t t i o n O

V193 T M  01212ATOOS Coors Venom 00 hmonts

votth  tool odos CAM 11116-PC & ST fnceatosee 2 On.*_Ile WM Mt WNW HO An amnion, lord don

to•L▪ VI M d z
o
i r
,
r
e c
% = L
-
6
,
, i n ,  
p o
e n  
e
t  
P
o  
O
w

M  r O e r c h o n g e
ioanne4 S i o n i  cl•npairt a n 1 9 , 1

_iit V22.3 OGAMASTIS 4 .2  Comes lags from cre  risk
in oare d,- 0 %$ A1 V1  ron1 S & rWO M
▪  V241111111PCUS O D O M  2 .0  I M
O , k  a  n a l  
l o d  a n
loPooke
l
e t o  
i  
r o
e
s t
o  
m
e
d  
4
.
2
•
0
4
3
0
4

▪  V2 6 1  O LGIXAIX* 1 1 1  1003114 Soper
180111Ts00.
, •
-
a n y  
3 t e e
t e  
C o
o ,  
P
.  
P C
O p
y

corsetsSn back,*  si.toltsgl11010Io r l am  ke e p.3
411 V277 PORITAN-77 Vi k  Ccooke WAH & etin
tin e  edpparl lbeaos 4 4 •
1
0
.IX V W/ 011M00010 CNIA1011 A romans iNaiavows tossAcr a5 UPDAliCo
-IX V264 MCAD PROGRAM The Obieo Croreng

N o v
i
L i V
n ,  
1 0
1 , ,
, , c
A P  
A
T I
e p
Z 1
, -
A
4 1
,
4 0  
m
o
l
t  
A  
S
i
m
M
e

A r r G e ttch  measu res snot speed Co MP io rp o o rd
_IX V291 10211111812 7113 121 Ne  Host krocon C
loaAjoint,e4 n o
t .  
A r r i g n  
F o L i
c l a s  
a
l  
E
l
m  
m
o
o
e
d

_LX ' M i n i  OF TH110411011 IONN 11001 Ms
Maps_ 54,0.110 &  So h n ..

-IX V104  S I M M S  SAC*  W a r  KO K ne
irorradoehon Nockgco_rod Maps_ Snows?, & Schnee
-I  V202 A-0111111 93_125 994e31 7 1 1 h 9  P ro w
bop progron Pooened r  C_Lo An e w
-111 V321 ONALTICAIC IM M O 114111 las PM Ii WO
• s p r a a a  shoed p'nqnc,o On &O r an b e  Arn,ga
.1 V390 RID SICIORMWAS COWS 123 Co Mo Tht aN
32 pow ,
a 0 s  
I t  
P 0
-
1 1 1
0 1 3  
o
d
o
r  
P
M  
V
a
•  
S
e
t
t
s  
&

5FoH0 onsentiso lanion . e e c r a o  T rao cro sJit V332M V O A PONT PROGINAM Prede0 reirk
bat',a w e  will  rts No m rap e r
-
I o n  p r o y a n ,

-1 VS311 TIN00101117,1114 3 1.4 it re  Lite9 •woro
al t o  NW I ratio . .  l in t l ' e ckro  on MS Ous arsir
- 4  V3311 M O W N  IONIAATOR DATA DISK I
4 i.ont.ro  : kn o ts ame s 7716 no 4441
J V340 TN VIKTOR C0110411 'he *mod GLiter,
random, the  Igel encint a m i r .  VI I. lats cate re r g al
creole Med vecto
, o b i e d s  
n e  
.
1 4 0 0
1  
k b
,

•  V24I CUP ART COLLECTION 2 1411,1 nom Mks
lot. packed Ad
, 
e x c e l e n
t  c  
t o  
o r i  
G
o

410 V3S0 11,01/151 CAM M IN I  14591 roar own
NHL a
,
a ,  
o
n  
t
h
e  
n
a
e
a
a

V334 0111KOM Ornoen on•mom gown ram
pidetIon son n a 'he use
, c a n  
o n s t e  
e v e n  
c r  
t i r e  
' e n
d  
e l
s

-I V345 NM OOCY01PACCoAll M K S  Vliasltsg
tro ve  recodoses lot Lse sees the PS Do m  Mo te
,.02 V346 620 11141114111 ENNIO 11501/ 0.11 0*0 eao3
Seendoira tsvn e ss 'entre ' h s  d isk Co n  be used on
I t . ,  OW t A 0 fl i f . 1 1 .  pores o n . l ad p e n  loileotoseio
-11 V220 THE Dux ToP Fususpon m o o n  1 he
len acn sla nel Desk lo p  PeNercong p o rto n  V . A .
e x . ,  e s. ]  le reees Inn., In t old Mo d  p in t eASer. te n
Lain . Cl ico rro s &  co d s mare
- G Y M  A W A S H  1,320011111,90.1111 No l o  9 1 .7 0 rry

have eon nsec at A 1 1
-
4 9 0  e o n ,  
t o r
,
M s

▪  1 1
1
2 1 1
4  
0 1
1 4
1 1
1 3
1 1
1 X
3  
A  
p
r
o
g
r
a
m  
P
e
r
i  
I
t

0
-
9
0
9
0
9
4
4  
r
h
o  
i
S
o
t
*
n
-
c
d
t
4  
L
.
t
t
t
t
l
i
l
e
l
n
t
l
s

V01111 O U 1 4 wi l )  121 An pyro llo t .o rk•
LerKh I NO
, 
y n e r w
r
,  
c
d  
s
l  
3  
u s
e r
s  
P e
s o
r e
n t
l e
d

.12 V 4 1 0 1
1
M 1 . 1 9 1 1
1 3 1 5  
M e  
E  
M O
R D  
M
U
M

Pleispe PPShow GO D Vie w F ry O rr
, P A S T A T  Apervench000 Ormiur Soo ,..645 w a y  In . .0  to
rescithon e rhe reed  ge aprot se l OVIOP•int N
- It VMS WOMMICH 2 &WONT STAMM trio is
nal L s ote rhe r w o
,
/ b e r c h  
a n n e  
I S O ,  
t r i e t
t o n  
o
l

sh im, ...on 44. Ame ktorp
-
8  r o m p  
T O

_IX IM O  MORO 212111111N1,1 I o d e rl  back gonna
o d o r ,  loi uoten ,ttn e , ,
i u rt  . 4 , 1 r t  
s a t e  
L o o k  
1 1 1 0 0
5

UN' V417 5441110524 & EXTRAS 123 All ff•rOliart It
d , t  Ad ,  I n t o  , 1 1 1 ,  %a n r t t , , , , Dj e d  w g

3 V420 M O N  "ANC COMPEER r o
-
np io
•
•
•
•
•
;
•
4
;
1
7

r.exts con Se u5e0 5
1
0
4
. 0 - 9 1 9 . 0 1
7
W e E

J10 1414 W I L I T I N  No IS Ulehes include ANI-
M A .  maj iam S o l  In 4109 .V. Haim H O  Nes ST
l o o k o m  0
1
-
a u 1 0 0
1 1  
I l l U
i r  
s
a
c  
c o
n g
a  
1
0
1
0  
0
0

..141 V431 111021.010D/ 4,40 lindore stia sup IN Gro w
on h o
,
d  
o d
o e
e s  
o
w
n  
L
t
.
w
.
I
o
n  
M
k
s

_IX V423 ANIMATION SUMO to
, m o l l . .  
M o r e t o n

ki• 0.11 k. eft:11e o w n
_IX V4311 M OM  C. AMMAL I lls ,
n a n . 0o 'nohow
- 
r n o
m a  
.  
r
o  
S e
t e
2 e  
&  
d
o
w
n
'
.  
n
o
i
r
I  
m
w

t t U I ,
o P e
0  
n a l
r a  
o l
s
o  
t a
t
,
m s  
L
u
x
e
s  
e
n
r
o
l
e
e
s ,

11.1Ifd IONA £
5 0 0 , .  
r o a c e
d i e r  
a
l  
r
e  
N
o
.  
!
H o
u r  
i
v

odes a Lognal 4 deer 'a h t t  4 4 1
- it V442 SPIC7IL161 11111ATOR r1•2 Ing IWO rhon

h I I  rts 11111 SCAtesi . 104
,
7

4
▪ 
1
1 
V
4
4
4 
M
O
M 
N
N
W 
M
O
M
S 
D
W
I  
1 
I
r
t
n
o
t

..,,nrcens r e 0 , 0 1 , , . 1 . 1 1 . .  1 3
1 1 1 , 1 1 3 1 , 1 , 1  
A I  
m e m o 4

cb o rs minde r] an M s alsk Cm,  9C
,Jar V442 JACOVA4 0 1  11.4 rs re  iasesi werson of
the mre le nt oade in b asal  compukr oroge n
,-I V463 1411
1
111C 
C O M P
M 6 1 0
6  
T h
e  
L b
s i  
r
s  
i
r
s

as sone  Wo rt bill comas with Oil ro lh o wn
-IX V471 RO M S v1.4 et taie ttoos ci picrooms cals.
Pr PAM a Tans& mad process., P4Mpat &
-11T V I0 .1 1 1 6  & ON O UTILMIS kuietsur 01
&tom • plowl FbrzR, F i rcl u r,  & 1111los
▪ V414 A M M O  SOILMNS 121 A im., Wend
co d e s
-
Ian  
I I  
a d
e m
S t  
a  
s
o
l i
s
a
n
s  
.
0
0
1
1
1
9
m
/
e
s

511111 M O M  POOPOS$IONAL 1 the Weg
UFFetINKI Ve fSCf,  CO
P. .  
o o c o i h r o  
b e l a t o
s o  
c r o
w n ,

now air lodes m o o k e me l t.  ro w kohre S
.111 WM  MEM NO N INT e e  GM /moon o
need AlSorros a l
s
t i  
' , V I M  
W O
W  
1 .
1 3  
& N
o m  
r
N
4

PC WO • 1 1 .  • S
, ,
g o  
S o p : . .  
c o n  
d o  
• • •
, 4  
o
r  
a
n  
1 1
3 1
4  
0
,  
o
n

/mo o  obi * win Ia. ,  batme n Porn
j o  1405 GmB0404 131 rh1 •S Co encE4m1
Dockb0018 re Garme ra .111 spooal uhMos
- G M T  MATRIX A M I N  CEP M T  An owoie nt
cd .cson  D r P r y n r c r n  or Do w.
J O GS  THIEF SOUND 1110111 WO  Iro n  SyJnon I 2
Pacli m o w 1 8 1 9 e  Com1 .3 .•  %d e l '
,
C e s k e
N0 tS e tS
1 ,
0 1 0 0 ‘ e
,  
S l a r
r i c l
o r  
b
o
l
a  
s
o
n
g  
H
M
I
,

dowe O b n iar & 140,
3 0 / Oritt VON $IPA M IM I 0.2 IN5 Inn moiler. Mr
plating Gag / ror wi t  intrw, e irosmg lockers410 V5011 MID vl 2 0
,
1 0 .  
c A S e e r  
L O G N
e  
1 n
e

1
.
_
1
1
,
0
•
0  
s
a
t
r
e

-Ur V513 WE  A64 Pa o7 so•Coi . /  : 2 5  • h • f .
tome loc_  191••• ' , I m r e
,  a l t o  r t 4kins 44 h am -  t  •  •t n a p
-
.

W I  wo e  o  •••
311 VS17 MOM & AIAW O N O  CM A mayor
,
'

kr 105911 Wad o l o p e  ,ollestnerts PIMP,
i r l i p  • o ono, •  •  ro small Mom re e xte ras
J K VS11 IM AGt LAB I - ,s b o n . "  o  ro w An
DEP
- 
T *
0
9  
O
n  
T
a
p
,  
5
7
5  
1
1
0
4
1
,  
l
'
o
l
o
r
t
w
o  
I  
g
o
&  
P
s
,

▪  545W VIDEO STILLS/DO CMG 13 condo ow
• y r i a r e ,  • • I rlo t .8 .1 9  r y e  90  CEO
, W e sJ E V021 I  GRAPHICS, 1/12111M, A
Powe rk
, 
1 9 1
1 1 .
7 l a
o l  
l i .
. t
5 r
u j  
d
e
g  
O
W
&  
A

co rn ro w cools are re IN P
1
0 9  • •  
e e 0 1 0 . 5 5  '
4
'
5
7 2

- 0  VS21 MP VI S C owa n RI 4. MATH 'To
.
,

rr o ri e n t
,
/ .  
k n o
g a P
o s  
&  
m
a c
e
s  
r
o
L
o
r  
s
o
n
.
,

wry ,  10 no  p r • n o  4 • o w ,  d e o 0 0 0 , 1
0
= e

_Mr V521 DIESC O M M A  osl i i
, •  , ••••• e o rm i o n  1,04105.

_Al V525 LANG IM M IX 11)3 An o n ce * .  MO
9 lllll Will 0 9 .  1901019

,
4

_Pt TAO  CADAO41I.111111/1111A acro w
,  o l o r m o w.010
1
0
10
1
.
14
.
1
.
*
M
.  
L
A
W
,  
t
o
t
.  
r
a
i
K
a
a
a
s  
C
D

_Dr 114.1 M M I O N  03 A, enelerr worldoorsh
tro l imo r* ,  mr,  NM  Ill al  Am 11054011.1 Srl M o rs

V146 ODA MAR A aunsr, * w e e  s,
m sv. -  mko w,  s c o o t -
JX n o l  0uCnOr.A0 ol.4 Analbe
, o p t i L l e t  o n1 0 1
.
1 :1
•  
e
r
,  
m
a
n
n  
I
n  
J
u
r
c
e
.

J VS6000004 POWW UTILINS 140600006
Pram Nom ,
r . H i i r  
c m  
4
-
, 3 , 3 9  
m
4 7  
1 1
, 2  
m  
1
4
0
6

Win tive , Cho r s u r d  dos * re l in e s
J V564 121 M O N I S  2i31 A n
-
A wo
se Iw
-
b cv 
a t  
r c
u s
i o  
N
o
m  
N
e
d  
i
s
e
e
l
s
o
n  
1
1
1

.451011 1113 S K IN  IOW OM  Aron. GEE 10
Mi l s  roc
,  L S .  
t h
e  
R
e
d  
l e
n i
n .  
L
e
e
r
p
n  
L
l
e
a
l
a
t

J V541 OUPLKA11016 I  BACKLM I A AVM:el 111
andaoLore L ad e  cops Psoice Nal l kaPv-IX V567 M I M I  NNW G O M I O N  A M old.

ol Llims . 0 4 , A  6404.1 P111.l O nw Conorancrs
-11 14161 M O W N  MAGNI W P M  6 141000
,1,01,•tenies mar., ol dondocre land berasony towns,
•511sh trw 1*5,0,10,13 CAP Oci use 110 Ao&r. Gore
..11 WM O M  MIMS m us s  m e m  9131.
I o_ oleo No r o w  ono/3  13 6 5 6
.
0 0 9 .  S  5 0  
1 , 0 1

contains -nolo comnonds la bond .0001101.,0
.111 M I  WILDA N nO.03431A
, , N
,
N r w I I I  
P .  0
,  • A l s

aclin se  p rg o rs Coos e k  on CO Alio wogs
a t  V573 1
1
111 
& H
M O  
N O
V I  
0 0
0 0
1 1
1 0
0 1  
I
l
l
•

sso cu c.  vL ii, A p rawn
,  s e l e t l a i  
t o  
' n o n e  
H o o d

dro  Mo ms 91-30. sob 901O1115 FM M O I R  Akte  1
,
7
,
o
t
t
y
w
o  
2
4
9  
& 
D
o
d
o
,  
e
s  
0
0
0
0
0
1
4
1
1
1
3
1
,
I
o
.
3
1  
a
n
g

c a n t o .  PP lorbarrnis / N o y  m o w  tools
-IN VS7 3 1 4 0 1 1 1 ININS PAM  1114 An mo ile r
,sithprun sILoth* , hood an wo n  mo o mn g
. b o b
Mormon-e rr. Spoo l 3heely r  onnty 1 4 O v
e
l

_IX V III PDS P INING 1110I  : M O M
HO Pao lo  930 1. i0(:•  1111001, Cre e l, Broils. s 1110
11_300 leec24p Co14e2412 S i p  5i1.24p- Pan0soI1.C9
5 O r1 1 0
4
,3  
1 • 0
2 2 0
0 1 1 ,  
f
a
r  
0
8
A  
0
.
0
t
.

J11 S I N  OS A Ocroteop ' a m  at
o b wa I 2 rnd liar o r d s  CUCINDOg  K l i r.  d rn F
e
lo a

Coos occheasonent onlig O H M  S UP INS I vl 0
11213 COMORO* 1011 0, d r  EreerIe ktOnS

5410.1200 fo rm DOCTOR/CON GO  1 .1 4 .4
••••5 35 eons Ian  & A n w n  tons

JP V5•4 INICATION OSITACTS E rordbr.,) ,,
roin 'seeded rc• Ipow oboul t o  War syslem
MEILD MAP, Frnd,ors clAttwo 0 0 ogO0 mo,ts
o u o i r rs .  1•100
, ,  
0 0 1 . 1 0 0
3  
a l  
p u r r
s  
S I
A M  
M O
U N
T A
N

.1 1 0 0 1 1 5  A wWlo n  1,3 rtosl o rlo n .
•••Atvp 157 a  05012c Zov docros

-La 11566 FONTS & C: COMMAIM 01113011-
Worms d o
-
o p t ,  
t w o s  
I N M
I P .  
k
r
e  
. . .
. s e
c
,  
J
l
o
t  
t
y
k
K
i

orp-or•  901191•1120X An,a 551.11514 t e
S t S  p u na t V217 N U M M I POSIN 11 A 1e410000
, 0 1  ' O H StO  usa A d
.
. . . ,  
L I P  
n a
c  
S a
g e  
o
r  
D p
o c
t r o
l  
c
a
s
k
s

Joi i n n  n o  04001130 1 1 0 1 0 1
Nooses500 prou our
, .
. . o n
-
o p e  
b o o  
e n  
d o  
t h
e

J t  11511 D A M A N  WU Res facg an , o il ' o wn
art w
i
n  
h
o
m
e
s  
6  
4
.
0
0
1
0
5
1  
u
s
r  
D
e
i
a
b
e
e
l
e  
0
0
0
1
1
1
1
7
1
1

431 11510 M ASI  1 v3 3  'Ms iten o r *  c4 Po mos!
we t O cs ,  •3343base o co rn  I le wmo rto l
J IN N  P00k11411 PO P a tna ..  ES fleserSie
d o rs WA G p ro , 40
, o r r e aJ16611PD CO 4 0
1 1 4 . 1 0 2 5 4  
A I N  
r O M  
H O
,  
Y a m
*

e mu to rmarn i t & amcl•  4c•Or n w
0 0 2  b .
,
'  I n  I
L . 1
/
2 1

AA V615 NM CALC OA 01145 It,. C
o. V o t h r o  
t o l e
o rcata
-
n m e r 
0 5
1 1 (
0 0  
t r
,  
4
1
1
'  
L
o t
t o
*
,  
e
,
e
n  
i
s  
u
s
e  
O
E
M

▪ 2406 $IMPII M I N  0 0 1
,
55 4 6 4 5  
s p e c o l e

time  Ara cte no M o o  Halle  sanGes wrt m o p *
,J V607 MO WACO/ vt 1 M.o.- to LOH 1 4 .0 '
,
0
A-cto  g lide  MPSLlbrinir mo d  * Gan ; pmwrom.11 V010 OW KORN 0.14 H A  Non; ode
,sztond o l o ,  V o w  mote  451 * d e c k  som O rr
Wy. to '  Wm /how pronto 01101.6 1  potrownre
c40110 pry 1St 1 1  nae Se Ce l..1 siat4 e le ro mots
Jal 1041 M OM S  LIM N M ORA 3 Wart 10
24ate 03..e eons ino,o Kota- 311 ee rmOs tore r
,A l WM  MAKE 4.2  re, n0 A1501y1E4 A tot
* A r e a  wr F Y 1 1  b •  44e11.t i t i l e t , 1
,
3
1 ,
3 h e RS

-311 V621 4 , 2  is 4
-
1 1 • 4 1 7  
t o o l u r e d  
&

• a n c r i o  re e d  Voieenen y0
,
0
,  0 4 1 1 1 0 1 3
3 1 1

slanaard lookre s & Mom lino oomatful co n
J V424 141 CONE 21.0 rol Crry r 1040001 irde.
tn e k rmoes stash  -
n o d e &  
s p o d  
w a n d s
.  
M e
l

- 0 1
1 , 1
* 2
5 1
4 0
6 0
1  
t
i
r
o
n
e
w
o  
I
H
N
t  
•
•
1  
E
l  
t
H
r
e
r
n

• Z ,
,
, ,
5 0 (
i  
C
o
e
d  
s
l  
0
3  
L
I
L
L  
4
'  
°
I  
M
e
g  
e
n
i

Jo' V627 OPMIT POWS 1006 1444 Iro latest
selokon Co o t kr me  we l
- o r ,  P t  
D I P  
P l o p . .

.3X WOO AMICAS4 E10500111, Arn i m.  lust Imp s
M K/ of m a * m o o t . ,  o ln  709 or toonvisoro
such co Coed de bts 05041ot 0.11,81row1,
.1 V191 N W M I A M I  PACKAN 111.15 1E11/
▪  CGA Co las Ilihr PC Me  ukTS. "Vite n 113 0 ,  on any
Arygo mM O d o
-
M r / H M O  
9 0
,
9 0 .  
w e t
,

Md
. 
o
l  
I
S  
m
e
w
.  
I
h
e  
s
h
o
w
.
*  
c
o
s
t  
.
1
_
6
3
3
0

JP VASA SHADES &IAN& MIDADOL A JINN
in moo41110000 214  S UP IRS IM , VAI lop. /
2 / polonty 11111011112. 1 4 1 1 1
1 1 0 1 1 1 0  5 . 1 4 1 1 4 . 1_IX V137 TWRI U N D O  v1.11 121 Irons co, * d m ( '
1 4 i
,
n 
A t
T
m
A i  
0
1
1
5
2
5  
1
,  
.
.
c
r
r
e
t
l
i
n
g  
R
e  
2  
o
n
a
d
e
e
L
S  
o
n

?Ito, rtk tr e d o r n  ratio Sawa raw 1
,
3 7 0 0

Ji  N W MOOCH PLUS 51.0 The 5 001 an OA te
. 1 0  Cernelett,  Ne e  Ste al mi hes •!L'Al  rodocorrAvi.14 VAN PANSTIMAI PORI PAO,'

14, w r t  PEP9...44M o P si
,  D I P  
* o c t o p i  
1 1 1

JO VI43 NOR TO 00 Word Pro,osso l e d ,
••nesleS OnSne Help A loath Hook. WM  7 .
9
7 1 1 . 7 .
cope P. poem touln I  other owee n o n ce
-
ad  W i n c e s

an VIRG MO 211 11111 MANACIN Sia to be ood
o.•ranons • :poctrao 1111 bow •s prob497 no Re roper-110 V147W O M B  .100 HAM A
1 .1 .1 .1 -,T hoe  been mamma roLU An n a
J V I I I  MAIMS N U M M I  0 0 1.2.0(1.1. ART,
se t; & fl f1 , i  ro an
, o n s c e s  
e ' s i t t e
e S  
S p e
e d  
E l s C
r I g e
l

_Ar V 60 IMP & SKIL CHICON A Cntionan
.
0
1
1
e
S 
P
P 
0 
4
.  
D
e
r
,  
L
I  
n
t  
R
e
s 
F
k
-
r
n
r 
0
1
)
1
4
4
1
-  
L
e
,  
'
I
s

tpr, 0,1 loaded SUMERAPOL v1.1, SP16.04001
0 2  ODRA 0 IL MVO Room
, S C R A M B L E R  
0  1

V651 CMK1110014 ACCO11NIN4T
mone y, yoLr bans a rro w wit, ms,  7  ar7 co ra
NOLO
OR WM THE S UM  M UNI V2 S OOT 2 54 45.

••• P. mos te• o we  4
-
• • • • • ko 5  
m o l e r  
o k y
,

• _ ,_
.
1 V 2  
4 4
_ 3
,  
Z
G
O  
O
r
o
s  
v
l  
2
0  
I  
V
T  
4
4
.
3
9
.

_A WW2 1110411111011 PONT PAN 2 A mearnn •••••
Ison 1 ,
, 
9 9  
o
t  
4 o
p e
9 n
o 1
,  
m  
D
M  
P
o
/
r
o
o
k
%

▪  Wi l l  PC TASK is a sottocra the• PC Ern ro to  •
okw es r u t  Ss rttiq 'ete ' , w i l l  a t . ,  y a h o o *  ww,  nnmo l lo ra eelfrehrite 7  GA Camp I l l  1101211024.
▪ 41111C001141011 DIMINNIKS vi•
pnotren
, 
0 . 1 1
1  
p r
n o  
i n t
r v t
r i p
t  
t
o
n  
o
m
i
l  
i
s  
a

_ J n I 0 NO M '  M ANAGN Mrs o  an e d e l  ri  deco
onsetess mo lt wIl l  ato o n o e l ."  ..170.150 & 10 do ttst
_AMMO MODILLING 5
,
1 1 1 M  
N t w o  
o n ,  
s  
n o n
e

30 oborlr vo te ,  using to  •-• &  p e w  10003

S
r
a
z
o
:
e
,
4
0  
t
u
•
b
D  
S
b
e
,  
&  
m
u
m 
l
o
n
-
n
o
h  
M
A
O
K

enensrevo llowe  o re  heel / wo rm
J VMS ODOM 4 .0  41014111131411. o r

%AO
,
' t )
,  
e
l
s
e  
c
a
n
e  
C
r
o
p
s  
m
o
d
e
s  
C
o
o
s

M ixam &  sMocom 1.0005 l dhe .
VON MNILLISOOMECTS Comm, orar El mkt

stoorm 1
, 
o w
.  
1 0
-  
-
V
• t
e
m  
l
o
t  
n
o  
a
r
t  
T
o
o  
n  
6
4
2

JP  V W  M R  M G  CLUMPS Connors 1110 JSS
Veseed 4 ( C t
I
C I I
1
&  
•  
S e
u S  
e s
s •
s (  
b
e  
1
-
0
,

WAG PHOOJCHATre a n c e ,
,
S 5

K o s l o w  logrropawas n e  SO W, IO W
_ilt 1/6211 auutAA AMON. I'm elec./nor anudel

gal o l i o  •' m l a 41•1111149 • 91Y
/
lca r t i o t t s

.91 VAX AM M AN FONTS 1.7 511 estorc
J.1113 Se ._se OI l ,  110:t •  •tt e i nn11 II  Ekne l  Rot T b o o t
.01 V477 ANDRODS ••so141 GAO( W O W S  ,1

g  .7,1•4:1 ko re i  in I f  P
0 . 1 0 , 1 1_IX VMS M A I  MAP 541 01 011 eee qtrerle on,

16 ro ts
, 
G A
. .  
r o
r
,  
t  
4
r
.  
0
1  
1
4
9
4  
t
o
o
m
e
3  
O
s
.
*

ra Ow raWa o t  -* to o l  b o o b o o  ro lap o l  top Orb:
irre rg  De r I N& oassor io'30 I  210t• e rsre  .57424
yr G M  OPTIMIZE' GO  Tho lalost mo an  14111.
•  C o l n o rw Re • Coale s lonn On Mole' toodmo
.111 VEIl  O M O  T IM M  VI 2 Car 0 boll CO Mal calm
hood gooar & I 113,70011 i ,se re  lumen oe2 2
J I1V NI COMM 4  AI No
,
s &  A 5 H  
h a l a l  
k w  
u s 0

0,415yo te  enego s holSodse 5401005eee 315
V AN 1 0
0
1 1  
L O
O N  
0  
0
1  
5 o
0 1
• 9 ,
, r  
c
h
o
s  
,
-  
f
i
o
r
d

▪ K l u f  oyes 0017 Ho lorls .1 8  040110,50111
56014 POW PAM 4 1 or ie ,  ni •AiteL boson

cooe d the soloed 1.113 L K. O t
1
e 1  E d n a  e l  
C I  f u r .

. 0 9 0  el 0  S n aM art yi 1 Sill IN
-
c 5  &  
m o r e

_IX WOO 11SMO WM A M M O N  The best
1349089017 ongram mau l  Amo s by h a
_IK V i a  WARDO S vt.12 th e  os e t - o v a .  he
N . 4 4  eon • C fi rsts Me e  Nes p lagraon h as b awl
rsldoksd o l o n n aa ons00 tan  tend 0A4 Do ks
.11 W V  VIDEO VO W. A ocinntan 01111 Onishs
ond bus/p o n n o  toproo e lio
_Or VIVA M O DE M  M O D 71310 Wct e ro we
cropton ,
7 4  • :
,
x *  
W
W
1  
•
-
0 0
-
i t m
o  
7 .
1 .
0 r
e p
r o
S

_ar W41 WALT WNW CUP AST A Colkonan al
OKI, ens l i ni e  t e t e . ,  l e Se g,  41ms_11 WOO 1101311114DI VIDA UNPIN 121°4 se
,< o h ms M r Go v rot•T Wows/road h ao  b al .  teal,
1111
2
0  0  
t h
e s
e  
p
a
n
n
e
d  
d
e
l
l
e
s  
l
o
n
e  
l
u
l  
a
r
n
o
r
n
m
e

•  i H r l y  •-•ty•J copobblor N'43 ni•  nookyrile 01 491117
J at VIDE ItACt R A M  M A An e re le n i room5  n r
twolrbe wrs
, 
W 0 1 :
0  
0 0
0 0
1  
M
C
W  
I

_Jr V141 HAIABOLIN VINO ART M o n  ond
nrotheo edeo (4ousercnon p in  Swoon.) sel td  Giros J.
J AE N M  POST 0 7  Am sure leni PonStrot ri m
Inele
, 
b .  
T
o  
A
m
/
N .
1
,
t h  
n
s
p
h
e
r
e
s
e
S  
I
h
e  
g
e
n
t
*

frg L ag a Eaq urns 4394 & CoO lan 41 1 . 1 . 1
4
0 4 1 1
- 1 9
1
0 4
0 0  
A
M
A
M
I  
V
2
1
1  
6
0
0  
h
e  
1
1
,
5
0
1
1
3  
0  
C
b
e
a
'

Are ip  G o y a ,  In draw Bel 10.1 Ap ta & e l - c r i s
lox 'epochs d  ixesenhaoorS 0 .U  410.5e0017 o•co
.911 1
2 9 0
0  
M
N  
0
0
0
1  
p
u
n  
.  
d
4
A
9
n
e
d
I
I  
W
O
E

be 0 ,9  I  ul l Imiro p  pions lot mo n o ) leos
JAI 517130 STRATA 91.0 9 ,0 0  IS 0 tr,doope cione

,/ O N in
t 
A r n
e ,  
1 0
1 0
0 0
1 .  
o
r
i  
p
o
o
l i
n
g  
o
l  
b
o
n  
t
a
m  
o
n
i

!• 3 7
1
/:
1
9 0 2  
M
T
;  
W
W
1
'
S  
F
&
O ;
"
1 2
, 0
7
1
Q
1 0
1
1
'
1 1
T r
h e

3 . 1 w O o l e  In L o b  4 1 , 3 5  I  NM , , 1 1 S EOSW AJO V703 AMOS MOAN* OWE 004 lbs orlare
o m x
,  •  
o f
o r
e  
I
o
n
e  
h
i
e  
n
o
s
s
p
e
s  
p
0
4
4  
r
o
e

ao cloth k c o l “  o wn  al AMOS raloina 0 - a 570O14
A t Y704 AMOS C00111.11 0131 CorwArnt 810
5 0 (0 0 e 1
4
1 9 1 0  
O w
n .  
A M
O S  
C o
o
-
p l e
r  
J
p
d
a
l
e

AO 7702 M O  4 .2 2  ANA.
,  ( W I W I  
u p O o l o  
1 0  
t h e

kynn115 mom fC,Q  oder, Ile s.
-IX I O W I CAM I NI CUP  010 131 1 ,11
1 .1 . E L L
,
▪ wrirdeirds 0 .
•
A•  
s c o i t a
b l e  
L i
p  
1 . 1
1 0 .
5  
F
M  
P
r
o  
D
e
m
o

A l  V710 al e ct  M O N K  1.1904
4
4 w o w n i  
V e n d e e

Amex senals & so n
-
o r4 e  n g s  
A a s b  
0 /
S C E

yp o  Logo z,..A.ons II mtlan g  dEMO 01 Mory A
, )
,
o  
w
o
r
k
o
l
o
p  
s
•
w
i
e
r
n  
o
i
l  
c
a
m
p
o
l
o
t
h
,  
•

.211 V712 P RO M S  N S  An e o n * * .  Onr,wilm
m o m .  & b . . .  O M  1, 10,0 Mgr chvr,
A l Y/12 COMORAPNIC POMO CI.N.U.15 2 kirx •
5 ye  lo ts 0. 4 o  . 1  1,(1010015 TO. 140 Mb  M I  2 •
J  d atio n  pubisrog aro /o r mkt° p ro wls
-EVVOIA re e t s e e n s t  291.74 ohorh ato m 9
b  Gao l hoolo, Ge re rakni 2 4 -8
,
1 0 1 ' . l 0 8  G o  
0 1 4  
f t

< noon 1411 . 1 1 M  VGA/ r i m . .  mode Go fartnal
Aisc to rro n y Ge V 11915 111o _ o wro wt
.111 V711 1141 CO M M IT  BOLE z/th  0 ,.e r . l .  WO 01

he r, I m m y ,  s  •  -
4 1  1
1
1 , 1 0 1 • 0 0 0 1 1  
a l

SOAR TREK
r  •

t.  ACC-1164 MILANI .  o w n  role..
▪  AT IO  NM E NI CE S  a  • ror moon an ti

1001-4 -,••• p s ,  •  7, •  ••• ammon
JOATIT DO  M O M  142C-Ii93  &  Ihe NC,
I MI A Hann
-
. • • • • •  
M E N
S C H  
1 1 0
1 1 0
1 0 1

_IA ATM !WOK -A K C  1140 AHMED 11.
17M-A-014

Al2 2  M
1
1 1 0 •
A C H I
N G  
%
G
n
a t  
A o
r t
,
O r
n .

Binab ryo rr W o rn , *  kn . , :  ape h i - t h i o
JO M IS  SIM ITN  ROT 010161111W2 1-CC 1440
g nollf A to m yn ah ,  ao cile ri  CI3511

Al22 DE MONS, Antrio5i.in WM  Of 1
0
1117.

AN-14310,1,17r 1
A ,  D O S  
1 1 1 4 0
0 7 0 1 1 .

-111 A134 UM W*  MAO 0/1K11,
0 0 0 1 1 4 0  Proncron tam Om Irak An rkcx
end d  h e s xocke leo r  catoci ,
0 0 d eJ t M O STAR TED nil  WENT 06,16W110114, • Tn
srraa a T e r ,  a v .. iroao• 4  -
! •At WM TM V itilows STA" M P  TO onno• 0••
l UCa s  iscble• k
,
• • •  A d h  
I n  
I  
1 4
,  
o n u e .
_ t o o n
s

JA 2122 N I X  110 MET °DONATION I
111910es" 0 )1  groae tome  tr
, M O  
g e a m P o n  
0 1

2301 thp STAB N O  COM. to In to  Barber rate
•  N • f , : r  M I 6  S I
A l  M a  'he STAR n n  L o re  by Leo Gu stko n
u•S mym ro mn o lli in  5 C I i 0
. .JP X IX
, 
S M
A  
t 0
1 1  
W 2
0 1
7 &
4 2
2 0
2 4  
A  
O
u
l
a
b
u
s
.

d i  the o x.)re i  sno o• •  o o -
NeoC SC HWA RI

. 0  • I  $WATH

.
, 
m w i l i w o
f  I I  
I  
N .  
0  
•

_it( NOSS nit 7
,
4  
S h w a  
1 1 2 1
1 4 0  
A W
A C
K  
9 4
W
1

_LA NOT NAVY AGIESSCW. WmiEl sorr IMAM,
SOUTH 10M10 •  ri•  1
1
6 6 1 3 1  
"

M o n *  min A n . ,  WOW
.0  17011.41 011*400661 An, tz  3/A1
.310 Lima s K r r u coot 541"do ' tenni
.01 NINO ATO m o w  ,
4 0 1 1 $_Or 2011 AGILITY cn 8
,
3 1 ,  c • ,
,  o w •

_ a 2021 THE VIDDIJA CO MUCT 1 1 1 / 1 . 4

94 2133 THE GLAJ WAR ccNn i cr
_IN 2307 AMY AT TM MOON II Al 100
.11e 2311 AMY 0 . 1341 WALKER 11 (2 )
AK 2314 ANIT AT DO MACH al 3M1
- i t  2427 CAMO INGAGE AM U O NG
-01 2400 SKIMIG A W4501010110 I 1 2 0 0 1
-110 2474 05114ST A m ,  411,1111
410 1471 UNMAN NM I M N  CONON 110111
_ar 2474 HOW TO ILK  A
,
/  1 0 1 - 1
lann
i 
L o
-
o n
a t .
-
•  
r
,  
d
r  
S
c
h
e
i
r
e
r

..ar 1477 AMANALKS At.
, I l l  A f r o  
r 1 0  
0 4 - 0 1 4 4

l in tIrM  AMYJO GS •••••• arm P .  Sq u n
O  W c I o n g-iW 1471 UNSPORTING 141
,
65  4 4 5 1 1  
A  0  
t . .  
o r

ci• • t  r  • , - -  • • • • •  4
_St 2444 INC SCHWARTZ TolArennice• 084151
_or 2500 PHE SAY DRIVE Lc•rnotion

1543 CAM P S  Sr tr.
.12072721110S OW0A4ILP44I IS P14 room, 97514 Sn Ine

' c
, !
.
,
"
•
•

,   l e t s  sm
,
n o

_IX 1451 W W I  SAO n• PILe 9 r 1 0
.ar 1444 SOUTAMI & SOUIPOS NOVAE r_wo oonto
an  1S*1 w w w s  -
r n  r t .  
L o u  
/
A r m y  
n i  
l o
w s  
o
n  
t
o

Ammo.) • a ,  t p o o r 2  Mo e , P. 3 Poor opowo
1731A3116001 'HE A n a l s e t  old

cinsse Ile s Is ho orvn.3 1 (1 0 S. CL i n st . S e =J  e1747 LLAMA110110011 2101 IN 30
lle lap, ci,,Il & An molion t p•conckar
, ' A w n  h i_IX 1741 I M M O "  451* CL.)n111 Parro rto r 0 4 1
I•t• 000 A r i s  roes an  she Armco  lb . Wo l  ern ,e

_In 1110 PATIENC21 110 •s rto  11110 romon O M
,DOMINOS, I t o  c c c  mo to r plover
_Ilt 1921 POM PCIA 5 7 0 0 1 1 1 o
1 1 1
1
0  r i o r n • e p

• .s . ;4
.
1 2 1 ! 
4
)  
e n
o r
o l
t r
•  
N
o
t  
s
p
o  
9
a
-
n
o

J  M I P o N  o r k Do i  5 0 5 7 1
1
1 . 0
0 1 1
.
1
0 S 0 . A  
c • C e r t n e l e d

ISO a111434 II S w• vak 4.111 041 Ine an g re l  sounds
JP 2121 NA LIMO The hi st 50,001 Sewe lypo utt,
on 041:0 i h r o  rx,r Anstan Pr
, c N k . S o no11 2034 M X  AM C A ' ,arso n  oul Ihe a w l  hoes the
door I  L ie * hoe  I o'reconee Grap h ic Mare  achnorme
.01 21142 WITUE OF M I M I  WAR GAME 2 r
e n d e o L eeke waren slob to init
.
, r • o r 4 ,  
k o c i n g  
• t y c h x
j a  
V k
t

-131 2144 OLINGION 0111 NANDI 1ko is to  OW
Du n e s. ,  & 1
0 g o e s  
D O W  
c k y
o n n  
t w
o  
9 3
-
n o

1172 CAM  0 1 A1 0 , r o w .  Lord g o re s tried
11-205099 p11.10 Mann. !Ctn. Pr11100C.L Fieatni
_ix s in  milviv011 1 , 1 1 0 1 1 5 1 1 •  OM .
o n o , 11111 Aloes rhorra t o  colorful! graphics
_111 1110 1100A CNALLEN1 An e•.•,,W1.4
ru, r1 , . . 1111
-
ro 
A e t i n
n  .
n  
e r n
e S  
S r
n p
i e  
t
o
f  
g
a
m  
I
o
n

_Pt 2114 41MACH0N71 e s o  Wo g  4300100
1 ,1
.
1  
,  
F
i
t  
1
'  
,
h
o  
f
l
a
n
t
r
d
e  
f
o
c
e
r  
h
e  
n
e
s
e
,  
p
a
w
n

_IX 1220 1111141NCOK GAMS& DonN Nor.
, I n e d sRo d s  ro  4 4 3 , oi hron 0 r t  L a S e i N u n  ce 9 . 3
,
4 E5

-LA 2221 MOM GAMS 31 4 the MG Sind oomes
thdie rge  wo r -n rd  Hor onn Moolng
J 122" 111010 Or TM WARLOCK A Nords ties
1 .  al to  OehoMe• ne vorkie  vuoLoo ome n, on Poor

desks Ih e  too  90. enssfen '04. p l a i v u z
i  o n  b e
nrrtgo 1  oplena 4 0 .1 9 0  0 2  G A G
JP  2272 MACX MON LAS fels 345.30% 43.1 e ave s
strict,*  tom t o w & maws.*  X 0 • 4 7
,
. . . . . .
_LW 2271 CAW 13011
0 0 .  , w v  
P r a I M P O
r a h  
P h P o
r m l

spOcior nt saDorn Noe to o  anmen Eoe lkor onsw•  s
-LW t r n  " ( A A I U N  o te  Crelsed the t p a1 o o .  Pb
Leos P444 mo i re  seeps as t o y  sal  p o i
Air 2210 OPLALUNCI 01.0 A rem.. a i r 9 /  gann•
439507 h o wl  m  Wold War I A  oe., deloded 9130,_AK 2313 M O M  Cl 111.1 O H M  Dv 10
O r w  lIsa ro a i n  de  Wm wth  rro larl came ls
_IX 2411 TOTAL WINE rho Wo o l 4,79.9 wo o .  al PM
as 1
1 0
,
1 , 0
0 , 1  
i
n  
n
a
n
o  
l
a
n
n
a
l  
A
n  
e
m
c
e
e
-
l
e  
G
o
d
u
c
k
w

_al 2422 CIOADDI 0.012 Color Goloonns. Sporn
ro klars A sk
-
ro o d s 
S a g s  
r a s s
l e  
t o w
n o
n i  
&  
S l
Y m
b n
e

..11 1447 IANOS CCOCIOP 1101 MACHO' 1.rebori
srnaktkr ••••••la 4 0 0 . 5 3 e  moles Dom kr,
JP  2490 SMASH TV • 11411 /POG S mal l  Is OW
0
,
5
0
9
0
.  
m
a
d
e  
m
o
m
.
*  
0
4
.  
9
1
0
0
0
,
4  
4
0

Jig I M O  ARKS MOAT M ADM AN AN ne at as
roaaable  In h •  .1 marhoin 1 0 0 . In K W  & A rro w
Jar 1451 AWN ANNA 'this es Ine O W  K.1 3 1 .4  Me
Onorrot Mono o tio rano  gone 0*1110 g ro tto s ao l
b e lo w*  odnookre 4
c•  a r n  
4 r o 0 0 1 0

1411 N K O M O  1s a dune 4 Pe clout orala
g o o a lerrionsl conpirre  yoth o ctrio n d  g ro rro s
ao' 2413 I N D I U M  M o t s  Main Me wt.  Mane
incrAom sn
-
co l l r 
g e r e l
e a l a y  
W
O  
g r
o p
e .  
&  
G
o
n
d

.11 2464 CAT AMM 6 $,RaOlotti 000403.4 gam., Ill an a
Sera tSia. n s e d e c t  1
,
*  b I d  
E r 1 1 4 0 J 4 i 4  
v o •  
o n t o

a lc Wo w
,  5 1 (
,
"  
8  
H o
k o
n  
1
1
1
1  
_ 9
0 ,
, I
n 0
. ,
0 a  
o
w
*

.11r 1413 M N  CLADS • MAGOON WAR 1 N s
• o w i r 7 o  r o o l w ,  . a 3 0 .
on 2447 CLASH OF THE COPIES P.tt
,

2 0 9  N I  COLOSSAL CAVI 0 .0  All 00.11011110 Pi
O. coot & ,

• 1 3
,
9 4 •
1 1  
r
•  
t
r  
l
•  
a
f
r
o  
(
1
%
1
M
.  
F
o
f f
e
d
b
o
l
c
n
y
P
U
I
d
r
q

_in I WO  MAMMY &n o t.  4.3.0 orrne  74
,
18  g r a p h s /

2411 1.60013 OP LOMAN 0.02 Is .30 0.40,1010
• •
•
1
4
n r
• •
1
-
,  
t
y
.  
t
A
l
e
n
n
,  
v
I
s
w  
-
.
n
e
s  
0
C
1  
o
n
e

coke id diode s -nodes 3 • -omlers & coulas lb Stt of
..1/ 14111A1IEN4IS  NUNCIIIACK 1110 G
- : , . 1 . 1
•
4 0 r •  
a  
b
.  
O
i
l  
,
I
O
S
5
0  
g
a
m
*  
t
o
o
l
a
n
t

.IX 24116 AMOS alsOurr I t  Pam
31 1534 11,0111CANS 11 iHoSirr Sole 311 Grophos
, 7 ,9  3 .09 ,1  4 4si r, mo m r •  OnSiet rc s  ton t o r

r r  M i l f  ran  h000the A •o I  Vole in Sod-IX 1035 MAW PACK MAN bes1 Pot
we
, 
s  
.
4
,
4
4
4  
•  
•  
o
a
c  
1
,
1
1
1
1
0
0
1

AMOS Al FRED FISH DISICS
_LT •
-
. "
5
• •

1 1 ,  •  •
,
4
31 0371 IMIATOSOT v1.1 -
J o  w i n e  
m u t •
ck,t3 p o i l e c  pst k t s t " crestable E . 0 1 0 4 l  : I

05111 MORD DATION/Iv/2 Using Cu •fr ••••4 so
• ,
h
_ r  
O
A  
i
b
r
i  
o
n
v
a
r
n  
w
l  
O
r
r  
w
o
o
k
l  
o
f
,
9
4

Jet M O  M O W 5 1 .No  Nord dolt mo m tri lo rr otlers
vo g •  woo ,. 4 0 0  p o x. !event) d d . . .

p ass. *  3(0.015 d o A r e  ckl, ' I r e  opbc.
J11 ASS1 111/4110 AO A re, 0,0 tnlions•lise dopim
Cl 1 , * Pa n n e ,  •  CeSs, ot
,  4 1 e 0 e e 1 1 5  
S h o r e m
w e

I: oSil I I It

.4  CAI CIP-IT MOT 1 151 , k s i s  Ann.& Ca
,l oons  i l u re c f , J 1  .  l e A l S h  I • i 3 6 0 • W a r ,
4 4 . 0 1 0 5 0  0 1 , , E I L M S  n a n d e  r a d a r  c o s  & a w e
-3111 CAI CUP-011001 2 01441 se,entin
A t ?  ammo, • e 3 , mp fasfo rs 18,97yoro1,5 C•34110115
1 .
1
1
1 ,
O
N  
e
t
t
e
,
S
S  
S
.
,  
/
3  
1
3  
O
s  
m
o
n
e

-110 CAI C U R ° n o t  a csi 4r514 He rbs Me al Arm y.
5109.4
0 
0 • •
0 4
O v
o o k  
w
O
4
4
O
5
3
4 *
3
_  
L
O
M
A  
0
1
0
.
0
1
3
.
•  
(
L
i
p
s

C411150 Art bean 4. De cislasM
i t  CAI CUP-0 PAN 4 316 MOS 00 NCO 0314
0
3 F O S
Noels OIl 3454•100(10,4. 11111101050 A t 2 sot*, more
, p e c o O
. x u n o e
,
6 l ; . I 0
1 0 '
l

JR CAI O W4 1  PAO( 5 ,
5 1  •  •  •  
•  •  
7
-
•  
s  .
, • 9 4

it eel tett i
t t
, ”  
' e r a
,

JO CAI CLIP4T pAco 5 .
• p u c k  - J . ,  to ooio •  o :
Apon. ittaag
- i n i  
• - •  
A n
n  
•

JR CAI 010-0 PA04 r s i
w h o l e ,  re PK
,  1 , 1 0
1  
c . • i f h .
i r r

1 •  . •  s  •

• 4.4

• tE1 0 CIW4 R1  E 3  5 0 1 0 0
-NN 1.2 J a t  L5 •
AlE E D u C a l l e t ,  I
, •  I_VI Ell DAIEN9014 I • 1811 1
9 0 1 ,  •a t  LEI ac t ,  7  1(325 Halo si NO Y
, 5 ,  o a▪  ab ik C LA54. RoaCre 554I1-t5 VAISKL A MATH 1151
1 NM CO WS

,
'  
l A n k  
1 1 0 .
1 4 1
1 .  
v ( 5
0 1
4 ( .
4 4
1

JX LSO A rt 9  PI .2  . 1 0 1  122 V IO l IS t.
3 L I I  ' Id  1iBleeslo3a l
I o l  S t e  
O a t  
1 0 4 0 < 1 _
1 1 t

(e•neel k • • • • • • • •  lagiNk• •  Now celoction bon
the Li11 P D  LInavo RICO So 160 progrenewoi

.0  CUE) ,
o t A i  
r c N
c t e l
s

_IX N W  '01AL CONCINT5 DE CUX
, 1
1 1 2
JA CLIP 71020 111115 3 1 0 .312  HSH11412 43r
J11 CIL* F40•10 11.1101 A t  CUM 1.06215
42 a m  DARK 1 1 4 1
1
1 7 A _ 1 1 1  
C 4 1 3 , 3 0
8 1 A 2 i  
2

a t C104 05415111/ 3 1 1  EMS 109/1314 ON 71)1
M EG S121,1111/Alwar • • ,  9 c
,
1 ,  / a s t y  ,

-01 (1,04 011A141
-
9, '  
k v  , A
•  
C H 2
2  
•

BUDGET  SO FTWARE
M &AIN  Moo 04 47 445 iomoio flood Psodtme

ow Mew t7 111 00441 57 t21
a. RFD Ittl II A N  Irma • • •  .1 • ',Tu.
,At ono 3 .0

11144 d • • • • •  9  1 4
,
1 0  •  •
1 1 0  •• ,-.ornor am, 9  t o r

91 one/ aws Poo o r m
At so ar yr0 0 0  ' w o w .  o  Mo r

12191 .
, 1
1 , 5 1
1
,
e 0 s e  
i
t

▪ snow • Atpsoono t o r m
At won ,roori V I K ,
-Of idt:M I I  9.440041121. u  SH4  I •  •  •  ,  •  •  7,

6 1 1 0
,
• 9 ,
, 
O
N I
S

r ore , inr,, • • • •  e on -n o te  n o w,
o  ro e ,o ro wn wie u l I t .  MOMINI 14429210n

I r y  v * 1 0 0 0 4 1  19 Jo  enwo •
Imo  • . .  I  M O M S

▪ S I M  I I ' I O W . ,

ge1111. 2  I  t ;  4 7 0 . 1
1
1  A l  V W
,

tsit M S  •  • I  I t S  A y  g o o
.0111117 •  •  • 1
1
1 . 1  •  
•

Di  IA WU S O L
-
1 W A R E  
1 3  
9 9  
•  
( I  
P I
P

Thom mu aro NOw cornered doim NOT M E WL
-
GA D
▪  L • 0 0 8  1 4
,
0 4 1 1 4  
M A T  
1 0
2  
1 1 -
m o  
•  
•  
r
.  
C
L
I
C
K

OOCR l o w  LET 00 940014610
SinIpSe I s A n i m n  TAW&
/a lo artmg  to  M o s /Mie s 1 1
-
0 . •  e m e l l i t o  
P r o p . ,

-11W047 COW CASH stellbAcimor n n i o n
Ow DRS
, 
S i
o r t
o p  
S
m
a
r r
.  
c
t
o
a
l
b
e

1.4771 MACS amsts CARS Cote otorslels cooltal*e
i re . ;  910.11, ra, re *  no two WWI
.  
e s e s e e l l 1 2 0 1
5 3 5 4 *

1/03 Y0110 LAIS 0.1) So-toe ia use rut,. HI%
poek age to  4111 I 4 A  A r  tog  4451 Poo l e n  O f . .
-At U012 COLCIUMIG I O N I  134 1
.1
.
1
15 I S  t h e  
W I L . e .

kW °CI wit
- s i  
h t . ,  
m a
r e  
o w
n *
*  
( 5 0
,
1 5
0 5
1
0 0
4 0 .
3

1,6
1
37
- 
0
0
1
0
1
2
1
1
1
1
0  
e
t
o
o
m
A
A
T
e
r
o
a  
A  
H
O
N  
o

. 411111110 17 POST
41-on rocs • .  n a m e  9,1 Inia loom .  * to 161 al
be  ors/ pt • -  .- • u kyrti l  ,,W
, M - 1 9
1
. 4 4  C e  
H O

Lot o llo p  • •  • 1 9 0 1  410c1980 tho cosimo/Posee
Mar ion In ; , , n  RI iii woe Nome I  •14,nosi on
tho we .  •  • •  11. Cte t CO at Phok/com b e
o w 4 , • 1  .  .  ,  P  6 . •  1
.
W d i . ' S  N V  
0 8 0
1
e d  
&  
P o s
t  
l o  
t
o

, , , •  •  , ,  ' .. -Noon 3 Azad alders 11402 be
r ,  I ,  : ,  io sn 10•30F1 I t  pou Moo me o w'  Micro

. •  • 8  e *  •  , i . 1 . ,  r y i l
•
W ,  F r .PrMini

AbbOISS

ISITODE r t u r n o r o r i
or • ill • G O  mOne filt MASTERCARD w 030.1 t w w 2  DAH

1 1 1 1 1 1 1 . 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1
1 0 t m  K w * " £505 PLUS

WOW. WHICI A A A  T
1_ 5  D i
s
k
s  
E 2
.
5 n  
A
l  
r  
a  
W
I
R
K
5  
T
H
E  
M
O
U
S
E  
P
A
D  
2
2  
1
1
4

' '  O N  TOM PIUS THE  0610 A 04.07 ( 0,11 2 3  19 '6-10... Disks E2.25 -•-• - ' .  '..,- -'' ""'A "••••••6 WI t i  Se7 .,.,ks , ,
,c r  
,  
• . :
1
,  
D
I
S
K  
E
M
I
R  
•  
S  
S
t
y
l
e  
M
i
n  
5
0  
4
0  
1
1
3
p

11-20..Di
s
k
s e 2
.
0 0  -
i , . , ,
,  .
i .
,  
, i
.  
n
a
l  
o
f  
2
0
0
0  
D
i
l
a
(  
L
A
A
w
s  
2  
2  
L
I
D
S

. . .  Im o not
, ,
h e  , , , ,
.  
W A  
P O
N O 1
0  
L E
A D
S  
L
i  
4
9  
'

2 1 - 5 0  , D i s k s  e l . , '  • • • tor thp so lo  t.
- -  O r S k  B O K  
1 4 0 1  3  
5  P O C H  
t o  
6 4

to. terdeet • ,
i
, 0 1 0  
S o w  
1 0 0
1  
3  
5  
N
C
H  
E
I  
9
9

5 1 +  D i s k s  E 1 1 .5 0  v t . o w n .  S C A M  NEPIACIAMOT MOUSE 2 1 4  00
.

PDXES ARE PER D I U

COMHLATE Imo  Comple te  h o d  4 ,
s h  h a l  b e .Cl FISH cantestssance p roNed

i h o d n d  P .  
h c l u d o s

▪ sn, o n o > .  of al the  reSisS 1
1
1 n o w  T r o n a ,  
3 1  
r o a r

1013 • Pooes a  also cone s seen hoe JP O O S P
P O Q I I
O I
11,,
, 
n
o
w  
1
1
S
1
,
4  
a
r
o  
r
w
i
e
n
s
i
r
d  
M
o
r
o
s
e  
0
0
4
*  
b
a
t  
t
o

1.4700
1
1
, 
O r
r  
a m
a a
b l
e  
i
/
o
n
s  
P
0
1
-
5
0
1  
1
0
4
0
1
0
6
d

o colecnon 04 Amiga Co rms L iM e s & Moon Mcce
tal l '  n al  4 l 0 l 0 f r
a 5 t o  ' A l t n
p f 0 q a t r U  
_

41139311o1 Oelse(Ofeeeteetu S i n t ~ S

&fl
V 
D
t
h
e
c  
c
l
i
s
k
s  
I
R
2
W
1
,
j
q
2
K
7

'ric Budge!! SotrooDrel

1
,
1
0  
T
,
o
4
e
c
e
0
,
6
,
1
-
e
1
4
r
•
d
i
3
9
4
e
0
0  
t
h
o
r  
a  
W
O
O
.  
I
I  
r
x
r
,  
9
o
m

to 70n
, 
• W
e e
n  
d
o r
s i  
&  
I
r
o
n  
l
O
o
n
,  
4
9
•
•
•  
S
o
i
n
•
s
m
b
,

Vio coo re m ceolso ary, dolo. ni NJ Ne w altre akin ild
8 2  GLIPHAM ROAD SOL_odo I S D • C
,
g e  5 5 l  2 r D

SUROPIAM COCOS • NO "OMAN OMAN
J hen onle•ng Iran
, w o w  
E  
t w o  
o n o w
i s p i  
t e
r  
M
o
n  
•
I

a 150.0.11101 Of I e lms A I ard*01 se ri by ARMAII 1 roe
•1111111111011 010110 ONLI

41 codes ore son I • •  I I  Meosoo0112013 M o rn , .
E3 001 I c a ,  •  •  • cro w mwo rd s the prolnoo
o w n . ,  rt h e o  oo• o  to LloosAoo Ao o  l e  t w
o
s

PERIPHERAL PM( ES

ciumoout loof 0 4 1 0  5121
01621, t h e  tro p e  e asy lo use  Oulabooe

r),,,k, l t e v
U I l l d , 4
4 0 1 0 1
1 0 4 5 0
a E . I O O  
0 1
5 1
. 5  
6

ano ol umiak,* DEO
, h o r n  
5 3 x 1  
&  
m o n k
. *  
o f  
U N
A

apiwns M a r c h  &Poo Conlorm otouris
on Mod Inti A m o k  MAX. SAMCID Scam/
Aouran AM C Aanonom A m u .  540 PM 10e 2A4b•
LOPIOr. t1:3•10 NZ AI .4  M F G  &
P0 1 .1
,
SCX
T  
P b  
C 1
0  
l i e
e n
t e
e e
t e t  
1
1
.
5
0

TOTAL
PRICE t



R E V I E W

The USA map shows all the major
cities where races are taking place
(indicated by stars). There are XX
regular races, each with an entrance
fee and a prize, ranging from small
fry (about a thousand dollars) to the
big paydays (30 grand or more). You
can only enter  a race if you can
afford the fee - initially only one or
two races are available, but as you
start to win cash you can enter  the
bigger events. Race details, such as
prize money, weather  conditions.
contestants and police presence. can
be viewed before entering so you
know what you're getting into.

T hose b loody  Lot us  games
have got  a lot  to answer for.
The resurgence of arcade-style

racing games for one thing.  Don' t
get me wrong,  I 'm as much a boy
racer as the next man • but  enough
is enough,  a n d  i t  does  ge t  very
tedious and depressing when you're
cont inually  swamped by  umpteen
unoriginal and generally  sub-stan-
dard "t ributes" to the Gremlin clas-
sic. At  least this latest ef fort  f rom
Titus has a  s light ly  bet ter excuse
than most ,  what  wit h it  being the
third ins tallment  in the Crazy Cars
series • one that dates right  back to
the dawn of  the Amiga as a games
machine, and one that has been sur-
pris ingly popular,  giv en t hat  t he
games were,  not  to put  t oo fi ne a
point on it, rubbish,

In Crazy Cars III, the player takes
part in a series of illegal Cannonball
Run-style races around t h e  USA.
Encased ins ide a  g leaming l a m-
borghini Diablo sports turbo,  your
object is t o pick up the whopping
cash prizes on offer for crossing the
finish lines first and advance through
the league of  drivers to the top of
the fi rst division. Standing in your
way  are a  mot ley  c rew o f  ot her
drivers also vying f or the t op spot
and the fine men and women of the
United States Highway  Patrol.  The
question you've got  to ask yourself
is... do you feel lucky? Well, do you?

(Right) There are three four  basic
types of race - daytime, night-time,
In rain and in the snow. Night racing
isn't so tough, as cars are easily
spotted by their tail lights, but the

rain and, in particular. the snow
races are real killers because the
car is a wretch to control in the
slippery conditions.

•

Can the thi rd game in Ti tus' "popular" racing tri logy fi nal ly make
amends for the awfulness of the fi rst two? Gary Whi fta hopes so...

0 1 1 1 1 1 = 1 1 1

Regardless of your league position,
all you have to do to advance to the
next division is amass 50.000 dollars.
This buys you three attempts at the
well-tricky divisional challenge,
where you've got to race down the
road at night, weaving in between
giant articulated lorries driving both
ways down the road. Don't think you
can cheat by staying in the middle of
the two lanes' doing so is like driv-
ing through two feet of treacle.
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Depending on where you're racing, you may be hounded by the police for
speeding. The kojaks wait by the roadside with their radar guns with orders
to pursue anyone they catch breaking the 160 speed limit. Actually, everyone
breaks the speed limit, so what they do is go after  the fastest car. I f you're
doing well, chances are this will be you. Once the cops (they always hunt in
pairs) get a fix on you, they try to bump you off the road, not giving up until
you're finally forced to pull over. Doing so puts you Out of the race and costs
you a fine, so a far better  policy is to try to outrun them, It's possible to do it
(al though very tricky), wi th the volume of the sirens in the background indi-
cating how close they are.

Between races, you can spend your
prize money in the garage, customis-
ing your car with a wide variety of
equipment. There are the customary
better-gr ip tyres, faster engines. six.
speed gearboxes and a very nifty
turboboost that, while very expen-
sive, can mean the difference
between winning and losing by pro-
pelling the car at nearly 400 miles
per hour! Perpetual l a w
-
b r e a k e r s
may also like to buy the radar sensor

lwhich gives advances warning of any police traps) or, even more effective, a
radar jammer that renders you undetectable to the Kojaks with Kodaks!

E V I E W O

tteft)  If you enter a race where one or  more
of the other  league drivers will be taking
part, you can make things more interesting
by having a few bets on the side. Winner
takes all, wi th each driver putting up a stake,
then upping i t until  everyone decides i ts
enough. Big gamblers can actually win more
from these side bets than they can from the
official prize money. The amount that each
driver bets is a good indicator of their confi-
dence; i f someone puts up a huge load of
cash, he obviously fancies his chances and
isn't to be meddled wi th - unless of course
you fancy yours more.

T H E  V E R D I C T
Let 's  mak e no bones  about  it  - Crazy
Cars and Crazy  Cars II were  bot h  pit i f ul .
Slow, unresponsive, ugly and generally

just godawful all round. Which is
why it's all the more surprising
to see that the third game,
coming from the same
producers as the previous
two, is so good. Yes, we kid

you not. It's patently clear,
after the first few minutes of

play, that our friends across the
Channel have learned a few

things from games like Lotus and
Jaguar over the last year or so - and
after a couple more hours, it becomes
apparent that they've got a few tricks
to teach them in return. The basic rac-
ing action, so far as speed, control and
feel is concerned, is very similar to the
Gremlin and Core classics - it's very
fast, very responsive and, when things
get tense, deeply involving. But what
really makes Crazy Cars III shine is
twofold - firstly, the "racing for cash"
system of using prize money to cus-
tomise the car and advance through the
divisions works superbly - it adds an
extra dimension to the game's progressive element and allows
you to make your own decisions about what races you run
and why. Secondly, the police are excellent - far from being
just a graphical frill, they genuinely make the racing a hell of a
lot more exciting. It's like playing Chase HO in reverse, with
you as the pursuee. There are plenty of other nice bits that I
could spin on about, so I will. I like it when you get echoes on
the sounds inside tunnels. I like it when you can see the back-
ground graphics getting closer as you near your destination. I
like it that you're not punished too much for going off the
road. In short, I  likt It. Crazy Cars III is quite simply very, very
good indeed. As good as Lotus. Better than Jaguar. Any race
fan should not hesitate to buy it. Got it?

Publisher. TitUS
Chwolopot, I n - h o u se
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Before play, pick your team from Liverpool's all-star 20-man squad. Clicking on one of the players' touched-up digi-
tised fizzogs brings up a bigger touched-up digitised fizzog. along with his strength, stamina and team status.
That's all you really need to know so far as the game's concerned, but if you're a Liverpool fan, you can br ing up a
screen of text about the player's background. Out then, i f you're a Liverpool fan you probably already know what-
ever it's got to tell you. Bloody hell, hold on a minute! Barnesy's not injured! Must be a bug.
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The match action is very similar to that seen last month in Rage's Striker.
The scale and 3D angling of the pitch view is much the same, al though it's
not quite as fast (Phew! • whiplash-stricken Striker players). The control
m od.  is traditional • the ball sticks to your foot for  most dr ibbling moves,

but will wander  off if you're too ambitious. You can simply boot the ball in
the direction you're facing (perhaps applying a little after-touch along the
way), or  alternatively perform an elaborate Joystick move that passes
the ball to your nearest team-mate.
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about Liverpool. eh? If I've said it
once, I 've said i t  a  thousand

times...
I give up. After writ ing over half a

dozen intros to soccer games in the last
couple o f  months,  I ' m running on
empty. So stuff the lot of you. I 'm not
even going to bother to construct enter-
taining paragraphs for you to read, all
vou're getting are the bare facts. Off we
go then.

Liverpool: The Computer Game is
based around the famous team of the
same name (don't go looking for a team
called Liverpool: The Computer Game in
the leagues because they're isn't one).
It's a 3D arcade game a bit like Striker.
All your favourite Anfield heroes are in
it. And.., the rest is in the captions. So
go and read them.

1
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Mop this! Gary Whitta runs out onto the
park one last time (please!) to survey the
latest in a long line of summer soccer Sims.

Practice makes perfect, so Liverpool
offers players the oppor tuni ty to
get out onto the pitch wi thout the
hassle of an opposing team for  a
trial kickabout. This is best used for
perfecting your passing techniques
and trying out ways to get the ball
past the keeper. As in the main
games, the pitch type is generated
randomly, so you can get used to a
variety of surface conditions,

-as



000 7
4
11
)

P L O N 0 L F 11

0 0 0 0 0 0 0 0 0 0 0 0 0 0
0 0 0 0 0 0 0 0 0 0 0 0 0 0
0 0 0 0 0 0 0 0 0 0 0 0 0 0
0 0 0 0 0 0 0 0 C O O 0 0 0
CO 0 0 0 0 0 0 0 0 0 0 0 0
0 0 0 0 0 0 0 0 0 0 0 0 0 0
0 0 0 0 0 0 0 0 0 0 0 0 0 0
0 0 0 0 0 0 0 0 0 0 0 0 0 0
0 0 0 0 0 0 0 0 0 0 0 0 0 0
0 0 0 0 0 0 0 0 0 0 0 0 0 0
0 0 0 0 0 0 0 0 0 0 0 0 0 0

Having picked your team, you need
to tell them where to go. After
selecting a formation from the three
available (4-2-4, 4-3-3 or 5-3-2), you
place each of the ten players (it's
sensibly assumed that the goalkeep-
er goes in the goal) in the ten posi-
tional slots provided. No doubt this
section will lead to some top argu-
ments about who should go where
("Eh no, behave! Rushie's a top tar-
get man you divvy!", "Calm down!
Barnesey's sound!",  "I'l l  call the
bizzies if you don't play Molby" n d
so on).

M O M

• -• • • • • • • •

You can, of course, tackle the opposition with a good old-fashioned slide,
but you'd be well advised not to go in guns blazing too often.  The referee
hardly ever misses a dirty trick and, in my playing experience, hardly ever
fails to book a player for  his misdemeanour. Yellow and red cards crop up
with alarming regularity, making early baths an all-too-realistic proposi-
tion for  many players. Red cards are seriously bad news, as they ban the
sent-off player for the next two games.
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(Above) Starting near the bottom of Division One, i ts  up to you to Dalglish
your way to the top. I f you choose the full season, you can have a shot at the
double by picking up the FA cup and finishing top of the table, Less
ambitious players can elect to take part in the FA cup tournament only.

I THE %FES 1 C T
On the face of it, Liverpool has
everything a footy fan could want.

ast-moving action, affertouch.
league and cup competitions, the
real players... Unfortunately, how-

ver, the game's specifications on
paper are a lot better than the
reality. Liverpool suffers from lots
of problems that conspire to make
the whole thing look and feel
amateurish. Given the game's 3D
viewpoint, comparisons with the
similar-looking Striker are
Inevitable. The action is (thankful-
ly) slower than Rage's effort, rang-
ing from ideal on the dry pitches
to just-too-slow-and-quite-annoy"
ing on the wet ones. There's little

, to choose between them in control
terms, although I'd say Striker has
the edge when it comes to co-ordi-
nated play. Liverpool has a passing
system that is just too tricky for it
to work - 50% of the time, you
accidentally kick or chip the ball
when you mean to pass it and It's
annoying. The temptation is sim-
ply to boot the ball and run after It
but more often than not this
results in chaos. It's like playing

pinball on a football
pitch and it's not a
great deal of fun. The
player sprites and ani-
mation are poor, by
the way - they may be
large, but they run
like the good Bill and
Ted robots out of
Bogus Journey. Oh,
and all the players

look the same too, so Barnes is
now a white man and Molby has
jet black hair. The referee is far too harsh as well, dish- 1.111
ing out cards like he's got a pack of 'em. Basically
Liverpool is a classic example of the programmers
concentrating on the wrong things - in this case, writing
down little player biogs and having animated indicator
arrows on the players, rather than coming up with an
Instinctive control system and intelligent computer play-
ers. Without those two things any football game is
stuffed, and Liverpool is a particularly sorrowful example
of this because it NEARLY gets it right, but falls down
because of several sloppy mistakes. Grandslam's game
could have been as great as the team It's based on, but
Instead it comes across as just above average. Maybe
Tranmere Rovers would have been a better licence.
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Though Super Tetris is essentially the
same game as its classic dad (manip-
ulate the shapes as they descend
and slot them together  to make lines
that disappear), the rules and objec
-fives have been changed slightly.
Instead of simply trying to create as
many lines and stay alive for  as long
as possible. you're given separate
levels to complete. In each one the
playlield (or  pit, as experts like to
call it) is already half-fi lled with ill-
fi tting blocks, and the player's task
I; to get rid of every black gap • not
necessarily every block. As the gaps
are tilled when lines are completed,
a pretty picture scrolls up line by line
from the bottom. More of the image
is revealed as you do better, wi th
the entire picture revealed when the

last gap is gone. Then i ts  onto the

0  next level, where you'll get more

"rubble
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faster blocks to deal with.
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If you've got a pal, why not drag him round to your pad for  a spot of
two-player Tetris action? For simultaneous partner play, the pit is
widened from 10 squares to lib to accomodate two sets of shapes (one
for each player) descending at the same time. Whether you choose to
play the Competetive or Co-operative game, the idea is still the same - le
get rid of all the gaps in the rubble. The only difference between the two
is that,  in competetive play, players try to outdo each other to get the
biggest score by slotting their  shapes in first. There's also a mull-modem
link option where each player gets a pit each and rubble cleared from
one player's pit is transferred to the bottom  of his opponents.  It's just
like the Gameboy link game, basically_SUP
At last! I t's the offi cial  sequel to  one of
the best games ever created! But is i t as
Super as i t claims?
Well— almost,  says Gary Whi tta-
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and Tetris devotee, I am all
too familiar with the hor-

rendously r a w  deal  t ha t  Com-
modore-owning fans of the Russian
classic have been getting over the
years. There simply isn't a decent
official version available for  the
machine. In fact there's only ever
been one - the original Mirrorsoft
version (now de-listed) which is, as
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any afficionado will tell you, what
is known in the trade as Complete
Crap, Is it any wonder that fans of
the game (and there are a few)
have to seek solace in the vastly
superior unoffical Public Domain
and Gameboy versions?

But now there's a new guy in
town. Spectrum Holobyte, usually
better known for high-brow flight
simulations like the Falcon series,
has turned up with Super Tetris, the
latest in a long line (counting unof-
ficial "tributes") of so-called defini-
tive versions of the classic puzzler.
Played out amid a myriad of attrac-
tive backdr ops based o n  t h e
Moscow State Circus (the Russian
theme has at least been retained),
the game is effectively the same old
story, albei t wi th an interesting
new twist on the rules and more
options than you could shake a
stick at. So, without further ado...
Bombs are the most drastic game-
play addition; when a line is com-
pleted, the next shape to arrive
turns into a cluster of bombs,
which can be moved and rotated as
usual. They blow up any blocks that
they land on, al lowing the player to
get rid of troublesome bricks.
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Some of the bricks in Ow pit are more than just bricks. There are special
block-sized "treasure" icons that, when blown up or removed as part of a
line, can do nice things. There are seven types in all, and some are more help-
ful than others. The bog-standard bonuses are numbered squares that award
the player five, ten or fi fteen extra shapes (you start with fifty, and the game
is over i f you run out),  while more interesting ones provide goodies such as
extra bomb clusters, special shapes and bubbles that rise up through the pit,
filling in gaps as they go.

R E V I E W

(Left) Look at all those luvvly options! From
this title screen the player can pick a diffi-
culty level from 1 t o  10, select a game style
from the 7 available, load a previously
saved game (you can store your position at
any time during play, turn the next-piece
indicator off (you don't realise how much
you rely on this until  it's gone) and fi ddle
with control modes. How quaint,

111111 d i  A

T u ' d  think Thit with p th
as pure and perfect as Tetris, i t'd be
virtually impossible to do a really bad
version. Unfortunately this
philosophy has been proved wrong
time after time, first by the official
Mirrorsoft version, then by a string of
sloppy "tributes". Super Tetris, how-
ever, ranks as one of the more
successful interpretations of the clas-
sic dextral puzzler. Though the devel-
opers have taken the bold (and some
might feel dodgy) step of fiddling
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F game is no less addictive or challeng-
ing than the original. I t isn't any bet-
ter, but it certainly isn't any worse.
It's debatable whether the new fea-
tures add to or detract from the
gameplay, but for my money it's a bit
of both. The treasure icons work well
by giving you something extra to aim
for and think about, but the bombs
don't. They would have, had they

ppeared slightly less frequently, but
INith them turning up EVERY time
you get rid of a line, they tend to
hold up the games natural flow and,
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after a while, get on the nerves. I 'm no fan of the two-play-
er options either. With two sets of blocks in the same pit, all
you ever do is get in each other's way - and would someone
like to tell me why, with a game that only uses half of the
screen area, you can only have the dual-pit head-to-head
game by linking two machines together? Why not just put
the other pit on the same screen in the redundant space, f
heaven's sake? Sloppiness like this annoys the hell out of
me, and the final mark has suffered accordingly.
Nevertheless. Super Tetris is the best official version of the
game - although I'm not sure if many people will be

-prepared to fork out f  30 for it when so many comparable
D versions are available at a fraction of the price-

4112a A l
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(Left) The drained-out California Aqueduct is the setting for  skateboard-
ing. which takes the player's intrepid 'boarder  through a sprawling net-
work of metal piping - ideal terrain for  an manner of fancy tricks and
stunts. Not surprisingly, i t's doing exactly that that wins you kudos from
the ever-vigilant judges. Among the more impressive moves are the
corkscrew. 360 aerial, hand-plant and the ubiquitous '011ie'. This is a time
trial, with successful stunts being converted into seconds which are
knocked off your final time when you complete the course. Since the
'course' is divided into sections of full- and half-pipes, there are dangers
a-plenty. I f you're not careful you can miss the full-pipe entryway and
smack face-first into the wall. This results not only in a disqualification
but also certain death (yes, you get buried and everything). Be careful!

Jetsurfing (we call it jetskiing over
here) is the most conventional of the
gam es events • i ts  basically an
against-the-clock 30 race over water.
After  selecting your jetbike (the
faster and more powerful  the model,
the trickier it is to control), time limit
and course from the varied selection
available, i ts  out onto the open
water for the aquatic time trial. The
course is marked out by fl oating
buoys, and though its impossible to
crash by running off the 'track', you
only score points for  as long as you
remain in the lane. As the courses
become more complex, you're asked
to do your bit for  the environment
by picking up bottles in the water
and performing fancy jumps off
ramps - bonus points are awarded
for both activities.

W hen you've simulated just
about every major sporting
event on the face of the

planet, what do you do? Simple. You
pop along to the west coast of Amer-
ica, wher e ne w  and increasingly
bizarre 'sports' are invented by the
minute and - bingo! - you've got an
instant handful of brand new mate-
rial. In this case it's long-standing
American developers Epyx who, after
several years of computerising every-
thing from cycling to Sumo wrestling
in thei r  highly-successful Games,
found their well running a little dry
and found a plethora of new events
waiting for them on the beaches of
California_

Obviously enamoured by  what
they found there, they've now paid a
return visit in California Games 2. The
games features five new events from
the Sunshine State: hang-gl iding,
snowboarding, j etsurfing,  body -
boarding and skateboarding. As has
become tradi tional  w i t h Games
games, players can choose to prac-
tice events just for the fun of it or
buckle down and take part in a seri-
ous all-events competition with up to
seven of their pals. Don't just stand
there - get radical!

I
j



It's the most excellent sports
game of all time - not!
Gary Whitta sucks in his beer belly
for a day at the beach

hang•gliding is the only event in
CG2 in which you play a girly and is
also one of the hardest to complete.
After  launching yourself into the
void from a perilous cliff edge, your
task is two-fold - perform some
impressive aerial acrobatics and hit
five fl oating targets on the surface
below with water  balloons. Do all
this within two minutes, and then

r e t u r n safea nds oundt o y our or igi •
nal launch point.  Mastery of the air currents is the key as you pull off sexy
stunts like the 540 tur n,  loop, swoop and stall • lose too much airspeed, and
i ts a hasty dive into the drink and Game Over. The judges score points for
hitting the water targets, diffi culty of stunts, speed and a clean landing.

Essentially a more modern and nosey
version of surfing, bodyboarding is
more or less the same thing except
you lie on your belly and paddle
rather than stand up. Their are two
main sections - the first is a stuntfest
to impress the judges, played in front
of a wave that's r ight out of an Old
Spice commercial. Even the simplest
of stunts score points, but the big
money is to be had by showing off at
the crest of the wave, where you're
most in danger of wiping out, Survive
this, and it's back to the bottom  of
the wave for a simple left-to-r ight
scrolling obstacle course, wi th the
player paddl ing his board as he's
forced along by the tide to avoid
items such as buoys. signposts. rocks
anct babes.

Ever fancied being the bloke off the
Milk Tray ad?. This event • snowboard-
ing - is probably as close as you're
likely to get on a computer  s<rPfil.
Hang precariously onto the side of a
helicopter, then pilot it up a sheer
mountain before dropping yourself
onto the slopes at a desirable
alti tude f r om  then on it's action all
the way, commencing with a sheer
run down the frosted mountainside,
%teenier; and leaping to avoid logs,
rocks. potholes aml other obstacles
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V E R D I C T
It's always a danger ▪ do
▪ i n g  
s i m u i a
tions of sports that are as little-
known as the five featured here.
Unlike soccer or athletics, for exam-
ple, most people have no frame of
reference with what the real thing's
actually like. While not exactly a dis-
astrous situation, i t can be a bit of a
setback if the game isn't executed
ideally. Unfortunately that seems to
be pretty much the case here. On
evidence like this, i t seems as though
the Epyx glory days are long gone -
each of the events lacks that special
flair and playability that the compa-
ny's earlier efforts invariably boast-
ed, and with only five of them on
offer it seems difficult to justify the
price tag. Of the five, the hang-glid-
ing and skateboarding are the best
while jetsurfing is the weakest, sim-
ply because there's hardly any real
feeling of control. Despite the fact

eachside sand-in-the•
shoes feel (although
the game's PC origins
are a little obvious),

that the graphics and sound do a fi ne
,
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there's nothing at all outstanding on offer here
▪ gameplay-wise. Events such as bodyboarding
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▪  a n n o y i n g l y  limited. Also disgruntling is the
ck of any simultaneous two-player events - the fun-factor

of the skateboarding could easily have been doubled, for
example, simply by racing two people head-to-head via a
split screen. Ultimately California Games 2 looks like an
attractive proposition on paper but sadly fails to deliver any-
thing like its potential on screen. For die-hard beach bums
only.
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Everybody should have options, true,
but Psyggy seem to have gone a lit-
tle overboard with Red Zone's, Just
about every aspect of the game can
be turned on or off or adjusted, from
the control sensitivity to the
competitors aggression to the track-
side detail to the roar of the crowds
to the blimp in the sky

One of Red Zone's less-satisfying
aspects is its bike-to-bike bashes.
Sometimes, al though the bike may
still look quite a way away, collisions
still occur_ It's almost as if each bike
has a small forcefield around it and
you're bumping into that rather than
the bike. I ts  a bit disconcerting but
once you get used to i t I ts no prob-
lem.
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Psygnosis asks the games-buying public to
get on thei r bike. David Upchurch, who  fan-
cies something big throbbing between his
legs, duly complies....

y ou c an' t  deny  t ha t  t here's
something v ery  g lamorous
about a motorbike. Imagine it:

burning down the desolate highway
on y our black and chrome missile,
wind tussling through your slicked-
back hair,  leather jacket and sun-
shades glint ing in the desert sunlight
and, natch, a gorgeous blonde babe
riding pillion.

Apart from the usual 'straight ahead'
view the player can also switch to
one looking backwards, just so that
you can check on where the other
racers are. (Preferably they're eating
your dust, of course.) In addition the
player can have a helicopter view
come up after  a race, which gives an
aerial tracking shot of the last two
minutes or so of the race. In practice
this turns put to be less fun than i t
sounds and is likely to be toggled off
sooner rather than later. The lack of
'out of cockpit' views is disappoint-
ing but hardly detr imental to the
hard-core racer's enjoyment.

Sexy, eh? Trouble is,  wh i le  t he
image is appealing the reality is not
Decent b ik es  a re  s o  expensive
chances are I 'd end up wit h one of
those l aughab le  l i t t l e  pu t t -pu t t
machines so beloved of  the fifty-year-
old blokes who wear those white hel-
mets that make their heads look like
giant lightbulbs. And wit h my shaky
road-manoeuvring prowess I'd prob-
ably end up skidding along the Ml at
eighty miles  per hour on  my  face
before you could say "skin graf t".

Which is why  I 'm always pleased
when a game like Red Zone comes
along. I t  allows me to indulge in my
most adrenalin•pumping fantasies
wit hout  leaving an unfortunate red
smear on the tarmac or, at very least,
a brown one in my  underpants.

Red Zone is the latest game f rom
Dan Gallagher, he of Ocean's Voyager
and Psyggy's Infestation fame. It's a
sort of  Formula One Grand Prix on
bikes. However,  where  t he Mic ro-
Prose game had huge depth and rig-
orous at tent ion to detail,  Psygnosis'
has an exhilirat ing turn of speed and
super-responsive control. Those who
like their racing games hard, fast and
easy to get into need look no further.

R E V I E W

The player can choose
between playing with a
mouse, a joystick or a key-
board. Personally I
preferred the mouse which
allows quicker, more pre-
cise and immediate control
over the tilting, turning
bike. You, of course, may
feel differently. There's
also an automatic gears
option for  beginners,
though the manual gear
changing has been well
implemented and is easy to
pick up.

Crashing into the barriers is generally best avoided. However, when it does
happen a simple tap of a function key will re-centre your bike back on the
track. Alternatively the cursor keys can be used to reposition the stationary
bike to your satisfaction. As your bike takes punishment, either through col-
lision with the harriers or other bikes, its performance becomes more erratic
and unpredictable. A brief call in at the pits will soon put this to rights.

's usually the graphics that every-
body notices first about a game but
with Red Zone it's the sound - the
bike's growling engine noise is just
perfect. Which is not to say that the

"graphics are lacking at all. With all the
detail turned on the ten International
tracks look superb and the 3D update
is still surprisingly swift. However,
there's little doubt that most players
will soon sacrifice the game's aesthetic
frills in the name of even more speed,
reducing the courses to little more
than a blur of crash barriers. And blur
is the right word because Red Zone .s
fast, very fast. The good news here is
that the player's sensitive-yet-not-too-
much-so control over his bike allows
him take full advantage of the game's
wonderfully-exhilirating turn of speed,
permitting much break-neck cornering
and straights burning. Even changing
gears is easy! I f I were a serious bike
fanatic I could quibble over several
aspects of the game, such as the the
fact that the ten courses are modelled
on Grand Prix circuits, that there's lit-
tle authentic league structuring and
that there's no opportunity for you •0

ne or refine your bike's perfor-
mance, but I'm not so I won't.
'Although seriously lacking depth, Red
Zone is quite simply the most exciting
bike-racing game yet. I f you hunger
for high-speed thrills then Red Zone is

e game for you.
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DIVISION
ONE 92 REV 1

"(the Midnight Oil) treat soccer in the sophisticated way
Americans treat their national games." - T h e  Guardian
THE GAM E Everyone has their own ideas on what makes a racer team ' lick". Here is
the opportunity to put into practice your own ideas Operating from the English I  m
division you must build a squad to challenge fur the kague title, the ES and league Cups
and the 1 Eumpean trophies. And as players age. rebuild the team while holding off
reltgation.
SQUADSITRANSFER M ARKET In a 3 squad system I  Ni team squad. reserve squad
and youth squad), use the continuous intake of youth players and training program to
create a squad whose skills refkci your ideas. Supplement these skills with carefully
selected transfer market acquisitions. As they age. veterans fade and youngsters develop.
keep an eye on the changing skills ot your team
SKILLS A l l  players have •  balance of 5 skillsr.no -
s k i l l  l e v e l s
-
)  w h i c h  
y o u  
m u m  
d e v e l o p

tnt eapenmenting with your team. Even more important will be )Titit judgement about the
effect or the particular team balance or skill combination on the outcome of the match. and
suhsequently a season of football Suitable training can developlenhance skills.

MA'l CH.'S] A IS 1 our judgcti,..1.1 w ill he put to the test
this unique 4 minute match/stab
, s i m u l a t i o n  
a p i n s t

accurately simulated opposition Th is is Ole measure of
your team and your most reliable source of information
Them are display, or match flow. two teams,. player.
with trheball, inturtes, discaphne, subsolatums, in match
tactics, goal scorers. possession Ineakdown and
performance assessment.
REVISION ONE.
The test just got better! All updates that have been made
to Diviaton One 92 over the last sit  months In  addition
time match screen has improved. opposition team info
expanded.. a European transfer market aridori and a tew
more minor changes. An edit program and a
customisation program have also been added. The
Manual has been eapandcNI and the packaging improved.
EDIT PRIX;RA M. Edit the team and players that make
up Division One. Produce your own Div i.111(
I n c .  o rScottish League_ British League. European League.
GermantSpanivivEtenchiltallan...etc.. etc Or even make
up a league tit a ll the best trams you've ever Seen.
CUSTOMISATION PROGRAM Customise the 45
man Mailing squad. Use your ow, favounte players, or
your local side. How about as squad with Pelt,
Beckeithatier, Best. Cmyll. Maradonna ....?

W H A T  I S I I I F F ER EN
-
I "  A l l i t h U T  
T H I S  
A M E
?

Division One 92trundonni the us.cer management game. You c o  concentrate on the lootball. Experiment with player,. t u m u l t . ,  learn shies. Build your theam squad
,,,, II
, 
I
I  
„

, ,  t „  .  n e t , r  match Every pass. tackle. shut etc. el determined by the
of xi w r i t e ,  '  t •i,i it EP 01 •  t h a t i r e s t  Football inowircine is the tome tr  tie  game

HEAD COACH
V3

"When it comes to the 4th down Headcoach has
11".11eadcorach"TV Sports Football" head to head.'

Pop Comp.)

Itemirooch V has been t i es
-
‘ 41bed a a  
N b e  
b e s t  
g a m e

ever put onto *compute!". I t  is the complete American
Football game, a mult i selliOrt epic with the very beat
strategic eienkttas of the real thing. You will call the
plays, devise the garueplans and develop the team.
Use the first SC11,0111,2 pre- ieasom games, t h  regular
ve a
,
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Matt squad of player.s. Then eaphni the 1.101.1e,ge that to
improve the team and eapand your game play to hest
the very he,t the NET. can throw at you.
Player, w ill age and learns w ill lade La player w ill
about 6 sesames). but you w ill stay and rebuild ...•

At WARRIOR
Fly the most accurate flight simulator ever created.

Fly against the most deadly opponent known, real
people! From bi-planes of WWI to jets of the Korean
War, know what it was really like to fly. A i r  Warrior
simulates the world of the real ACE.

". . .  best flight simulator ever." Amiga Format
"thrilling t h e  greatest experience in flight

simulator history." PC Format
"unparalleled am az in g  h u g e . "  NCE
"game dynamics impossible to duplicate in

conventional computer simulation." Omni
"incredibly realistic flight simulator." What PC

Amiga, Mac Color & Mono, PC and ST E34.99
Air Warrior includes: Two comprehensive

manuals, Campaign Map, Terminal/Off-line Trainer,
Data disks, Free Host membership. E30 of connect
credit. Modem offer

For further information call On-line on 081-558 6114.
642a Lea Bridge Road, London EIO  6AP.
Host 081-539 6763.

THE
MIDNIGHT

OIL
Tel Sales:

0 4 3 8  7 2 1 9 3 6

M I  F O RN E X T DAY
to I  D EL I VER Y 40
POSTAL SALES

The Midnight Oil
Dept TOI

I 8, Hazelmere Road.
St4venage SG2 8RX

el

Please supply:

Amiga
Amiga I Meg

IIC

1

DI rev I

Atari ST 7 1  7 1 1

1f 1 9 . 9 5  £ 1 9 .9 5
Curren/ owner replacement Mak Li .50

Alittl•1777.
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GOEIL
"Is it an arcade puzzler? Is it  an
adventure? Is it  any good?" ponders
David Upchurch over Coktel Vision's
latest

I ( ing Angoulal  re, ruler of the
Goblin Kingdom, has fallen
gravely ill. In fact, he's more

than just ill - he's gone stark-staring
honkers! The King's concerned min-
ions elect a tr io of  their  finest to
embark on a perilous trek to the lair
of Niak, a wise but irascible old wiz-
ard who is the only one capable of
magicking up a cure for the King's
curse.

The game takes the form of  a
series of 'flick' screens, each packed
with mi nd-numbi ng puzzles. The
three goblins each have very differ-
ent powers and abilities and only by
working together can they overcome
the problems on the current screen
and progress to the next. Stupid or
rash actions can have dire conse-
quences, of t e n resul ting i n  t he
party's energy depleting. Needless to
say, but 'Zero Energy = Game Over'.

Gobliiins seems to be an attempt
by Coktel Vision to appeal  to the
lemmingsy arcade puzzler audi -
ence, Sadly i t 's very unlikely t o
achieve the Psygnosis game's suc-
cess. Sure, the well-animated goblin
characters are humourously done but
the game plays more like an adven-
ture than a puzzler. In fact, the game
would make a good introduction to
the world of graphic adventures if it
weren't for the fact that the puzzles
are so damn illogical.

Having solved a screen the player is
give n a  pa sscode  so  t h a t  h e  ca n  skip
all the levels already completed. This
is a nice user-friendly feature.
However, what's not so user fr iendly
is the way that when a player dies
there•s what seems like an age of
pointless disk loading before you're
allowed to have another  go at it.
Why-oh-why?

The puzsles range from the unusual
to the plain obscure. Take this scene,
fo r insta nce . T h e  b o ys m u st  g ive  a
p re vio u sly-co lle cte d  d ia m o n d  t o  t h e
book-reading wizard - at least, that's
what you have to assume from his
outstretched grasping hand. But
Oups w ho 's  carrying the gem - can't
reach that high so how do you do it?
Well, first the Venus Flytraps must be
fe d w it h  be e s. The se  ca n  be  f o u n d  in
one of the little yellow pots on the
table to the left but take care to pick
the correct pot because one contains
an energy-draining surprise - not that
you can tell. This causes one of the
Flytraps' necks to grow, allowing
Asgard to climb up onto the table
and punch over the big book to the
right, which Oups can then use as a
ladder to reach the wiz. Of course,

TH E D R E A M  T E A M
Asgard is the toughest of the three gob-

lins and likes to solve problems with

brawn rather than brain. Not only is

Asgard good at punching things. he's

also pretty smart at climbing ropes -

which is actually rather more usellul

than you may at first think!

Ignatius is a Peale powered magi-

cian, lie can use his mystical powers to

transform mundane obiects into others

more useful - and some not so useful -

to the quest.

Oups is the the group handyman, the

only one of the trio capable ol picking

up objects and using them. He is, how-

ever, a bit of a weakling and can only

pick up and use one thing at a time.

R E V I E W

With Gobillins the unattractive shape
of things to come is foretold from
the very first screen. Trying to solve
the problems in what seems a logical
manner typically results in illogical
outcomes, frequently of the game-
ending kind. All too often the game-
play reduces to a charade of trial and
error, with the player using every
character and every 'pick uppable'
Item in every location and situation
possible until he happens to stumble
across the correct solution to the
current problem. This might have
been Just about bearable were it not
for the annoying wait for a screen to
reload If you cock up and want to
approach it from a new angle. The
user interface isn't perfect, either.
Once assigned a task, a goblin can-
not be stopped or diverted until It
has been carried out - if you change
your mind over a rash decision then
you can't do a thing about It once
the mouse button's been clicked. The
program also seems to get a bit con-
fused sometimes, with your goblins
not doing quite what you expected
them to do. It's sad really. Gobliiins
could so easily have been a great
game - there's definitely one in there
somewhere trying to get out - but
due to the clumsy player interface
and the annoying game design
elements it lands seriously wide of
the mark. Gobliiins? Cobbleeers, _
more like.

Publisher: Dream Factory
Developer: Cokta l Vision

125.99 Out Now
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David Upchurch gets sucked inside his
Amiga for a spot of debugging courtesy of
D.M.L.

L ike Indiana Jones hated snakes, I
hate bugs. Not, i hasten to point
out, the traditional creepy-crawly,

six-legged, washed-down-the-plughole,
climbing•in-your-ear-and-laying-eggs-
in-your-brain k ind - they're fi ne in a
hideous, alien sort of way, No, I 5peak
of the dreaded bugs you get in com-
puter programs, that elusive breed of
pest which not only crashes your Amiga,
it also erases its memory, corrupts your
floppies, re-formats the hard drive and
then, f or  good measure, causes the
power pack to erupt in flames, resulting
in the loss of your house and all its pos-
sessions. Or something like that, anyway.

You'll appreciate, then, why I was so
pleased t o be chosen t o rev iew Bug
Bomber. In this computer centre, see,

there's been a mass outbreak of bugs
(hate 'em) in the main computer. You
and up to three mates have to enter
the computer and hunt down the elec-
tronic pests, using any and all means at
your disposal, inc luding bombs and
flame throwers. Heh-heh-heh!

As you'll have surmised f rom the
screenshots, Bug Bomber is essentially
a soupeci-up version of LIBIsoft's Dyn-
ablaster. I t 's  simple, very  playable,
insanely addictive if played by two or
more but  ult imately limited in scope
and lacking in variety. It's also, for all
it's refinements and extra weapons, not
as good a game as Dynablaster. But
hey! That's the risk you take when you
try to beef up a concept beautiful in its
simplicity.

Eggs are the mos t  complex  element
of the player's  arsenal. The player
can choose between fi ve dif f erent
egg types, each produc ing a unique
robot  that  wil l  wander the maze of
its  own accord, searching f o r bugs
and enemy players, des t roy ing
obs t ruc t ing blocks, releas ing thun-
derbolts  and generally  aiding and
abet t ing the player.

( Below) Bug Bomber's  premise is
dead s imple to unders tand:  Guide
your lit t le  geezer around the grid-lik e
maze, c learing any blockages in y our
way  wit h  the bombs  and zapping the
bugs and any other players.
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(Above) The player has a number of  defences agains t  the buggy  hordes,
selectable by holding down FIRE and moving the Joystick in a number  of
direc t ions . Mos t  cons tant ly  used are the bombs  and thunderbolts .  Bombs,
once dropped,  fi zz for a short  t ime before ex ploding and des t roy ing
any thing in the neighbouring squares. Thunderbolts ,  on the other hand,
hover around for a moment  unt il they  fi nd a baddy  to home in on. I f  none
can be found they disappear_ There are also landmines (not that useful) and
robot-producing 'eggs'.

(Left) Littering the cor-
ridors of the maze are
EN and IQ p o w e r
-
u p
icons. EN tops up the
player's energy, allow-
ing him to battle on
longer against the
power-sapping attacks
of the bugs. However,
the IQ icons are rather
more interesting and
increase the players IQ
(surprise!).  IQ is very
import ant  - the higher
it  gets, the longer
thunderbolts will
hover in search of bugs
and the smarter robots
produced by eggs will
be.
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(Above) Up to t our human players  can c ompete s imultaneous ly ,  t wo  on the
joysticks and t wo  on the keyboard. Naturally ,  on ly  one can emerge f rom the
arena alive... This is when Buil Bomber really  comes into its  own-

R E V I E W

lr'
Simple games of  this type
are only as good as their
playability and, indeed, you
may have noticed that  Bug
Bomber's Playability and
Overall marks are identical.

In Bug Bomber's case this
'rule of  thumb'  is fortunate

because the game certainly
doesn't impress on the
sound n '  graphics front . That
said, they' re more than ade-
quate for the task in hand
and, even i f  the sprites and
the backdrops do lack the
cute Japanese style that
made Dynablaster so appeal-
ing, they at  least have the
virtue of  being clear and
individually recognisable, an
essential requirement  given
their small size. Kingsoft
have obviously spent a lot
of t ime thinking about how
the basic concept could be
tweaked and expanded and
the new  ideas have been

well implemented. However,
they just don't  add that
much to the game. In the
heat of  bat t le the last thing
you w an t  to bother thinking
about is which robot egg to lay. Play has a
tendency to centre around the use of  good
old-fashioned bombs and the longer-range
thunderbolts, w it h  anything more exot ic
rarely making an appearance. L ike
Dynablaster, Bug Bomber is a competent
but ult imately repet it ive one-player game,
with the real fun coming from the partici-
pation of  your friends for simultaneous
action. I f  you can muster the mates, you'd
be hard pushed to fi nd a more enjoyable
group game concept.
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to say
ut Ca •  Em, y • w .  I really •
But, try as I might, I couldn't.

game defies all attempts at
ibiting even a glimmer of quality.
an aesthetic level alone Catch 'Em
als. The graphics lacks variety and

colour scheme makes it
k out some of the more

ical hazards in the game, such as
banana skins on the platforms.

ile the music is bearable there's a
ous lack of atmosphere-building
nd effects. Then there's the

's design - it's flawed at its most
evel. Walking back and forth,

ying equipment or captured mon-
s from A to B to A again is simply
fun and - playability flaws asi •
not that difficult either. Given the

es comprehensive password syz,,,
, i ts  not going to take that Ion

for a competent player to finish th
game. However, the worst has be

wed until last. What really makes •
tch 'Em the pig it is is its sheer
playability - the games riddled

with it. Most heinous of all is the wa

it's all to easy to get trapped in on
of those maddening 'death loops',
where all you can do is sit back and

- w a t c h ,  powerless,
as Jeff pratfalls end- 1

• D *

•
I
t
Z
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lessly on a series of
banana skins or
keeps getting be
en up by the sam
burly gorilla. I
thought this sort of
bad game design
went out of fashion
along with bell-bot-
tom jeans. A certi-
fied turkey, and its
not even Xmas.

l i f I t i f f t
4

Oh, how  hilarious. Jeff has had the
misfortune to be knocked over by an ape and
owing to the, how shall we say, 'crap' nature
of the game design. Jeff will wake up after  a
couple of seconds, only to be clobbered
senseless again by the same ape who
trundles back and for th along the platform_
And on it goes until the timer winds down to

1 1  ,ziero- Hooray.
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CLI
"First Gobliiins and now Catch lEm- Dear
God, w h at  have I done to deserve this?"
laments David Upchurch
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(Above) The aim of Catch 'Em is for
Jeff to round of the escaped apes
and get them back into their cages
before a time limit runs out.  The
marauding monkies come in three
types: chimpanzees, orang-utans and
gorillas_ Chimps wander  around, eat-
ing bananas and throwing the slip-
pery skins on the floor. If Jeff treads
on a skin he'll fall over and be
knocked out for  a few vital seconds.
Orang•utangs also wander but will
occasionally pick up a ladder and
take it elsewhere, a talent that Jeff
will need to use often to get to some
of the more lofty platforms. Gorillas
are the most problematic foe. I f they
grab hold of Jeff they'll  beat him
unconscious, costing him more pre-
cious time.

Jeff can only carry two items at a
time. Most useful is the baseball bat
allowing Jeff to knock out any sta-
tionary ape so that it can be ksooped
up in his sack and carried to the
cages_ Easy enough. However, the
trick is making the hyper-active mon-
keys stand still for  a moment. This is
where the second item comes in
handy, such as some food, which the
chimps love, or an._ er... infl atable
girl gorilla which drives boy gorillas
wild. These can be found in the back
of Jeff's van or waiting to be picked
up on the platforms.
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wily chimps have managed to
pick the locks on their cages in

the Monkey House and have let out all
the other apes. As the sneaky simians
sneaked out  of  the Zoo's gates, the
careless caretaker on duty, our hero
Jeff. was too busy reading the sports
pages in the newspaper to notice.

It's onlylater, long after the monkeys
have disappeared, t hat  Jeff realises
they've gone. Fearful for the safety of
his job after such gross incompetence,
he leaps into his little van and tootles
off in pursuit of the hairy escapees. By
the t ime he tracks the down they've

scattered a l l  ov er t he
place - into the city, into
the woods and down the
mines - and are on the
rampage, clambering up
and down ladders, run-
ning a long plat forms,
throwing d a n g e r o u s
banana skins on the floor
and generally  causing
havoc.

The scene is thus set
for a plat form romp of
the highest order - nottt!

Catch 'Em is trying to be like Lucasfilm's
Night Shift, i.e. lots of to-ing and fro-
ing as you attempt to keep your head
above water, but it's nowhere near the
quality o f  t hat  game,  being an i l l
thought•out, frustratingly unplayable
and frighteningly ugly affair, You can
read the rest of the review to find out
precisely why it's so bad if  you want.
but if you want to take my advice you'll
make your excuses and leave for the
next page ASAP.
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C O M P E T I T I O N

A Place In Computer
PLUS Twenty  Copies of  Lure of  the Temptress and Virgin
T-shirts up for grabs in our topper LURE OF THE TEMPTRESS
competition thanks to
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overwhelmed by
the critical acclaim

of its superb graphic adven-
ture Lure of the Temptress
(our own Gaz Whitta gave it
a pants-busting 90% last
issue), Virgin Games have
decided
-
to  
h o l
d  
a  
u n
i q
u e

competition open to all you
lovely The One readers.

It's funny really, because
not only is the game called
Lure of the Temptress but
Virgin Games themselves are
being a bit 'tempting' and
'luring' you with an excel-
lent prize. B u t  what is it?"
I hear you cry. Well, we'll
get to that.

You see, even as you read
this, Lure's creators Revolu-
tion Software are beavering
away on their next epic.
Called Underworld, it's a
bizarre graphic adventure
set in a post-Apocalyptic
future where mankind has
been driven underground to
escape the radiation on the
Earth's ravaged surface. Still
in the early stages of devel-
opment, not a lot is known
about it.



r Games History (perhaps)
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THE RULES
This competition in not open to the employees of EMAP Images
or Virgin Games, their relatives or their friends (if they have any).
The competition will close on the 21st August 1992 and the win-
ners will be notified shortly afterwards. The Editor's decision,
because he's a Nazi bully-boy, is totally final and no correspon-
dence will be entered into. No alternative prizes will be given and,
while every care is taken, EMAP Images cannot be held responsi-
ble for entries lost or damaged in the post.

However, two things are
for definite. Not only will it
feature a super-enhanced
Virtual Theatre interface,
offering easy interaction
with Underworld's myriad
of characters and scenes, all
of the game's graphics are
being drawn by Dave Gib-
bons, the World-famous
comic artist who has
worked on such top comics
as Watchmen and Give Me
Liberty and drawn charac-
ters from Superman to
Rogue Trooper to Dan Dare.
Sound like it'll be rather
excellent, doesn't it? Which
brings us to The Prizes..,

THE PRIZES
Not only will you win a copy
of Lure of the Temptress
and a beautiful and much-
sought-after Virgin T-shirt,
you - yes, YOU! - will be
digitised and scrunched
down and turned into an
Underworld character. Imag-
ine it: you'll be able to play
the game and actually meet
and talk and interact with
yourself. Playing with your-
self has never been so much
fun! And, even more incred-
ible, thousands of garners
across the country, will be
doing just the same! Now is
that fame or what?

C O M P E T I T I O N

And even if  you don't
come first, don't despair.
Those ever-generous Virgin
Games people are offering
great runners up prizes of
twenty copies of Lure of the
Temptress PLUS a sexy Vir-
gin T-shirt to wear while
you're playing it. Excellent!
But what do you have to do
to win? We're just getting to
that...

HO W TO ENTER
As you can see, there's been
a rather nasty accident. A
host of famous game charac-
ters were competing against
each other in the Jaguar
XJ220 rally and everything
was going fine until Hoi's
car's rear axle gave under

the pressure. Hoi's Jag
flipped across the road, and
the following cars piled into
it. Very nasty, I can tell you.

Fortunately, firemen man-
aged to cut the mangled
bodies of the competitors
from the wreckage but the
NHS surgeon, who'd been
on duty non-stop for five
days, made a bit of a
Frankensteinian mess of
sewing them all together
again. What you've got to
do is help the surgeons who
are trying to put things right
again by identifying the
body parts, naming who
they belong to and which
game the character original-
ly came from. It's as easy (?)
as that!

Fill in this coupon, cut it out and send it  to: Messy Moments Compo,
The One, EMAP Images, Priory Court. 30-32 Earringdon Lane, London
ECIR 3AU.

My word'  What  a mess but t  think I've worked out  what 's what:

The head belongs to f r o m

The body belongs to f r o m

The arms belong to f r o m

The legs belong to f r o m

Brilliant, eh? Now a bit about myself:

I am:

I live at.

0

-
c
)

0
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SEGA MEGA DRIVE 0839 404081
GAME GEAR + TV TUNER 0839 404082
SUPER NINTENDO 0839404083
GAME BOY + ACCESSORIES 0839404084
AMIGA 600 COMPUTER 0839404085
COLOR MONITOR / TV 0839404086
MOUNTAIN BIKE 0839404089
PERSONAL CO PLAYER 0839404087
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WIN A WEEKEND FOR FOUR IN MAGICAL

EuroDisney 0 8 3 9  40 40 80
This great prize inc ludes your travel from London,

your hotel and, of course, your pass to the
MAGIC KINGDOM

IMS Ltd, PO Box 28. Northampton.
5DS

Calls cost 36p (Cheap rate) and 48p (all other times) per min
inc. VAT Be sure that you have permission to make this call.
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Analogic
Analogic
Analogic
MONITORS

ACCESSORIES

Analogic Computers (UK) Ltd
Unit 6, Ashwey Centre,

Elm Crescent,
Kingston - Upon -Thames. Surrey,

KT2 6HH

AMIGA A500 REPAIRS

TEL:
D81•546 957
'n11-511 467

E49.95 Including return

without diagnostic fees b y  NEXT DAYCOURIER SERVICE
*Fixed Charges l ast  Turnaround

Moly
• Ali
• F ixe d

xerviLe let repairs ,  • ,  1 0 3
AT and NEXT OAY L L ••  •  ,
• • sal• dues r di Include Disk Drive Fle1lar-ereer1 K ev ix iar d

hansol

e l k A l  II A
SEND NO
MONEY

NO CREDIT
CARDS

DELTRONICS

CHAOS
STRIKES

BACK
ONLY E12.99

POST NO
LETTERS
INSTANT
SERVICE

BARD'S TALE 3 - ONLY £10.99 TURRICAN 2 ONLY £9.99

P H O N E :  0 8 1  7 6 9  9 5 6 8  No r m a l  P h o n e  Rat es
Phone Lines open 7  days a w eek

215 Amesbury Aye, Streatham, S W 2 3 6 J

ALL GAMES ORDERED ARE DELIVERED TO YOUR
DOOR. CASH ON DELIVERY WHEN SAFELY RECEIVED!

DIAL - A -
T I PCheats, Tips, and Game Solutions

C H  E A T S  G A L O R E
0 8 9 1  1 0 1  2 3 4

M E G A T I P  G A M E S L I N E
0 8 9 1  4 4 5  9 8 7

A M I G A  G A M E S T I P S
0 8 9 1  4 4 5  7 8 6

A M I G A  H O T L I N E
0 8 9 1  4 4 5  9 8 5

S H A D O W  O F  T H E  B E A S T  I  A N D  I I
B A R B A R I A N  I I  S O L U T I O N

0 8 9 1  4 4 2  0 2 2
F I R S T  S A M U R A I  H E L P L I N E

0 8 9 1  4 4 5  9 2 6
M A G I C  P O C K E T S / R O D L A N D

S O L U T I O N
0 8 9 1  4 4 5  9 2 8

C O M P U T E R  F U N L I N E
0 8 9 1  4 4 5  7 9 9

W H I Z Z  K110 C O M P U T E R  Q U I Z
40891 1 0 1  2 5 5

FOR  I N F O R M A T I O N  O N  A L L  0 1
H E L P L I N E S

0 8 9 1  4 4 5  9 0 4

ALL LINES UPDATED WEEKLY
PROPRIETOR:- Jacoo line  Wright,  P.O. Bo x 17 Ashlon-Under- Lyme

Calls cost  36p per min at 'cheap ra W and O p  per m in  at other t imes
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ENILYN HUGHES
INTERNATIONAL SOCCER
Touchdown £9.99
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Thank God he's not on A Ques-
tion o f  Sport  anymore.  And

Auchogenies game comes at a particu-
larly unfortunate time, what  with the
soccer sirn market already full to over-
flowing. With the likes of Sensible Soc-
cer and, to a lesser extent, Striker on
the scene, it's difficult to imagine what
else you'd need. If you're a bit  skint,
however, this may be your Only option.
It's a side-on scrolly affair in the Manch-
ester United/John Barnes vein t hat
looks and plays very much like its semi-
namesake, the old CEett classic Interna-
tional Soccer. Veteran garners who go
all dreamy-eyed at the prospect of this,
however, should be warned that this
Amiga incarnat ion isn't as hot as all
that.

After wres t ling wi t h  t he  out ra-
geously primit ive menu system ( i t
wouldn't  look out  of  place in a mid-
eighties Spectrum game), the players
trot Out Onto t he pitch for kick-off.
There's not much in the way of sophis-
ticated control or tactical play here - it's
basically jus t  a
k i c k - a n d - r u n
arcade game that
relies almos t  as
much o n  l u c k
than judgement .
Everything is han-
dled in the most
predictable a n d
s t raight forward
manner possible,
with a  c ont ro l

B U D G E T  &  B U N D L E S

mode that's anything
but i m m e d i a t e l y
instinctive and takes
time t o  mas t er  i f
you're to acquire any-
thing like proficiency.
Chances a r e  mo s t
casual players won' t
bother and be content
with just booting it at
the net  and hoping.

Aside from the on-field action, there's
a flimsy managerial element that allows
you t o  pick your squad and team
(based on players' skill and fitness lev-
els) for taking part in league and cup
competitions. You don't exactly get to
be Graham Taylor (although who'd
want to be these days?), but  it  does
add some mileage to what is otherwise
a very simple game.

It's possible t o draw an analogy
between Emlyn Hughes International
Soccer and the man himself. As a play-
er, Hughes is  well past i t  -  any of
today's supremos would  run rings
round the aging star. The same can be
said of the game - it's nice in its own
way, but  it's still wearing long shorts
and heavy boots, and offers no threat
to silk-clad superstars like Sensisoccer.
To be fair, EHIS is an enjoyable kick-
about that hard-up and undemanding
soccer fans should be happy with. It's
problem is simply that it's too old-fash-
ioned and rudimentary.

TIN KY RATING: 58%

Cheap doesn't necessarily mean nasty. The
best things in life ate free - or at least inex-
pensive. So, with those two pearls of
wisdoms in sailed, why not save your hard-
earned pennies and invest in souse low-
price, high-quality budget action/ Come
on y o u  mast think of a single good reason
not to, can you? Thought not% Weil, there%
a topper wiz of original and re-release titles
on offer this =WW1, so feel free to take a
look around and don't hesitate to tAlta if you
need anything.

SLEEPING
GODS LIE
Touchdown £9.99

T his odd litt le number, originally
from the Empire stable, is an
odd cross between yer average

role-playing game and vector-based
adventures like the Mercenary trilogy.
Exploration and puzzle-solving are the
names of the game as the player wan-
ders around a 3D fantasy world on a
mission t o  wake "t he sleeper" and
thereby rid the kingdom of the horrible
demons that rule it Ho hum.

Those immediately put  of f  by the
mere mention of the word "role-play-
ing" should not be put off, however -
at least not for that particular reason,
The emphasis is much more on adven-
ture and exploration, and despite its
magical scenario, the game is pretty
much free of  any stuffy RPG preten-
sions. In practical terms, the idea is to
explore the eight kingdoms of Tessera,
acquiring objects, chatting with char-
acters and battling the wide variety of
monsters with an equally wide variety
of weaponry and armour. As you pro-

gess, portals to new kingdoms can be
found, opening up new avenues of
exploration and so on ad nauseum.

If anything, Sleeping Gods Lie is very
easy to get into. Combat, for example,
is as simple as selecting a weapon with
the relevant funct ion key, point ing
yourself in the right direction (it 's all
played in first-person perspective) and
hammering away on the fire button.
The only problem is. though it may be
easy to get into, it's not so easy to stay
interested in once you've done it. Imag-
ine playing Mercenary wit hout  t he
spaceships - it 's not much fun having
to walk everywhere, especially when
the landscape is as flat and unconvinc-
ing as it is. From a distance people and
monsters look  a  mess, and  don ' t
improve much when they get up close.
It's difficult to imagine who Sleeping
Gods Lie could appeal to - it 's far too
slow-moving for most of us, and any
senous RPG fan will no doubt dismiss it
as lightweight  piffl e.  Personally, i t
bored me to tears. There's just no com-
pulsion to actually achieve anything, so
feeble are the aesthetic rewards Your
time is better spent elsewhere.

TIN KY RATING: 54%
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SEYMOUR
GOES TO
HOLLYWOOD
Codemasters 0 .
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all its eggs in one basket. Code-
masters has created a couple

of new stars to take up the mantle
should the all-conquering Dizzy ever
tall from grace. Steg the slimy slug
turned up a couple of months ago. and
now we have Seymour, a character
who seems to bear a striking resem-
blance to Dizzy. Okay, so he's buck-
toothed and slightly less egg-shaped.
but basically this is Dizzy with a weight
problem. The game itself isn't much of
a departure from the usual Codies fare,
consisting of  the sort of  platform
action that Dizzy would be'quite hap-
pily at home in

As if you couldn't guess, the story
has our new-found hero Seymour trav-
elling to tinseltown to become a big
star in Dirk Findelmeyer's latest block-
buster Only problem is. the films been
sabotaged! To succeed, poor old Sey-

mow's got to find a way to retrieve the
scripts from the closely-guarded studio
safe. Getting them back should be a
familiar task to anyone - walk and som-
ersault around the static screens, col-
lect objects and use them elsewhere to
solve the simple puzzles. It's a combi-
nation of basic platform dexterity and
some rudimentary mindvvork. Oh, and
some map-making skills for the maze-
like studio wouldn't go amiss either_

Virtually indistinguishable from any
Dizzy game you care to mention, Sey-
mour Goes to Hollywood succeeds for
many of the same reasons. It's simple,
unpretentious, bright, colourful and
fun It's by no means an epic, but its
the sort of game that's ideally suited
to a budget pricepoint and it really
does offer good value for  money.
Methinks that if its satirical comment
and sideswipes at Hollywood you're
after, you'd be slightly better served by
going to see The Player or something.
But if it's a slice of reasonably-priced
platform action you're after,  thi s
knocks anything that Robert Altman
could come up with into a cocked hat.
'Nuff said?

TINKY RATING: 82%
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SPIKE IN TRANSILVANIA
Codemasters L7.99

W hat a treat! A double dose of platform fun from the Darling b
this month! And, if I'm not mistaken, the second attempt th:
month to launch a new rival to Dizzy upon this world_ How

er, I can't quite see a fat little viking fellow capturing the collective ima
nation of the gamesplaying public. But then again, if a stupid egg with
safari hat can do it...

As I've just revealed, Spike is a viking. But, as the screenshots testi
he is in fact nothing like the rather svelte young figure performing athl
ics on the front of the box. Rather he is a short little podgy geezer with
red beard who bears a striking resemblance to Hagar the Horrible.
After a quick perusal of the gramatically nightmarish instruction flysh
we learn that Spike the viking's pals have been locked away in the du
geons of the local castle, and he has tr) go and save them. So off we g
walking through the village streets, popping into houses, collecting obj
and avoiding these horrible little rat sprites that run around the cobbl
stones sucking Spike's energy. Unlike Dizzy and Seymour, Spike isn't much ..
of a platform hero - he can't even jump - but he can move into and out of
the semi-3D screens, Other than that it's much the same story as previous
CM efforts. You can have limited chats with characters, give and take
objects blah blah blah. Predictable? Yes, Unsophisticated? Yes. Fun? Well.„
yes, actually, 4

I didn't enjoy Spike as much as I've enjoyed the Dizzy games because I
like a bit of leaping about and Spike's rat-dodging isn't quite as much fun.
Also, the object manipulation system leaves a bit to be desired, and often
results in players picking up the wrong thing, dropping objects they want ,
to keep and so on. Hardened arcade adventurers are unlikely to be chat, /
lenged, but it's a pleasant enough diversion that once again proves that
Codemasters know exactly what punters expect for their eight quid.

TIN KY RATING: 79% 4c11,
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GAME PRICE
eeezul S tan _16.99

• „19.99
PGA God ChurSeF 9

9
9

PGA Tour Gott , 99
Pelee! Dreams • 99
Pun 9 Frnin Outer epee_ 99
Player Manager _ 99
Platoon . . 59
Pooe el Darkness (1 Meg) , )9
Powloas )9
Populous 2)1 Meg • 99
Potweedell , '39
Powerrecinger ,
Powermorger Data Disc 99
Premiere) 1Megy
H Type A
R Type2 -
RBI 2 Baseball. • A
Ramo 3 • A
Rainbow Co4ectign • A
Rainbow Islands 49
Railroad Tycoon I t  Mg) 99
Kampen'. , 16.99
Realms (1 Meg) ........................................... 19.99
Red Baron M e g )  ..................................... 2299
Red Heat .6 99
Reach tor the Slues • 22.99
Heriegade .6.99
Rice Dangerous .699
Rise 01 Tne °moon (1 Meg) _ 26 99
Risky Woods' 16 99
Rotochp
RODOctig 3 _16.99
Rceocod .1699
Rugby World Cup 1699
Rues of Engagmere 16 99
Rim Tee Gaunliel 699
Semen Soccer .  . . 1 6  99
Secrei ol Monkey Island 11 Mgt 16.99
Secret el Monkey Island 2 (1 Mg) . . . . . . . 24.99
Shadow Lands 19.99
Sludge Sorcerer ............................. 1999
Shadow Warriors 6.99
Silty Putty' _1699
Shirme 899
Shool Em Up 101 8

9
9

Silkworm 8 99
Seers Sow:e2 (1 meg) 22.99
Son Ant .2299
S4m Cdty . . . . . . .  ..... ..... ..„i9  99
Simpsone .1699
Ski Or De .199
Space 1889 11 meg) 19.99
Space Crusade .18.99
Spec& Gee .16.99
Special Forces (1 IMO_ _22.99
Strider 6.99
Striker .1699
Sirip Patter 2 • 6.99

Shuttle' ...34.99
Stunt Car Racer 6.99
Swfichhiade 6.99
Semchelade 2 . . . . . . . . . . . . . . 1599
The Manage(
TIMM Yankuo .1999
roam Yankee 2 11 Meg) .1999
Teenage Mulare Tunles 2 . . . .  _...... ...16 99
Terminator 2 ......................................... 1899
Teter Finest Hour 19.99
The,' Finest Mission 9.99
Plurdernawk 19.99
TIpOIL., .,
Hes lhe Fox . . . . . . . . . . . . . . . .  . . . . . . . . . . 18.99
Tole 1699
Trodden* .1699
Turbo Challenge 13_99
Turbo Challenge 2 16.09
Turbo Challenge 3 '. ........................... 1699
Turbo Outrun . . . . . . . . . . 699
T e r r i t a n  . . . . . . . . . .

.

699
Turrican 2 .1.99
TV Sports Basebale., 19 99
UMS 2 ]1 Meg) 19.99
tretouchables.. 8.99
uierra 6 11 Meg) 1999
Jicfma 19.99
Leceia Dale O W ..9.99
Voyager 6.99
Wing Gonnarder 11141egr 22.09
Werichad 18,99
World Cup Cricket I  Meg, .. -1999
Wale Wrestling Fed 16.99
Wizball .6,99
Wized • 16 99
Zoe • Staten • . . . . . . . . . . . . . . . 1 6

9 9
9

1
1

PREMIER MAIL ORDER
Titles marked * are not yet available and will be sent on day of release.

Ilease send cheque/PO/Access/Visa No. and expiry date (Cheques P a s  payable to
Premier Mail O r
d e
r )  
t o  :

Dept TH008, Trybridge Ltd., 8 Buckwins Sq., Burnt Mills, Basildon, Essex. SS13
Please state make and model of computer when ordering. P&P inc. UK on orders over .0.04

Less than .L5.00 and Europe add11.00 per item. Elsewhere please add .C.2.00_per itend'or
Airmail. These offers are available Mall order only.. Telephone orders: mon-Fri 9am-7pm.

Saturday 10am-4pm. Fax orders : 0268 590076. Tel Orders: 0268 - 590766

Wleiel Uree )1 mem ,  1 9
.2 Meg Upgrade -  2 4 9 9

1.2 Meg Upgrade with . . . . .  - 2 6 9 9
10 Conseucoan Kit  3 2  99
40 Deem 11 Meg) . 1 9  99
2 Hat To He ide - . 1 6 . 9 9
Alen 3 • 1 9 . 9 9
Arsenal FC •   . 1 6 9 9
Ashes of Empire • 2 2  99
Award Winners • 1 6  99
Aodams Family. ..................... . . . . . . . . 16.99
AiDus.  2 2  99

-
A r tare See  2 4 . 9 9
Air Surve il' . . . . 1 9 . 9 9
Aimed Beast 6 . 9 9
ASSaull On Alcatraz ........... . . . . .  _. 16.99
AMOS 2 9 . 9 9
AMOS 313 2 4 . 9 9
AMOS Compiler' •  _ 1 9 . 9 9
Anadklif Whnd
AManood 2  6 9 9
B 17 Flying Fr:dress 11 meg) • 2 2 9 9
Bards Tale True Poo:1, • 2 4  99
Batman the Gaped Ceuseder
. 6 9 9Batman Tee Movie  . . 6  99
Bank? Chess 2 1 6  99
Beastbusters 9  99
B
e
a
c
h  
V
o
l
l
e
y  
_
.
_
.
.
-
.
.
-
.
.  
6
.
9
9

Board Gorses  1 9 . 9 9
Birds 01 Pray( I  Meg)...,..,. ........  2 2 9 9
Black Crypt (I Meg) 1 9 . 9 1 9
Blue Ma.. it  Meg) 1 9  99
Blues Wolters 1 6 . 9 9
Bonanza Bros  1 6 9 9
40 Bokirg 1 6 1 9
Elubbki Bobtle  9 9
Be:token  8  99

atel . 6 . 9 9
Cerneelie • 2 2  99
castles el Meg) .   1 9 . 9 9
Chart Mack 1 1 9 . 9 9
Chase HO . 6 . 9 9
Capcom Collection _ 1 9 9 9
Calomel Games . 6 . 9 9
Caiiinma Games 2 • - _ _ _ _ - -  ......... _ 1 6 .9 9
Carl Lewis Challenge • . 1 6 9 9
Carrier Ccenmend. . 7 . 9 9
Cavactar 1 2 , 9 9

Captive . . . . . . .
.
.
. .
.
. .
.
. .
.
. .
.
. . . . . . . . . .
.
1
2
9
9

Centunon... . 8 1 9
Championship Manage/111MM . -
1 6 9 9Chaos Engine • _ 1 6 9 9Chum Rock 2 •
Cluiltsabon 11 Mogi_ _ 2 2 9 9
Conn The Cimmerime, ........................19.99
Centinenlal Circus r . 8 . 9 9
CoolCroe 'twins'. 1 6 . 9 9
Conn Aclim 11 Meg). ........ , ...... - ....... ..... -22.99
Crazy Cars 3 • ................................1 6 . 9 9
Ceciket 1 meg . 9 . 9 9
Curse ol Azure Benda (1 W e  , , . . . . . .  1 9 .9 9
Cyberball . . .  6 99
Daley Thompson ChaNerus . . .. . . .  699
Boleros . 1 9 . 9 9
Oeatiterget . . 1 9 . 9 9
teealh Kniglis Of Keene (1 meg) ........... ....... _19 99
Clemcnsgale • 2 2
9 9Disney Animation 5 9  99
Dizzy Colection,   1 6 . 9 9
Doible Dragon ... _  . 8 . 9 9
leuble Dragon 2 ... . 8 . 9 9
Double Dragon 3 _ , ..„.. ............... -.. ..... _. 16_99
Dragon Nem 6 9 9
Dreachought • . 2 2 , 9 9
Dune*  1 9 9 9
Eliera 2 (1 Meg) . 2 4 . 9 9
Epc _ 1 9 9 9
Euro Football Champ'  1 6 . 9 9
Eum Soccer • . 1 6 _ 9 9
Eye di the Hohoidef 11 meg) . . 1 9  99
Eye ol ele Belloider 2 t 1 Meg)  2 1  99
Eye el the Siorm • . 1 9 . 9 9
HS Serie Eagle 2 ( i  Mg) 2 1 . 9 9
F16 Corneal Pilot 1 . 9 9
F19 Stealth N N W . 1 9 . 9 9
Fa lca l
3  •   
2
4
.
9
9

Final F•ghl 1 6 . 9 9
Fire and Ice . 1 6 . 9 9
Fee Samurai •  Mega Lo M in is_  . 1 9 . 9 9
Flag • , 1  9.99
Fight el The Imruder .  . . . . .  .1 4 .9 9
Flood 1 3  99
Formula One Grand Prix (1 Meg) . 2 2 . 9 9

oolbel Director 211 Mem.
Foolbail Crazy . . . .  . . . . .   16 .99

GAME PRICE
,11,1.•,•,•01 4 5 7

Fun School 4 7-11
Fun School 4 ureie
G Lee
Ganes 9 2
,
E s p a n
a

Global Enact m e ,
Gaureet 3 ..
Gnosibuslere 2  6 . 9 9
Crigile And Ghosts  6 .
9 9Gobins• . . . . .  1 6  99

_18.99
Cceeallee Action _ 1 9 . 9 9
Ga t h e r  Advenkir,
Grarem Gooch
Graham Taylor
Gueship 2000 •

1699
18 99
16 99

b 99
.1999

.
1
9
9
9

_1999
_16.99
.2299
2693

Hard Dreen 6 . 9 9
Harpoon 1lMegt... . . . . . 2 2 9 9
Harpoon Bantesel 3 9  90
Harpoon BaMesel 4 3 9
Harpoon Scenario Eater '  •Jg
Head Over Heels 6 . 9 9
Heart or China (i Meg) ,  .2299
elamciat1
.
1  
M e g
)  
.
.
1
9
.
9
9

Harlequin . 1 6 . 9 9
Mechem Guide 7 . 9 9
itook • _ 1 9 9 9
Hunter . 1 9 . 9 9
Hudson Reek _ . 1 6 . 9 9
Humans' . . . . 1 9 . 9 9
tan Botharn 1 9  99
K. 5 9 9
mm011,91(! meg) 8  99
nay Jones.Allaimis Aceon • 1 9  A
ndy Jores•Allarie Aeventure • 11 megt 1 9  99
ill Spotts Chailorge• 1 6  99
she
,

1999
vanhoe 6  99

Jaguar X./220 11 mei)) 1
6 , 9
9
Jack Nichlaus [era ccerset_ 9 9 9
Jag. Nicklaus unlimited Goff (1 Meg) .......19.99
Jag, Nicklaus D u a l ................9 9 9
Jimmy Werres Snoceer 1 9 . 9 9

John B atne i1  on.11g) • .. 1 6 . 9 9
Keys To ktararnen 1 9 _ 9 9
Kce 0112
K.:lc Off 2 11 Meg) . . . . . . . . . . . . . . 1199

Knignereire .  .  . . . . . . . . . . . . . 19.99
K 0 2  Final Vell
. e l l e
' . . . . . . . . . .
. . . . . .
8
9
9

K 0.2 Giants cil Europe' ........................7 .9 9
K 0.2 Return ol Eurepe ...
K 0_2 Yenning Tact at . 5 . 9 9
1(02 Seger League .  . . . . . . . . . . 9.99
Knights 01 Me Sky I t  (Mg) .. 2 2 . 9 9
Last Melia 2 - 5 9 9
Lee tenet 3 . . . . .  .  1 6 . 9 9

1 6 . 9 9
Leander 1 6  99
LeaMer Godes
' 
s s  .  
. . .  
_  
. . .
,  
7  
9
9

Leisure Sue Larry 5)1 Meg). „  .  .  .2 2  99
Lemmings . . . . . . . . . . .  1 4  99
Lenimiree Consituctice Kit • 1 6  99
Lernmegs Data Disk ,  .- , -  ,  1 3  99
Legend . .  .. .e ., .. . 1 9  99
Leda' Weapon 3*. .- „,  ...Tr. ..... 0 .... ........ -  i  6 99
Lore or Me Biro  _ 1 9 9 9
Lure re The Temptress .  1 9 . 9 9
Magic Pockets . . .  _ 1 9 9 9
Magic Fly .._ .  ..... .  8 .9 9
Mega Fortress 11 Meg)* _ 2 2 . 9 9

. 1 2 9 9
Mega Sports' .  ., 1 9  99
Mega traveller 1(1 Meg) . 1 9  99
Mega TraveNer 2 (I  Meg) .  1 9  99
Mega Twins . . 1 6 . 9 9
Micreprese Goal 11 Meg) _ . . . . . . . . . 2 2 .
9 9Meroprese Smelt , 6  99
Mg 29 Super Flacrum ,  , ,  _  . .  2 6  99
Moonstone it  Mere., ,,  1 9 . 9 9
Mr Tank Platoon 1 9 . 9 9
Moneta Resistance 6 . 9 9
midwinter 2 r 1 Meg.l• .  22.99
krighi and Magic 3 .. .  _  . .  . 2 9 . 9 9
Myth _ . . .  1 6 . 9 9
New Zealand Story , . .  . . .  _....... .  6.99
Nigel Mansell World Champ* 1 8 . 9 9
Nigheneel - Amon . _  .  .6.99
Ninia Cellection .. . . .  .....„  .. . 1 3 . 9 9
( ) w o w  'Mendel:Olt _ 6 . 9 9
Operabon Wolf.. _ . 6 . 9 9
Ork „ 1699
Pang . 6 . 9 9
Pageboy 2 . 1 6 9 9

JOYSTICKS

Quick joy Je thg Nor
Quick joy Megaboardi
Cheelah 125+
Comp Pro Extra
Ouickloy Turbo 2  0 . 9 9
Ouickshot 3  Turbo (Sege Comp)-9 .9 9
Quid's:1y Topsta r 1 6 . 9 9

BLANK DISKS
Tap Quality Lubranded Disks

10 it  3.5" 1.1SDD - - - - - - - -  ..... _  .....-5.99
20 % . . . . .  . ......

IIMI% A '  I ISDD 4 4  99

Branded Disks

5.25" . . . . . . . .  6.75 l a h

Flight of the
Intruder
now only

E14.99
E.A.SPECIAL OFFERS

om,y

EACH
Battlechess
Centurion

& Imperium

10.99
19.99

6.99
14.99

SPECIAL OFFER
KICK OFF 2 I  I tneg)
NOW ONLY LI1.99

SPECIAL OFFER

Mega Lo Mania
Now Only

£12.99

SPECIAL OFFER
Cadaver

Now Only
E12.99
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C O M P E T I T I O N  W I N N E R S

YOU LUCKY,
LUCKY PEOPL
Are you ready for  the thri l l
of learning that  you have
become one of  the luckiest
people on earth.  Lucky
enough to  w in  a  One
competition? You are? Then
read on.
Obviously, many hundreds of thousands of unfortunate
entrants will have their hopes and dreams dashed to

pieces on the cruel rocks of fate, and will no doubt lie
awake at night crying and worrying why they weren't
selected. Should they have used nicer handwriting?
Should they have used that postcard with the kittens
on? Should they have included all their entries to dif-
ferent competitions i n  one  envelope? A h ,  these
thoughts lead to insanity.

The simple fact of the matter is that you never give
a thought to all the unfortunate people who don't win
so long as you're one of the winners. And there's no
way of  making us pick a particular entry, you know.
And that's the delicious randomness of it all. All the

brightly coloured pens and Mr  Men envelopes in the
world won't help you win, although they will brighten
our day.

So, with that sobering thought, let us inspect the lists
of winners of the competitions in the first two issues.
And in order to prove our impartiality, we shall detail
the style of entry.

If you are one of our lucky winners, you should be
receiving your  prize in the  post within about t wo

weeks. If  it  hasn't turned up, feel free to ring up
and ask to speak to Gary Whitta.

o

AR x J 2 2 0
1
M E M I I
M I P

Way way back in the mists of time (well, in issue one, in fact) we offered the cha
of winning a glamorous and exciting model Jaguar )U220 worth well in excess
f200.
The Answers:
1) Core's only other car game os, of course, Car-Vup.
2) Jaguar won the last Le Mans 24 hour race in 1990.
3) Core are based in Derby.
And the lucky man who managed to got picked out of the hat for his correct entry
is Stuart Southgate from Doncaster. (Standard envelope, interesting use of biro &
felt tip pens)

GAMES INDEX 1
What a massive response! Literally trillions of replies flooded into the office in
response to this little brain teaser, and that's no lie! And rising to the top of the
heap was... Jason Peet from Carlisle. (Sealed white envelope with answers on the
back.
And those answers were;
1) Encounter and Megatraveller 1 had 72% sound ratings in the index that month,
2) The highest overall score in the index that month was 96%, awarded to Popu-
lous 2 in fact.
3) Our biggest gripe with Rise of the Dragon was that it was tc,o easy.

GAMES INDEX 2
What an even massiver response! Literallyfrillions of replies etc. The winner this

' tim e was Ayman Agabani from London. (White postcard, black letters). He had the
correct answers, which were:
1) The lowest scoring load of old crap in the index in June was Space Quest IV
receiving a stern 49‘)S
2) The skillful game winning 90% marks for grpaihcs sound and playability was
Project X.
3) The Ultima game to have come from the fine quill of Lord British is Ultima 6

WIN A HARD DRIVE
Remember back in June when the fine Sierra fellows gave us a big hard thing
(har W e l l  now it's time to give it to... Philip McCarthy from Warwickshire.
(Berol Roller if were not mistaken with a little stick on address tab.)
The Answers:
1) Sierra's futuristic detective adventure was called Rise of the Dragon.
2) The programmers behind Sierra's Space Quest call themselves The Guys from
Andromeda. Not, as some of you helpfulls suggested. The guys from In House.
3) The hero of Heart of China was Lucky Jake Masters.
Those who didn't win the hard drive but did wii, a copy of the forthcoming Cat-
tie of Dr Brain are:

Graham Wynn (ironic eh?) from Southsea in Hants, Robert Smith from Edgbaston.
Neil Brewer from Basingstoke, Jason Morrison from Portadown, Andrew Clifford
from Leicester, CJ Robinson from Notts, Martin Chester from Kent, Mr  C Chan-
dler from Birmingham, Nick Guderis from Cheddleton in Staffs and last but by
no means least. M. Munoz, from Southport in Merseyside.

DUNE
June was also the month we ran our Du.te contest, offering a Dune bumper pack
of the movie, the original Dune book, the game and a poster to the man who
could answer our especially tricky questions. The answers, for your information.
are as follows:
1) The actor in Dune who likes cherry pie is Kyle Maclachlan (who is Agent Coop-
er in Twin Peaks)
2) There have been six Dune Books.
3) The connection between Dune and turtles (which only a tiny frcction of entrants
got right) is, of course, Sting. Because one of his groovey discs was called "Dream
of the Blue Turtles'',

Well done to the winners, and bad luck to the losers. Better luck next time.

The winner of this one was Stephen Meath from Merseyside. 1



1
E
0  
F
R
O
M 
S
I
L
I
C
A
'

AllaDE ACTION GAMES PAC

_1
1
,
1,
46

• r"
, .  
c
c
v
3
t
,
t
,
,
1
0
3
.  
t
A
L
,
r
i
o
N  
P
A
C  
K

Snct w e  will give ycu an tiaillierati, 1 0  S
ü ç te r
b t r u e s
.

E..35R t i •
, o  
s o '
h i a i
e  
F
R
E
E  
O
F  
A
s
T
E
R
y
x
E
2
4
.
9
2

C-HhP. •  'mhe ("e rla hhne rli CHESS PLAYER
' 2 1 5 0  E 2 4 . 9 5and p - •
i
s
s  
T h e s e  
h u e
D A
M N
'  
F O
R C
E

Aill r n P " I r ' a L J V E
A N O
L E T
T
D
J
E

and I .• .
• . •

RFElviclay
• l i x  you arid your lama?
.ohe or atroad.

16 NI G HTS  HOLIDAY
TEL ACCO MMO DATI O N PRODUCTIVITY:A.0  5CD are eno 'rum su:sr

2 
c
o
b
u
r 
P
H
O
T
O
N 
P
A
I
N
T 
2
.
0 
£
4
9
.
1
5

A.-is...exert:in mecum These MKT* 2 mato In
no, up la a Meal d t6 nips a ry di 250 eetee ,
I r A  B A S I C  1 , 3
-
5  £ 5 0 . 0 0

oTh KeeDemetatee F•ME AF  h K S  C, , , , ,  4 -, A  mo t
,...penes*  errs, sse Wee mita trranrral T O T A L  VALUE; £55913

yOur rc

11310 accuo
-to 13NO• a Wu,

E19.95
0999

ONSLAUGHT £ 2 4 . 9 9
PIPE MANIA C I 9  99
RICK DANGEROUS C 2 4  99
ROCK 'N  ROLL E l i )  99
SXWEEK E 1 9 . 9 9
TRIVIAL PURSUIT  E1 9 .9 5

WORTH C 3 6 0 vNEARLY

CARTOON CLASSICS
AMIGA

INCLUDE-
„NUNI311C KT

1Mb A M IGA  5 0 0  P LUS
t  3 FRE
E

E
9

BUILT-IN 1  Mb DRIVE
A520 TELEVISION MODULATOR . . . . .  F R E E
THE SIMPSONS - BART v SPACE MUTANTS £ 2 4 . 9 9
CAPTAIN PLANET AND THE PLANETEERS E 2 5 . 9 9
LEMMINGS £ 2 5 . 9 9
DELUXE PAINT III £ 7 9 . 9 9

PLUS! •  FREE FROM  SILICA
• PHOTON PAINT 1
/ 2 .9    
C * 9
. 9 5

•  ARCADE ACTION GAMES PACK   E 2 1 9 . 7 5
•  GFA BASIC INTERPRETER V3 .5

TOTAL PAC K VALUE: E916.58
LESS PACK SAVING 1557  138

SILICA PRICE: £359.00

PLUS!
16 NIGHTS FREE HOLIDAY
HOTEL ACCOMMODATION

E359

Cm Commodore

AllitiOE ACTION GANES PACK

•  512K AMIGA 500 COMPUTER
•  BUILT-IN 1Mb DRIVE
•  A520 TV MODULATOR
•  MOUSE CONTROLLER

PLUS!
FREE FROM SILICA:
•  PHOTON PAINT 2.0
•  ARCADE ACTION GAMES PACK
•  GFA BASIC INTERPRETER V3.5
•  16 NIGHTS HOLIDAY

HOTEL ACCOMMODATION

-NEW! 7 AMIGA 600
211 MAD N
1

T . .  W O  marks tita eavv Tee of Ae19, c o / W m  M ay  coAtipact than Ito  A50Ct the
▪ IftO 'Cs a boll 1 Mc iinv. Tv skriester m e
,
*  I D E  r e r i  
a m e  
c l a r t a r e  
k r ,  
e e r y

ree •  rare rem re.011141 An•aa 505t rapt ea  IC arecrAmacial• N .  RAM or
•arN Peas PAPA
, I r  
• C C e s s  
m o u l a
.
p e a l ( d t  
p o
r t s  
( o
r .  
r
e  
'
A
N
N  
e
n
d  
r a
o r
a r
e l

- M IA
,
. 0 .  
5 ,  
&
K
O
O
K
S  
R
A
M  
a
n
d  
t
e
e
n
i
e
r  
m
o
o
d  
d
•
:
*

• ▪ IMb AMIGA I N O  Hard Dead     E 3 9
1
1 9 9
•  DELUXE P AINT III 10Mb HO YareiCAT aftlyI   C 7 9 • 9 9
•  •MYSTERY GAM E  •111AS HO ,ier Skirl Only) . . . . . .  r•  1  YEAR HOME SERVICE WARRANTY
PLUS? -  FREE FROM SILICA
• P HOTON PAINT V aC E a a  99
• ARCADE ACTION GAMES PACK ........ ........ E 2 1 9 , 7 9• GFA BASIC INTERPRETER V3 3  C 5 0 . 0 0

PLUS! T O T A L  PACK VALUE, CEOS 71
16 NIGHTS FREE HOLIOAY L E S S  PACK SAVING 1 4 4 0
7
1

ACCOMMODATION S I L I C A  PRICE: £38900
/  N D  H A R D  DISK T e l  ACE. 061011E399ss

WINN” NATIO DISK K O  AMC O M
' SE 4 9 9

LIMITED OFFER!
,STANDALONE MODEL

E299
INC VAT & DELIVERY RE F  AMC 0550

AMIGA ADO
FOR A500 8

Ccessmocre has feleaaed Etc. Pee CDT)/ JeveN or Arnogra 500 aril 60'
COMPUtert. S o p l y e tre  the Su e  ono scis An tis ari l  FA) nave  Vie liege& I .
•  USE THE SUCCESSFUL RANGE OF COTV SOFTWARE A cast array 7

tees we arrailable new It'd mute foe b61flç '040010844 the lime w o
COO atolci iu •alneve W e l t  of dais Irma 610 Amiga M oly riaear.r. . sthe ideal merle kir sortuare beam &curd enienermeni, e mirrdocatteh reference and mice more

•  PLAY NORMAL AUDIO CD,. The '
,
S P  q u a l i t y  
C D  
N i u e (  
r e

sempirrol cusses sor.rd skaity Oat IS essal IS Me best lop sral CO :awe
avalarle moo the  COW dihie gives -
fe u t h e  a t e *  
t o  
p n e y a r n  
I t a r  
C I

Have.. Be
-
GC 
r e e n  
s o i
l e d  
fl i
e v
k e
e  
M
y
.  
p
r
w
s
e
l  
p
l
o
y  
o
r
d
e
r  
a
r
d  
m
u
c
h  
m
o
r
e

•  PLAY AND SEE CO•G COL Nut nnly Clo you got rtgii (wally wick] br,
CMG (Compact One •  Gra0•1051 seduces graphics en screen whoa lb
track is * rang Those •rderece are usually based er
, I h o  d o m e  o r  
I n c .
te,dk or can be We !pica al the song

ssio cow
. 
W i f e

hike tite r .. 2E299
• A s s  e V ,  min

.S,E1 A v a l  v . v . ,  •
e• iveKt 2  •vvelvet349
ir
,  
C
C
P  
%
e
l

AeKi CDT.. De ,v
ASTO ecAsKel 1
,
reE299

s s t r u

64 PAGE COLOUR CATALOGUE
YOURS FREE! WHEN YOU COMPLETE &

RETURN THE COUPON BELOW

ALL

[  SILICA SYSTEMS OFFER YOU
•  FREE OVERNIGHT DELIVERY, On all hardware orders shipped pi the UK mainland
•  TECHNICAL SUPPORT HELPLINE: Team ril techrscal experts at your service
•  PRICE M A TCH, We normaiN rnatch ootopeelOra on a  'Same product -  Same price' basis
•  ESTARLISMED 12 YEARS: Proven track record in prOteSsional computer sales.
•  OUSINESS .  EDUCATION •  GOVERNMENT Volume discounts ayalabe 091-3060888.
•  SHOWROOMS. Demonslialkm and training facilities a l our LOrlEktfl & Si(10-10 brar40
,
35

•  THE FULL STOCK RANGE: a llI co. your requirements from one stiopses
•  FREE CATALOGUES: N il he Misled tO you enell otters and soltwarerparcheral desrels
•  PA YMENT. By case.. cheque and all MACH' M e lt Cards
Bets, you decide when to buy your new Amiga computer we escpiest you thrik very earthily otiose
WHERE you Ittiy it Consider what 4 will be like a low months after buying your Amiga. when you may
require additional percherass or software, or help Ord adrace with your De* SUrtDISS And, will the
company you buy !TOM contact you vete delees ol new products'? At Silica Systems we &tore that you
will have nothing to worry about We have bean established tor over 12 years and, with our unnyaled
expenence and expertise, we  can now claim no meet our cuStOMers' recuareroonts with an
inderstanding which iS serCuct to none D V 'dent lual take our word for I t Coinpiele and return the
coupon nosy for our latest Free liftralitm aril begin to estenence the -
S e c a  S y s t e m s  S e n a t e ' .9
-

, . . . 7  M A I L  ORDER HOTLINE081-3091111

PRICES INCLUDE VAT • DELIVERY IS FREE OF CHARGE IN THE UK MAINLANO

SILICA
SYSTEMS

MAK ORDER:
ir a , Open ike- se

LONDON SHOP:
L ., , ,n 1  Hours b k . s o e

LONDON SHOP:
Dp0',K3 Bo as

SWOP SHOP:
Ople e s IVKAV

1-4 The Mews. Hatheeey Rd. Siecup. Kent. DA14
a riap•-• rep, , 1 1 3  1
- i
,
ht M i n  C P B
,
T r S

52 Tottenham Court Road London KIP
I  awn,4 Cega. h e  Late r e p  CyarMa

Seltridoes iv 11O1st0 Oxlord Sheet London, AVIA
m e as.  B Seen4  001M
, L B W  
N g ,  
T h u n
d e r  
W e l
,  
S
W

4DX Te l 041-389 1111
FA. 5 Ie  001  30e 0
,
6 0 8

NM Tel: 071-510 4001
FB• H ,  UT
. ' 3 2 3  
I 7 1
'

lAB Tel: 071-021 1234

1-4 The Mews. Hather14 Rd. S i t .  Kent, D414 40X Tel: 111
-
302

* . - s e t  a d e
,
5  
a r s e r  
t a
r o  
M
r
e  
F
M
K
,  
e
v
e  
4
i
e
n  
F
.  
N
O
.  
O
B
I  
K
e

F a  Silica Systems. ONE/IC/010/08, 1-4 The Mews. Hatherley Rd_ Sidcup, Rent DA14 4 Dj
'
N

PLEASE SEND A 64 PAGE AMIGA COLOUR CATALOGUE

I
A
d
d
r
e
s
s
:

M r (
M e
a
l A i
s s f
i
e l s
. . .

wiels• Sumwne:

Postcode

Tel (Home).

I
C
o
m
p
a
n
y  
N
a
m
e  
I
I
I  
a
p
p
l
i
c
a
b
i
e
)

L
A
I
t
i
c
h  
c
o
m
p
u
t
e
r
(
0
.  
i
f  
a
n
y
.  
d
o  
y
o
u  
o
w
n
?  
.
.
.
.
.
.
.
.  
.
.
.
.
.
.
.
.
.
.
.
.
.  
.
.
.
.
.
.
.
.
.
.
.  
.
.

E T I 5 rs e = s e . M . T r ra  = T A W
'  1
.
1 1 f f r e I V E W e l o i s I
v r n e e t A I B M I A

Tel M ork



• . • • • • •

2
0

C O M P E T I T I O N

®  THE ONE VOUCHER

\N„,
ROYAL AIR FORCE MUS
BRITAIAA'S NATIONAL MUSEUM OF AVIATION

This voucher entitles half price entry to the Royal Air Force Museum for one child when accom-
panied by a fu ll paying adult. I t  also entitles the same child t o  a free ride in the fl ight simula-
tor. This voucher cannot be used in  conjunction with  any other offer o r discount and is not
excharsocable fo r cash. Voucher valid unt il 31st December '092 . Royal Air Force Museum, Gra-
hame Park Way, Hendon, London NW9 5 a . Tel: (081) 205 9191 (24hr1 Opening t imes. Da ily
10.00am - 6.00pm (last ticket issued 5.30prni Nearest tube
- C o l i n d a l e  ( n o r t h e r n  
L i n e )  
R o a d  
a c c e s s

ViA the Al . A41, A l l  o r North Circular. large free car park.

GO!

S t a nd straight,  you 'orrible little men! You'r e not round your
mum's house now!  You'r e  r eadi ng The One,  and as such
are demanded to look smart and pay attenti on at all times,

not shamble about like a bunch of tramps. You there, in the smelly

tracksuit top wi th the fl oppy hair  - yes you! Don' t  you know that
you're supposed to be enter ing a competi tion? What competi tion?
WHAT COMPETI TI ON?!!!  Onl y the most splendid competi ti on in
the history of  aviation,  that's what!  I t's the One 8t Microprose &
The Royal  Air  Force Museum's B17 Celebration Competi tion!

Now,  Eyes front,  l ook sharp! Microprose as you should know if
you had your  ears open dur i ng basic training are the top peopl e
when i t comes to flight simulators, and they currently completing
wor k on their  latest effor t,  B17 which accurately recreates all the
thrills and spills of  pi loting the famous aircraft on bombi ng mis-
sions over  vvartorn Europe.

And in order  to celebrate the for thcomi ng release, they'r e r un-
ning a competi t i on wi th The  One for  twenty  fi ve of  you unde-
serving rabble to win copies of  the game.  AND they're giving you
a chance to go to the museum at Hal f Price and go on a flight sim-
ulator  for  free!

So, I w a nt  a nice order ly dispersal.  One  by one,  I  want  you to
take a pen and fill  out  the competi tion coupon.  Then,  I w a nt  you
to take a pair  of scissors and snip out both the coupon and - wai t
for  it - the voucher.  TAKE the coupon to the post office.  TAKE the

voucher  to the museum.

A 13-17 Flying Fortress!
(and get into the Royal Air Force Museum at Hendon FREE!)

The Questions
1) The  B1 7  was fea tur ed i n whi ch mot i on pi ctur e.
a) Me m phi s  Bel l e
b) The  Di r ty Doz en
c) Biggies - The  Mov i e

2) Fl ame Mi cr opr ose's r ecent dr i vi ng smash hi t.
a) I f r oom
b) Jaguar  X 1 2 2 0
c) For m ul a  1 Gr and Pr i x

3) Wha t ' s  t he  hi ghes t  scor i ng Mi cr opr ose  i n our  o w n  gl am -
or ous Games I ndex?

The  M ules

The competit ion is not open to  employees o f  Emap Images o r Microprose o r the ir relat ives. The
compo closes on August 2 I st  The editor's decision is final and no correspondence w ill be entemei
into.

Nam e:

Address*

Answ er s:

1)

2)

3)

• • • • • • • •  •  • • • • • • • • • •  • • • • • • • • • • • • • • • • • • • • • • • •  •  •

• • • • • • • • • • • •

• • • • • • • • •  • • • • • • • • • • • • • •

• • • • •  •  •



Andrew  Braybrook,  f amed  for  such A miga classics as Paradroid 90 ,
Rainbow Islands and Fire & Ice, has recently started w ork on his latest
project U r i d i u m  2. A sequel to his blockbusting Commodore 64 blaster,
Uridium 2 looks set to be his best Amiga work yet. This month The One
EXCLUSIVELY begins serialising his no-holds-barred development diary.

Month by month and in his own words,
Andrew w i l l  t ake you through every
step of the game's development, from
conception this month to completion -
hopefully -  at  the end of  the year. As
the w or k progresses, you' ll be privvy
to the latest  screenshots, along w i th
Andrew's most intimate thoughts, feel-
ings and programming tricks. You thought
the Princess Di serialisation was big?
You just haven' t  seen ANYTHING yet!
Take it  away, Andrew...

PART ONE - THE STORY SO FAR
The init ial foundat ions  for Uridium 2
were laid down in early 1991 dur ing
Fire & Ice's development. Having got a
smooth-scrolling s y s t em wo r k i n g ,
which allowed easy background ani•
mat ion and didn' t  take up too much
t ime per frame, it  seemed a good idea
to save a copy of  the basic system to
another project directory. I could then
carry on adding rout ines specific t o
Fire &  Ice's needs and not  have t o
remove them later for Uridium 2. This,
as it  turned out  much later, was near-
ly a good idea.

The idea of  doing Uridium 2 on the
Amiga had been around since 1987
when I  bought  my first Amiga. an
Amiga 1000, f rom Gary Liddon, erst-
while journal is t  a n d  p r o g r a mme r
extraordinaire (at least that's what  he
tells me). My  first naive dabbles wit h
DPaint resulted in some fairly  c rude
mock-ups o f  what  t he game might
look l ik e on t he Amiga.  Since t hen

Graftgold has expanded f rom a two-
man outfi t  to an eight•man one, and
my graph ic s  a b i l i t y  pa les  i n t o
Insignificance against  the expecta
tions of  Amiga owners today, I shall
thus ref rain f rom doing t oo many
pixels for this game but any that I do
'lay down I  will sign personally.

I spent a few evenings changing
the playing window size and testing
Out the 32-colour sprite plot t ing rou
tines. I try to write all routines to be
as flexible as possible so I can just tell
the assembler how many bit-planes,
i.e. colours, I want to display and the
rout ines wi l l  s t ill work .  I  really  do
want  to use 32-colour backgrounds
in this game and, without  going into
too much detail about why all Amiga
games aren't in at least 32 colours, I'll
probably  be curs ing t hat  dec is ion
later.

All wo r k  t ot al ly  ceased o n
Uridium 2 a short  whi le af ter-
wards when we dec ided t hat



-Fry-7
F r T r
. . r

-
r -
r •

r r
-
r

(Ab o ve )  An d r e w  s fi r s t  w o r k i n g  ve r -
sion of Uridium 2 has the new, small-
er, Manta fighter flying over a
background marked by characters
that allow him to check that every-
thing is functioning properly. The
ship can already thrust, turn and fire
as in the original.

(Left) One feature currently in the
experimental stage is to have a sec-
ond fighter, either controlled by
another player or as a robot drone
that copies the manta's actions.

(Below) These two shots, which look
almost exactly like the Cfort
were mocked up by Andrew on
DPaint a few years back, 14e's confi-
dent that the finished version will
look far more sophisticated.

• d i — a —  1 . 1  a w l
•••1

our choice of publisher for this game
was limited by the publishing rights
to the original ' i r idium being in the
hands of an administrat ive receiver,
This has  s ince been resolved and
Graf tgold n o w has  al l  publ is hing
rights to future variants of Uridium.
It has taken another six months  to
actually res tart  t he projec t  as t he
pace on Fire & Ice hot ted up (excuse
the pun) and all my t ime was taken
up finishing that off.

It also seemed appropriate to start
the project  proper on a sensible PC,
rather than the heap of scrap metal
that  m y  o l d  8088-based PC has
become these days. Let's be honest
here, it 's  down tools brothers unt il
we get some realistic tools to work
wit h - I 'm fed up with empty ing the
lake with a teaspoon! When it  takes
about  f our minutes  to change one
line of code and try it out, you've for-
gotten what  it  was that you wanted
to test. Coding these days involves
very, very large programs and you
need profess ional t ools  and high-
speed computers to deal wit h it  all.

Take Fire & Ice_ The actual game
code, exc luding our operat ing sys-
tem, must  run to about  60,000 lines
of code (and I don't  mean the inflat-
ed figure that the assembler spits out
after expanding all the macros). Just
60,000 lines  o f  handwri t t en code
would take about  a whole box  of
1000 sheets of fanfed paper to print
out, if  the printer lived that long!

Anyway, t he s tory  has a happy
middle at least, as I 'm typing this on
a 486DX turbo-nut ter machine with
a 100Mb hard disk whose only desire
in life is to do my bidding but  yes-
terday, i ns t ead  o f  ma k i n g  a n
appointment  for a week's t ime. The
old machine sits under another desk
in shame,  f u l l  up,  burn t  ou t  and
redundant. Graftgold is dragged kick-
ing and screaming back into reality
f rom its lit t le world of  slow motion_

Work has  cont inued n o w a t  a
cracking pace, and the first thing
that  happened wa s  a  t o t a l
rewrite of  the scrolling system

so carefully removed f rom Fire & Ice
at the beginning.  I said it  was only
nearly a good idea. That system was
good for Fire & Ice because I wanted
lots of background animations using
16 by 16 pixel super-characters Urid-
ium 2, as I see it, requires lit t le or no
background animat ion - no boiling
porridge, rippling sea, rising bubbles,
waterfalls  or spinning pick-ups you
see,

Instead I want  to be able to reflect
background charac ters  and  hav e
alternate palettes on individual 8 by
8 pixel characters. This is more akin
to the C64 and certain other newer
computer-type machines  t hat  are
best lef t  unment ioned, The scrolling
rewrite took about  two days and did
everything that  I wanted and it  was
good BUT it was a litt le on the frame-
t ime expensive side when scrolling at
high speed, and Uridium needs high
speed like Nigel Mansell does.

It's one thing scrolling at a couple
of pixels a f rame; you can build up
newly scrolled data over the next 'n'
frames before you cross a 16-pixel
boundary, whic h is  t he resolut ion
that the Amiga coarse scrolls by. This
beast requires scrolling at up to 8 pix-
els p e r  f rame,  leav ing on ly  t w o
frames to build a stripe of new char-
acters on t he leading edge of  t he
scroll.

A -
-11111



%Iridium 2,
see it, requir

little or no
background

animation - no
boiling porridge,
rising bubbles,
waterfalls or

spinning pick-ups
like in Fire & Ice."

THE GAME
For those of you not familiar
with the original "Iridium,
here's the deal
. There are these fi fteen
giant alien 'super-dread-
noughts' lumbering towards
the solar system, sucking the
mineral resources from plan-
etary cores as they go.
You'ie been dispatched in a
Manta-class space fighter to
put a stop to all the
-nastiness. Basically what this
entails is super-low flying
across the horizontally-
scrolling tops of the cruisers
(each one is so big it's  a
level in its own right), weav-
ing through the metallic
superstructure and doing
battle with dreadnought's
squadrons of drone fighters.
Once you've landed on the
runway at the other end of
the ship anti s e t
-
t h e  s e l f -
destruct sequence, you must
escape back the way you
came as the ship explodes
around you. It's super-fast,
super-frenetic - and super-
difficult.

When released in 1986,
Uridium
- 
p r e t
t y  
m
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h  
s
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the awards board, picking up
Best Arcade-Style Game, run-
ner-up Game of the Year and
Programmer of the Year for
Andrew at the Golden
Joystick Awards Andrew also
scooped Programmer of the
Year and Best Shoot-'Em-Up
at the Newsfield Awards. Oh
yes, and it got to the top of
the charts as well. Hardly
surprising lte's doing a
sequel, is it?

1
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The upshot of all this is that 16-bit
computers don't  much like work ing
in bytes; it 's  no quicker than work-
ing in words  (that's two bytes nailed
together), so I 'm back to work ing in
16 by  16 pixel lumps  whic h I  can
reflect o r  change colours  of .  This
reduces t he scrolling overhead so
that I can run a sensible number of
sprites around o n  t he  screen. So
what  do  we  actually  have on t he
screen?

Well, graphics work actually com-
menced a t  t he beginning o f  June
1992 with some background blocks,
I haven't  put  any into the game yet

as I don' t  have a suitable mapping
program that  can do what  I need.
and I  don ' t  wa n t  t o  spend t wo
months writ ing one on the Amiga.
Steve (Turner), Graftgold's boss-man,
has promised to write a generalised
mega super mapper on the PC, so I'll
wait  f o r  t h a t  I  don ' t  need back-
grounds just yet

So what 's  actually on the screen,
then? Well. I've got a couple of rough
Manta frames done on DPaint and a
load of numbers where all the frames
of animation should be so I can check
whether the program is working, and
I've g o t  a  f e w  t es t  bac k ground

blocks, again wi t h numbers  on so I
can see if  they're work ing.  Oh, and
I've done a score panel with the game
name on... ' I lridium 2' in large friend-
ly letters! As  f rom t omorrow I'll log

things a bi t  more f ormally  so we
don't  get  sued by the Equal Rights
for Diaries brigade. I 've already got
the dates done, all I have to do is fi ll
in the rest...

NEXT MONTH!
The pace hots up as the Uridium 2
super-diary begins in earnest.
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SUBSCRIBE TO THE
The One is the only magazine you
need for a total ly comprehensive
window on the Amiga games scene.

Each month wel l  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, wel l  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 oneo f  the following
classic Core Design games:

W o l f c h i l d
Ch u ck  Ro ck
C o r p o r a t i o n
Car -V u p
F r en e t i c
T o r vak
W a r z o n e

W O L F C H I L D

Guide Saul, the power ful  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 werewol f as you fight
your way thr ough five levels of  action
packed adventure.  This games is total ly
addictive!

C H U C K  R O C K

Help Chuck Rock in his quest to rescue
the beauti ful  Ophelia from the clutches
of his arch rival Gary Gritter, Kick,
thr ow rocks and bel ly-butt your  way

L.
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thr ough a mul ti tude of comical zones
featur ing 500 screens of exciting and
addictive gameplay.

C O R P O R A T I O N

Your role as a Zodiac agent is to
infiltrate the sixteen-floor
headquarters of the Corporation and



-
1
0
1
1
1
1
0
-  
•

• • • • .a llaned- lind...1 ....A6_ ........t4 ta . - . J I L   •  -

ONE A D GET A FREE GAME!

•

locate and obtain an embryo from the
building's foetal  laboratory.  Ar m
yourself wi th special tools, avoid the
internal alarm systems and mul ti tude
of security guards. A  sinister adventure
game set in a complete 3 dimensional
envi ronment

C A R - V U P

As Arnie, you drive round all eight
worlds featured wi thin the games 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
then go on to defeat Captain Grim at
the exciting climax of the game_

F R E N E T I C

Is there life beyond the outermost
edges of the universe? Join the
scouting team which is sent to break

ORDER FORM

Please send to the One Subscriptions Dept, PO Box SOO, Leicester, LEgg OAA (please make all cheques payable to EMAP Images Ltd)

Name •

Address •

1Narzone

Car'Nup
Chuck Rock
Torvak

Li source code: 0026G
J  source code: 0022P
J  sour ce code: 0024X
J  sour ce code: 00280

P o s t Code

I would like a subscriptions for 12 issues to The One, please start my subscription from the   i s s u e  of The One (please enter month).

I would like the fol lowing FREE game:
Frenetic

Corporation
Wolfchild

enclose a cheque/postal order (payable to EMAP Images Ltd) for

Card Number

Expiry Date

Signature :

through the defences and reach the
distant edges of the mapped universe.
Go fur ther  than any ship has dared
venture before._

T O R V A K
Evil lingers all around a  shadow of
despair has been cast over your
homeland.  Avenge your people and
complete the 600 screens over five
levels to the final  confrontation wi th
the evil necromancer.

I IE  e l i m i  M O P  .
,
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j  sour ce code: 00271
J  sour ce code: 0025C
I  sour ce code: 00231

i f  1 N A R Z O N E

The year is 1999_ Wor l d peace is being
threatened by an unknown enemy
force, y ou and your accomplice have

been chosen to lead an allied attack
which will take you through eight
di fferent scenarios.

SUBS GUARANTEE
If you aren't completely satisfied with your
subscription you may cancel at any time and
receive a prompt refund for all unmailed
copies.
Your software choice is mailed separately to
your first magazine. Please allow 28 days for
delivery.

SUBS SUMMARY
12 issues Uni ted Kingdom
12 issues Europe air mail
12 issues Rest Of World air mail
12 issues Rest Of World surface mail

We suggest that overseas readers pay by
International Money Order.

E42.00
£48.00
175,00
£45.00
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Please charge t  t o  my Access/VISA/Diners Club/AMEX

Fulfilment : Alan Wells International. Memberline House, Famdon Road, Market Harborough. Leicester 1116 9NR



P D  Z O N E

Ping! Page 98.  This
page for Public
Domain, Shareware,
Licenceware and
assorted cheap soft-
ware.  Want some
help wi th  that
pushchair, madam?
Right you are,  then.
Please mind the
doors. Going up...

WAR
Shareware (1Mb).  17
Bit, disk 2003-
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Absolutely nothing! " sang
Edwin Starr back in the 70s.

How wrong he was because War is

right smart. I 'm not talking about the
real thing, of course, which is all blood
n' guts, brutal n' inhuman. No, I'm talk-
ing about this great Shareware game.
In essence War is a rather simple board
game for two players (either human vs
computer or human vs human), each
assuming the role of Emperor of a mat
sive spaci
, 
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to expand his  Empire and rub t he
other's out.

Play takes place on a small grid.
Each player takes it in turn to move his
spacefleets f rom square t o  square.
Each square occupied is claimed as part
of the player's Empire. Should the play-
er move his fleet onto a square occu-
pied by one of the enemy's fleets then
there's a arcade-ish shoot-'em-up inter-
lude to decide the outcome of the bat-
tle. Alt hough strategically limited.
there's enough decision-making going
on to keep the brain ticking over and
the battles are a great lel.  War is lots
of fun for one and even more fun for
two. Pick of  t he month wit hout  a
doubt.

TT

SUPER
PACMAN 92
Public Domain (1Mb).
17 Bit,  disk 1973.
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man 92, is it? Well,  it 's defi -
nitely Pacman and I've no argu-

ment wit h the date but 'super'? Not
quite. As  always, Pacman mus t  be
guided around a maze, guzzling the
yellow pills littering the passageways
while avoiding four roaming Ghosts. By
eating rare 'power pills ' Pacman is
given a chance to turn the tables on his
pursuers - for a brief t ime he is invul-
nerable to the Ghost's deadly touch
and if  he can catch them before the
pill's power wears of f  then muc h°
points are his.

The major difference between 'nor-
mal' and 'super' Pacman is that  the
maze is now about two screens high
by two screens wide, with the 'game
window' smoothly scrolling to follow
Pac the Man on his travels. Although
good looking.  this  feature makes it
hard for the player to plan a safe route
around the maze. Although the control
is generally good, Pacman is rather
slow to turn back on himself, making
it all too easy to 'skid' into one of the
Ghosts. However, the biggest fault is
with the power pills. There's absolute-
ly no warning when the Ghosts are
about to revert to their normal fatal-to-
the-touch selves, making chasing them
a bit of a pointless and often lethal pas-
time. All in all, more than a lit t le dis-
appointing.



FATAL MISSION
& 'THAT
TENNIS THING'
Public Domain (512K).
17 Bit, disk 2005.
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scrolling shoot-'em-up, plain and
simple, a n d  comes complete

with everything you'd expect f rom a
good blaster - loads of nasties, loads
of bullets and loads of  power ups.
There's only one level but it's fiendish-
ly hard so as long as you've got a low
frustration quot ient  you should get
your money's worth out of this. 'That
Tennis Thing' is a basically Pong, with
the innovation being that the bats can
now shoot at each other. Hmmm, rad-
ical.

(By the way, make sure that  you
read the instruction and credit screens
- they're rather droll.)

BATTLECARS 2
Public Domain
(512K).  Fortiss PD,
disk 868.
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about, just drive an armoured
hotrod bris t l ing wi t h  f ront -
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mounted machine guns and homing
missiles around a major city blasting
seven shades of Shell out of the other
road users. Sadly, however, although
Battlecars 2's premise is excellent the
actual execution of  the game is not.

Technically Battlecars 2 is fine - the
3D polygons are fast if on the bland
side and the car drives like a dream -
but, as so often happens, it's the game-
play that's the problem. In one-player
mode you have to track down and
destroy a computer-controlled roadster
in under three minutes. The computer
doesn't fi re back or seriously try to
avoid you, making it  somethjng of  a
turkey shoot. In two-player mode you
can fi ght  another human head-to-
head, as long as you've linked two Ami-
gos by a cable. Why not split the screen
so that t wo people can play on one
Amiga? I  guess a  two-player game
would be quite good but since we lack
the equipment to do it (and you prob
ably do too) it's a bit hard to say. Be
.
.
ter luck with Battlecars 3, eh?
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r  SPORT F O R  PC

-- Play a round
All year
round

It's ra in ing cats and dogs outside, hut  it 's a beaut if ul
crisp Spring day on the Torrey Pines Golf Course.

You approach the tee, driver in hand. Gazing down
the fairway, you notice every feature oft-his classic Pacific
Ocean Links course.
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The Challenge Challenge of Golf takes
you to a new level of realism. You
can almost smell the grass, feel
the silky putting surfaces and
take in the fresh sea air. At
times, you'll want to replace the
divots, until you remember it's
only a game.

Available on: PC
—44 ( V G A  or MCGA, 640k

4  a n d  Hard disk required.
•  S u p p o r t s :  AdLibTM,SoundblasterTm• MSoundTM sound

cards). Amiga-HARD DRIVE and I Meg of RAM required.
©Access Software, Inc. 1991 All rights reserved.
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But WOW, what a game!
And now, as well as the 256

colour 3D PC graphics, you can
experience Links on Amiga.
featuring exclusive HAM MODE
graphics and digitised sound.

So, put on your sun
visor and practice your
swing. You're next on
the tee.

U.S. Gold IAA- Unit, 23. liniford Woq.111.,Iford.
Birmingham BO l e l  I I g  2
5 ; e 1 6 6A serious PC experience
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LEGEND OF
LOTHIAN
Public Domain
(512K).  PD Soft,  disk
2491.

W
e
'
r
e  
i
n  
R
P
G  
c
o
u
n
t
r
y  
w
i
t
h  
L
e
g
-

end of Lothian The King of
the land of Mercia has been

put under a powerful sleeping spell
You, a humble shepherd, have been
chosen by the Gods to save Mercia
from chaos. By exploring Mercia and its
many towns and cities you must dis-
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MAGNATRON
Shareware (512K;
not A500+  compati -
ble). 17  Bit,  disk
2019.

N ormally  in these space shooty
things Earth's  las t  l i ne  o f
defence against alien invasion

is a lone starfighter. Magnatron's sce-
nario is somewhat bleaker • Earth's
only protection is a space mining ship!
Doesn't bode well for our chances of
survival, does it? But this isn't just any
space mining ship. it's equipped with
a super-powerful tractor beam, You, as

the ship's pilot, can use this beam to
'grab' asteroids and even alien

A ) T T A C K  O R  r ) L E E -  A T T A C K t .

YOU  N E E D  A  WI ERPOt4  T O
AT T AC K!

AN O R O  A T T A C K S
AN D  H I T S  F O A  1 .  P O I N T  O F
D AM AG E.

DO Y O U  W I S H  T O
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cover a cure for the King's ailmen
Already foul Orks have started invading
the land so there's plenty of opportu-
nities for a good ruck.

Graphically Legend of Lothian is no
great shakes - you and the people you
meet are depicted as white unanimat-
ed outlines, for example. That said,
some of the portraits, which pop up
when you interact with somebody, are
quite nice. Compared to Ultima VI. Leg-
end of  Lothian lacks depth but  then
again it comes on one disk and there's
little disk-swapping so there you go.
Not my cup of tea, to be honest, but
it might well be yours

N O R T H . .D O N C .
> N O R T H
> N O R T H
> N O R T H . . . B L O C K E D !
> W E S T
> N O R T H
> N O R T H
> E A S T
> T A L K . . .

E A S T . . . O K A Y .
> •

KAT R I N A I S  ! WH AT  I ' M
C AL L E D .  B U T  Y O U  C A NC AL L  M E  H A T E ?
L EGEN D  S R V S  T T  A
M AG I C AL  T R E E  G R O WS
I N  T H E  L A N D  O F  T H E
E A S T .
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ships and smash them intu each other,
thus destroying them. As the player
progresses by cleaning each screen of
alien fi lth the nasties get more vaned
and more vicious in their attacks,

Magnatron is one of those games
that sounds good on paper but turns
out to be rather unappealing in prac-
tice The movement of all the objects is
governed by inertia - nothing innately
wrong in that  - but  trying to lug the
careering boulders around AND Aim
ing them at  the aliens
can g e t  f rus t rat ingly
tricky, especially if your
ship is whizzing around
as well Although slickly
presented and well pro-
grammed. Magnat ron
fails to impress.

PlaySID
Public Domain
(512K).  17 Bit,  disks
2024A-D.
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an admission - PlaySID is not a
game. However, it  does have a

lot to do with games. Well, creaky old
Commodore 64 ones, anyway Basical-
ly PlaySID is a program that makes the
Amiga's Paula soundchip emulate the
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THOSE PD
PERFECTOS
IN FULL
As the sharper eyed may have
noticed just three companies have
sent in PD for  review this month.
Wh a t 's the  m a t t e r?  D o  I  sm e ll?
Come on, guys, I 'm starting to get a
complex. Send your stuff in. please.

•  17 Bit Software, 1st
Floor Offices, 2i8 Market

Street, Wakefield, West
Yorkshire WFI IDH.
Tel: (0924) 366982

•  PD  Soft, I  Bryant
Avenue, Southend-on-Sea,
Essex SSI 2YD.
Tel: (0702) 612259/466933

•  Fortiss PD, P.O. Box 2,
Earl Shilton, Leicester
LE9 8LU.
Tel: (0455) 850984

C64's SID soundchip and very well too.
The four (I) disks contain literally hun-
dreds of classic C64 game tunes. Wiz-
ball, Master of  Magic, Miami Vice,
Sanxion, Green Beret, Mutants.., you
name it, it's got it. Anyone who fond-
ly remembers the days when the likes
of Mart in Galway and Rob Hubbard
were musical Kings of the Kommodore
will have a nostalgic field day with this.
One thing's for sure - they don't write
'em like this any more. Not 'arfl
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CAMPAIGN
Empire

It's a real  shame but i t's fast becoming
painfully apparent that,  just l ike the song
says, there ain't no cure for the summertime

s blues. We feel  a bi t l ike Michael  Fish here,
confi dently predicting a few months ago
that there would be no summer slump, then
having a big ugly one come up and bi te us in
the butt.  That said, there are stil l  a fi ne few
products warming up on the starting blocks
- most of which are on display over the next
few  pages. So settle down,  put your feet
up, shake yoursel f a tal l ,  cool cocktai l  and
thank yoursel f lucky that i t's hot now.  In six
months' time the software scene may have
hotted up but you'l l  be freez ing your knack-
ers off.  Not a comforting thought,  is it?
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also a bit nutty about tanks, and what do you get? Answer: Lots of games
about tanks using vector graphics. This is certainly true in the case of

3 J o n a t h a n  Griffiths, a programmer who already has one tank game to his name
in the form of  the excellent Conqueror (remember the one that used the same
landscaping techniques as Virus?) and is now putting the finishing touches to his
second, more serious venture into the field.

Unlike Empire's recent tank-based effort Pacific Islands, Campaign
is set not in the present day but during the second world war, when
the equipment wasn't as sophisticated as it is today and tank com-
manders had to rely on their wits rather than a mult i-million dol-
lar laser targeting system_ The game features just about every com•
bat vehicle available during the six-year timespan on WWII - over a
hundred different vehicles, including tanks, trucks, artillery guns,
ships and aircraft,

Campaign's a far more sophisticated and involving game than
Griffiths' earlier Conqueror. which was basically a shooVem-up with
strategic overtones. Here you've got a game map the size of Europe.
and vehicles designed to replicate their real-life counterparts down
to the smallest detail. That's not to say there's no blasting action -
with this kind of fi repower at your fingertips, how couldn't there
be? Players can choose to take on the role of campaign comman-
der, issuing battle orders to groups of vehicles at a time, then con-
trol them directly in battle situations. Sounds a bit tasty to us.
Campaign is almost ready to roll, and is expected to arrive
sometime in September. You may well receive a full inspec-
tion next month.
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CAMPAIGN
Empire

Q uestion: Take a programmer who's  rather good at  vector graphics
and is also a bit  nutty about  tanks, and what  do you get? Answer:
Lots of games about  tanks using vector graphics. This is certainly

true in the case of Jonathan Griffiths, a programmer who already has one
tank game to his name in the form of  the excellent Conqueror (remember
the one that used the same landscaping techniques as Virus?) and is now
putt ing the finishing touches to his second, more serious venture into the
field.

Unlike Empire's  recent
tank-based ef f or t  Pacifi c
Islands, Campaign is  set
not in the present day but
during t he second wor ld
war, when the equipment
wasn't  as sophisticated as
it is today  and tank  com-
manders had  t o  rely  o n
their wi t s  rat her t han a
mult i•mill ion dol lar  laser
target ing s y s t em.  T h e
game features just about every combat vehicle available during the six-year
t imespan on WWII - over a hundred dif ferent  vehicles, inc luding tanks,
trucks, art illery guns, ships and aircraft.

Campaign's a far more sophisticated and involving game than Griffi ths'
earlier Conqueror, which was basically a shoot 'em-up with strategic over-
tones. Here you've got a game map the size of Europe, and vehicles designed

CC t o  replicate their real-life counterparts down to the smallest detail, That's
not to say there's no blasting action - with this kind of fi repower at your fih-

Ci- g e r t i p s ,  how couldn't  there be? Players can choose to take on the role of
campaign commander, issuing batt le orders to groups of vehicles at a time,

then control them directly in bat t le situations. Sounds a bit  tasty to us.
Campaign is almost ready to roll, and is expected to arrive sometime in
September. You may well receive a full inspection next month.

US Gold/SSI

A lready a contender for the shortest game title of the year (if you
can think of a shorter one let us know), M is the latest role-play-
ing adventure from those most prolific exponents of the art, SS!.

Obviously not wanting to be left out in the cold by the new tide of more
sophisticated RPGs (Eye of the Beholder II, lshar and Ult ima VI among
them) $SI has cleaned up its act considerably for this newre_ Gone are the
bland PC-style graphics with pathetic little windows, replaced by a swish
full-screen 32-colour scrolling arcade-style 3D isometric display! (Phew).

This is what RPGing in the 90s is all about - but although the technical
spec may have changed, the OTT scenaros haven't, In M, the player leads
a resistance group called the Midnight  Raiders, who battle against the
evil Terran Overlord Government on the remote planet Monsoon. Your
objective • to rescue the members of the diplomatic faction kidnapped by
the TOG as bargaining chips with which to achieve their foul ends.

Most of  the tradit ional RPG themes are still in evidence - the player
controls a party of four humans and a robot, with the computer con-
trolled characters revealing more about themselves as the story pro-
gresses. You can chat with the various NPCs (that's non player characters
to the uninitiated), including alien races, and of course do battle with a
plethora of futuristic weaponry.

But what actually is M? That's something that's only intended to be
found out when you unlock the secrets of the game's convoluted story-
line. M is being hailed by US Gold as -
t h e  m o s t  
v i s u a l l y  
s t u n n i n g ,  
t e c h -

nologically advanced, intricate and compelling science fiction fantasy
role-playing game ever!'' But then they would say that, wouldn't  they?



DARK SUN: SHATTERED LANDS
US Gold/SSI
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tem which be used in the company's future products has been unveiled in the
form of  the Dark Sun game world. The system's the next step up from the

Advanced Dungeons & Dragons engine, which has been driving the company's
RPGS for the last four years, Role-playing fans will no doubt  be making them-
selves sick with excitement at the advent of Dark Sun, which promises all-new
character classes, more sophisticated NPCs and generally a more fluid and con-
vincing game environment.
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In Shattered Lands, the first game to use the new system, the action takes
place on the desert world of Athas, where much of the planet surface is a sandy
wasteland and the few cities are run by thousand year-old sorceror kings. Hmmm.
The player's party starts Out as a band of slaves in the city of Draj, who have
been condemned to die as gladiators in the city's arena. The idea is to escape
from the city into the desert, join up with other slaves and put together a rebel
army strong enough to return and bring down the despotic regime.

The screenshots here are from the PC version - we've been promised that the
Amiga version will be near-as-dammit identical, To be honest we prefer the look
of M with its fancy isometric display, but judging by what we've heard about the
game system, Dark Sun could be the game to re-write - or at least revise - the
RPG rulebook. Only time will tell.

cr.

.1=1• 1110.0• 01

r—
r

1 .1 IN1 EEPARNI

F.' iirazitot
r7.- !Wit

r— r
r- ,LMIIR
r-
r r t CAW:4 '  ELL

t L E A R Y

I
- -  Pr 111
11
7-7



•

ti)

4

P R E V I E W S

BEASTMASTER
Thalamus
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tal successes (there's a third on the way as we speak), it seems strange
that they haven't inspired more clones. After spending a few minutes

with Thalamus' latest, however, it becomes apparent that the two games have
more in common than the word "beast" in the title_ It may be something to do
vvith the fact that the game's been designed by Wayne Smithson, who produced
ri string of titles for Psygnosis before moving to Thalamus for this latest pro-
led. It's a scrolling arcade adventure set in a hostile world that has the player

el"-
'
,
1
1
1
1
.
,
!
—
I
s
O
A
D
S

Mindscape

1 1 1 1  e promised them to you last month and by golly
you've got 'eml These are the first pictures of the
Amiga version of Battletoads, which Mindscape

is currently converting to your machine from the Nintendo
original. These early graphics are already indicating that the
Amiga version is going to look a damn sight better than the
rather crude 8-bit NES version - promising signs indeed.

Originally billed as a rival to The Turtles (remember them?),
the to-ads have managed to keep their popularity and cool-
ness with the Nintendo-owning kiddies long after their half-
shell rivals were consigned to the dustbins of pop culture,
If you're not familiar with the game, we'll bring you up to
speed. There are these three mutant toads who are well hard,
right, who travel through space righting wrongs. When they
come up against a particularly big wrong in the shape of a
galactic villain who wants to destroy the universe (or some-
thing) they pop off to sort it out.

What follows is an arcade extravaganza as the toads bat-
tle their way
. 
( h e n c
e  
t h e  
n a
m e
)  
t h
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each one a different type of arcade game. Things get start-
ed wi t h a straight scrolling beat 'em-up, then progress
through a chase on high-speed rocket bikes, a descent by rope into the core
of a planet and a platform-based arcade adventure.

Having played (albeit briefly) the Nintendo original, we reckon it's a right
•-• laugh and have high hopes for this Amiga version, You've already seen how

nice it looks, and providing it can be kept up to speed (it's quite a nippy game),
Amiga Battletoads should be a top rollicking conversion, and maybe just to
thing to heat up those cold winter nights. There's no firm release date as yet,

t expect to see something more concrete around September. Ribbit!

1
L
i

(the Beastmaster of the title) on a quest to find the Guiding Light - whatever that
may be.

Though on the surface it may look distressingly similar to the Beast games,
we're being promised a whole lot more The player can move into and out of the
screen as he battles with his adversaries (there are bundles of fighting moves) as
well as trade with characters and, most importantly, control the members of the
animal kingdom he meets on his travels.

The game's played in accelerated time, with day and night sections, and the
graphics have been provided by veteran computer artist Pete Lyon, who's worked
on more games than you've had hot dinners, so we should be in for a visual
treat at the very least. We'll see how the gameplay stacks up in September, when
Beastmaster hits the streets.
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D i d  you know that i f you were to take every Amiga game ever published and lay
them end to end, they would reach the moon and back again? Well,  may be they
would.  Nobody's ever been sad enough to wo rk i t out.  But one thing's for sure - i f

you got just about every Amiga game released over the last year and l isted them  one
after  the other,  complete wi th  all  relevant information including a comment and ratings,
they WOULD stretch from here,  where you are now,  al l  the way to  the very back of the
magazine. I f you don't bel ieve us, simply turn the page and see for yourself.  You name i t,
we've got it,  from A320  Airbus to Zone Warrior. We reckon that our Games Index is the
most authoratative guide to  wh at  games are currently avai lable for your machine and as
such is wel l  wor th  chopping down a few  trees for. I f you don't agree,  you can always go
and l ive in a commune on a soggy Welsh moor, eat berries and sing songs about
vegetables. In the meantime us guys are o ff to bury some polystyrene products in the
earth and drive around town on 4-star petrol  all  day.

THE COMPETITION
You wi l l  fi nd that our Games Index is not only an absolutely excel lent as a reference tool ,
but also a very spiffi ng opportuni ty to  win some glamorous software prizes. Our fi rst
three Games Index competi tions have all been such spanking successes that we have no
option but to continue it.  I t's not easy satisfying public demand,  you know.  Sometimes
w e  feel  as i f you're a pack of hungry dogs snapping at our heels. So stop snapping and
win some prizes instead. Al l  you have to do is answer three simple questions, the
answers to which are lurking somewhere in the pages beyond.  The fi rst correct entry
drawn out of the hat after  August 21st wi l l  be receiving a truckload of games goodies
shortly after.

Send your entries to Gam es Index Compo 4,  The One, Priory Court,  30-32  Farringdon
Lane, London, EC1R 3AU.

1) Which game's designers are described as "masters of the polygon"?
2) Ho w many games scored more than 75%
3) Which game is named in part after  our illustrious editor?

Splendid. Now,  on wi th  the cavalcade!

G A M E S  I N D E X
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HANDI HENI ANUELT1111!
What's wrong with you?

I'm all sad and lonely.

I ts easy!
First you read
all the l atest
news,reviews,
previews and
tips on all  the
hot stuff.
then roll your
copy r ound
an i ron bar.. .
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not exactly bursting wi th  actual  hard facts.  While i t is obvious to anyone wi th  a brain
this is simply a case of us playing our cards close to our chest, the horrible thought

occured to us that you may actual ly think that we don't know what's going in our next
issue.

This, o f course is a preposterous notion, and one which we' re only too happy to dispel by
printing, just as an experiment,  a next month page wi th  some actual  information in i t.

ELITE WORLD EXCLUSIVE PART 2
More screenshots! More quotes! More Secrets about the game everyone's talking about.

DIARY OF A GAME PART 2
Andrew Braybrook leads us through the more tricky aspects of turning his al l -time 64
classic Uridium into a megagame for the Amiga

SWORD OF VALOUR
From the magical mind of Kevin Bulmer, the man who brought us Corporation and, er,
Terminator 2,  comes a 3D game so skil l ful that i t's almost impossible to  imagine.

THE GAMES CHALLENGE
The mighty GameLord Whi tta does battl e wi th  the fi rst of many worthy opponents in the
fi rst Challenge.

KILLZONE
And of course, there wi l l  be another thri l l -packed edition o f our tips supplement,  includ-
ing:

THE ADDAMS  FAMILY - Rescue the fami ly members.
FIRE & ICE - The solution continues!
MONKEY ISLAND - Defeating LeChuck!
EYE OF THE BEHOLDER 2 - The complete solution begins.
ISHAR - Tips, hints and maps.

PLUS: Al l  the regular News,  Previews,  Letters,  Interviews,  WIPs, Tips, Reviews,  Public
Domain and Budget roundups that you would expect from the most wel l  hung Amiga
magazine in the country.

D The One - September Issue
On sale August 21st

Better than any old crap from Bath or Macclesfield.



100 IIIMPIAN TEAMS *
DESIGN YOUR OWN ast TOINNIMIENT

& 2 PURR ACTON *

OVERHEAD KICKS, DIVING HEADERS, Etc. *

SUCK, FAST, INTELLIGENT PASSIM *
SAVE UP TO 10 REPLAYS AS HIGHLIIIIIIS

European Champions

Sen s
i b
l e

*  SECOND DISC FULL OF CROWD SOUNDS
*  EUROPEAN CHAMPIONSHIP COMPETMON
*  AMAZINGLY DETAILED KITS
*  SUBS BENCH WITH MANAGER w i n s

*  TACTICAL ADVICE ON OPPOSITE TEAM

*  NAMED SCORERS

Cl,  Metropolitan Wharf, Wapping Wall, London El 9SS 1 9 9 2  Sensible Software. Published by Renegade
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THE CRAPACTER COLN CUP I S  THE PIZOPEIZTi OF SMITHS CRISPS LIMITED .C• 1987

You've never played anything like this before!
I. Posh•Ova yea will meet Colin Calyt" sad a sew sweater,
the most drunk wed Milady likeable eharacto in video games.

a sales of mied-apeediag peaks Inns sr-pewa dominoes
so la a series el simian* deltoid themes.
Pult-Ova and 61 AO' • together they add op to a Menial combisatioal
OCEAN SOFTWARE LIMITED 6  CENTRAL STREET MANCHESTER M2 5N5
TEL 061 832 6633 FAX Ohl 834 0650


