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Only you can
stop the
Luftwaffe

The Summer of 1940. Hitler's war machine has
humbled all of Europe - except Great Britain.

MNow, the all-conquering Luftwaffe plans to soften up
Southern England for an invasion known as
Operation Sea Lion.

Only the RAF can halt their
relentless progress. The odds are
stacked against them.

MNow, above the Home
Counties; Spitfires and
Hurricanes are locked in deadly
combat with Messerschmitts and
Heinkels. There can only be one winner.

This is The Battle of Britain.

Graphically
stunning, historically
accurate and A
thrillingly realistic p ! ,~.
(with instant-replay  Ngoei i ! £
feature), Their Finest % H‘*‘ o . = 1'_
Hour resets the stage '
for the ultimate \
dogfight.

One thing's certain, this Lucasfilm spectacular will
provide you with many fine hours of pure entertainment.

Available on: Atari ST, Amiga and PC and
Compatibles (CGA, EGA, MCGA, VGA and Tandy ® 16
colour. Requires 512k Ram. Supports AdLib™ sound

card). Mouse or jovstick.
LucasArts

T™ and © 1989 Lucashilm Lid. (LFL)
All rights reserved.
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LAUGHS FOR PC

Side-splitting
pirate
adventure

Just when vou thought it was le end for LeChuck,
he’s back.

The legend states that “when LeChuck wants yvou
dead, you're dead”- grim news for his old adversary,
voung Guybrush Threepwood.

But fear not. Big Whoop holds the
key to great power, All is not lost,

In thre stunning graphic sequel,
voung Guybrush’s adventures
will have yvou rolling in hysterics.

, \ Beware, vou'll laugh so hard,

milk will flow from your nose

Behind every pirate is a really
;.JiHI"'-.' chair and in front of
Guybrush is a saga so savage it'l]
putl hairs on vour chest.

o

With 256 colours (PC
version), variable difficulty
modes, inte |l|-;ti'-.| regeae music
and “point ‘n’ click” interface,
you M hq ransporte v tio Mllt]kl'_\'
[sland in a flash,

8o, brace yvourself, the fun starts here. Who knows
when it will stop?

Available on: Amiga (32 colours) and PC {VGA
MCGA. Requires 640k Ram AT or compatible. Supports
AdLib™ Roland™, Soundblaster™ and SoundMaster™11
sound cards. Hard drive required.

T™ & & ‘ILII LucasArts Entertainment Company. Lucasfilm Games i8 a

trademark of Lucasfilm Ltd. Monkey I:-»..iu-. 2. I-“l:ﬂsnl‘ts-

LeChuck's Revenge 13 a trademark of LucasArts
Entertainment Company. All rights reserved.

e * -
nl A serious PC experience
U.S. Gold Ltd., Units 2/3, Holford Way, Holford, Birmingham B6 7AX. England Tel: 021 625 3366
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Who can save
Civilisation from
destruction?

Who else? It has to be Indy.

It all began a few thousand years ago, when Atlantis
sank to the ocean bed. With it, the secret of the most
destructive force on earth also sank without trace. Or did
it?
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There it lay undisturbed for

centuries. Until the Nazis

rediscovered the Kingdom.
Now it will only be a matter

of time until they have a

bomb so powerful it

will draw Waorld

War Il toa
conclusion. Schnell!

Enter the man
with the funny hat
and the bull whip.

Along with Sophia, his
trusty side-kick, the world's future rests on their
shoulders.

Iz this too much to ask? No way!

Join the intrepid duo in dazzling 3D with full music
and sound effects as The Fate of Atlantis and the world is
decided.

So, here goes!

Available on: Amstrad and
C64 Cassette & Disk, Spectrum
Cassette, Atari ST, Amiga; PC
and Compatibles.

@ £ 1992 LucasArts Entertainment Company.
All rights reserved.

You're about

to enter
“Another World”

It was a one-in-a-million chanece. But it was about to
happen.

Young scientist Lester Chaykin was busy
pxperimenting in his laboratory. He'd just reached a
crucial point in a test on sub-atomic particles, when zap,

a bolt of lightning struck and Lester
was teleported into a different
dimension. Into Another World.

He was on his own, against an
unknown guantity.

From the designers of
Future Wars - Another World
took two vears to create. And
it's easy to see why.

There's zoom, panorama and o - _
close-up shots, as well as a unique polygon animation
technique for fluidity.

Delphine's in-house
recording studios provide the
finishing touch.

Quite simply, you ain't seen
nothin’ yvet.

Available on: Atari ST,
Amiga (32 colours) & PC (CGA, EGA, VGA, Tandy ®,
AdLib™ & Roland™).

(ELPHINE

[SOFTWARE]

© 1991 DELFHINE SOFTWARE.
All rights reserved.

1ol A serious PC experience
| =

"I SCREENSHOTS ARE ONLY INTEMDED TO BE ILLUSTRATIVE OF THE GAMEPLAY AND NOT THE SCREEN GRAPHICS WHICH MAY VARY
4 CONSIDERARLY BETWEEN DIFFERENT FORMATS IN QUALITY AND APPEARANCE AND ARE SUBJECT TO THE COMPUTERS SFECIFICATIONS
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13 NEWS

US Gold release the first Amiga
screenshots of Streetfighter 2 and
Anco prepare for Kick Off 3's, er,
kick off. PLUS news on Dune 2,

Sensible Soccer V1.1 and Gunship
2000!

21 LETTERS

It's payback time! The One's read-
ers load both barrels and let rip!

25 ONE ON ONE
Brett Sperry, boss of Westwood
'Beholder 2' Studios, pops across
the pond to have a chat...

29 THE END!

No, don't get worried - it's just a
feature about end-game
sequences, where we reveal the
rhyme and reason behind some of
the recent past's more memorable
examples. Phew!

PROGRESS

The Bitmaps finally take the wraps
off their CHAOS ENGINE, US Gold
invite you to participate in its LEG-
ENDS OF VALOUR and David
Braben ponders on the future in

nt

Dls.(s .I.III-II.IIB

Not one... Not two... But - yes! -
three prime n' juicy disks brim-
ming with top stuff, including
playable demos of Team 17's
Assassin and Virgin's K.G.B.!

the final leg of our massive ELITE 2
saga.

48 WIN A MULTIME-
DIA AMIGA!

51 REVIEWS

Look yonder for the full run-down
of this month's goodies but suffice
to say that they're hot, hot, hot!

87 KILL ZONE

No longer detachable, but still a
damn fine read.

104 CHEAPOS!

Got some loose change
burning a hole in yer pock-
et? Then cast your eyes
over these offerings...

109 DIARY OF A
GAME

Braybrook's back - and he's
baaad!

THE CHAOS ENGINE......33
Slipping through the barbed wire and sneaking past the
drooling Dobermans, Gaz Whitta managed to infiltrate

Bitmap Central and brought back this exclusive report on
one of the most eagerly awaited games of the year!

114 PD ZONE

Cheaper than Cheapos,
there's some right little
crackers on offer this
month, including a brilliant
Donkey Kong clone!
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COMPO.......48

It's time to think about the
future, and that's why Psygno-
sis are offering this superb
Amiga CDTV complete with
add-on keyboard and floppy
drive as the prize in their great
Beast 3 compo!

KILL ZONE....87

You may not be able to pull it out
this month, but you still can't beat
it. Some of the best tips this side
of Spatula VI, planet of the tip-
sters. Highlights include a Dune
guide, Lure of the Temptress hints
and tips and the start of our Eye
of the Beholder 2 complete solu-
tion. PLUS the shock departure of
Dr Upchurch from the Surgery!

120 PREVIEWS

Gary Whitta shows you what's
coming your way in the future -
and you don't even have to cross
his palm with silver!

123 GAMES INDEX

It's big, it's beautiful and it's totally
invaluable to the beleaguered soft-
ware hunter. Yes, the cream of the
releases from the last eight
months or so is here for your
perusal.

PUTTY.........52

Something like four centuries in
the making, System 3 finally
launch the game starring their
perfectly pliable platform hero.
And - hooray! -it's a right hoot!

f' .

LEGENDS OF VALOUR............43

US Gold is saying that this'll be the ultimate RPG of all time. And the
interesting thing is it looks like they just might be right!

THE ADDAMS FAMILY TIPS ET

63
104
33

Cowe s Js |

EYE OF THE BEHOLDER 2 TIPS

]
F-9

122

120

121
170

LURE OF THE TEMPTRESS TIPS 98 |

MONKEY ISLAND 2 TIPS 0

12
60
52
120
122
68
14
105
105
16
79
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RAINBOW COLLECTION

9.99

AUGEY WORLD CUP  THUNDERHAWEK

8.99 9.99

8.99

MECROPROSE GOLF

13.99

ELITE

10.99

Amiga Software --—- Games marked (NOP) will not work on the AI'I."HGA AS500 PLUS or AMIGA 600 uu'“‘;ﬁ;:ﬂ.&"ﬂnnvé’::g'ﬁ
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ANOTHER WORLD ...

APIDY A

AOUAYENTURA

AAKARDID T ...

UR-GEDDON
AEHES OF EMPIRE .
B1T FLYING FORTRESS

BARBARIAN 2 (PEYGHOSIS) .. 16.99
BAT 3 2259
BATTLE ELE (NOP) ,._,,.... 18594
BATTLE ISLE DATA DISK 1499
BATTLE OF BRITAIN OVS .

BATTLECHESS 3

BILL'S TOMATC GAME
HIRD’S IZIF PBE'I"[1 MEL] .

UE ll
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CRUISE FOR AWRP&E 4= 1
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PLAYER MAMAGER
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MAN UTD EUROPE

9 99 11.99

WOLFCHILD

12.99 24.99
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SPEEDBALL 2
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WHEELSE OF FIRE COMPILATION

7.99

FLAMES OF FREEDOM WONDERLAND

T.N.T. COMPILATION

9.99

KICK OFF 2

13.99 8.99

DELUXE PAINT 3 PRINCE OF PERSIA  SIM AND POPULOUS SCRABBLE DELUXE

16.99

9.99

REALME

9.99 989

LE
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MAGIC POCKETS 880
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THIEVES, FISH, CORRUFTION| 15.98
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MEGA LD MARA + FIRST SAMUA 1940

MECO& SPOATS EIJIIHER ﬂi.HE51 ki
WINTER G
MEGA TWINE
MICROFROSE
MEFAHTER

MOMSTER PAGH T (KWLM Gaus
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PACMANIA
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PNEETHEAHH DESK ‘I'DP‘
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PARAGOL STARS

-nn:-u

PITFIGHTER . s rimre e S iign v
PLAN & FROM OUTER SPACE ...
PLAYER MAKNALGEF
POCLS OF DARKMESS
IPOFLILOUS & SIM CITY

ATA DIESK |
POWERWORKS |IIA.IPLMI PLLE
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1 el
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QUARTERBACK TOOLE
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FISTS OF FURY COMPILATION

9.99

JIMMY WHITE

14.99

EZENON 2

599

POWER UP COMPILATION

9.99
- _?_ 'ﬂ_‘;

OH NO! MORE LEMMINGS

9.99

LEMMINGS

13. 99

F15 STRIKE EAGLE 2

14.99

LOTUS TURBD 2

‘H 99 11.9 99

[— -..-..-..,.i‘ I

TITUS THE FOX

9.49

CAPTIVE

6.99

HEIMDALL

11. 99

LR AEE TR

SPACE CRUSADE

11.99 1'2. 99

LCFT. DESERT

9.99

LILTIMA 5

10.99

JACK HICKLAUS

6.99

SFIRIT OF EXCALIBUR

9.99

SUPREMALCY

9.99

| (CLEAR BASE) WITH

'EEL‘ﬂET i]F THE SILVER BLADE {1 MEG) 1988 AUTOFIRE AND

SHADOW DARCER 16,5 SLOW MOTION
SHADGW OF THE BEAST § WITH BHIAT 1055 10.99
SHADOWLANDS.. 18.43 | TAH B

EILENT SERVICE 3 11 E) (HOP . o %E;g “

Sild ANT i e ST 5.

SiM CITY ANCIENT CITIES, . Y QUICKJOY
&M CITY FUTURE WORLDS .. T

S8 CITY TERRAIN Emw A58 JET FIGHTER
SKYFOX (NOP) o T 11.99
SPACE CRUSADE .. 1258 "
SPACE HARRIER e

sn-c! nunnip 22 90 QUICKSHOT1114A
.I-l. aaLL 3 e | TURBOD 2

EFELLBOUKD e — 19,99

BTARLSH . .. 16,99

STEWE DAVIE SNOOKER | 188

STORM MASTER A

gk

STREER
SUPER HARGD oN
SUPER S5PACE INVADERS

| QUICKSHOT128F

BUPREMALY .. MAVERICK 1
e o aiia 12.99 L
T.H.T (APE, HARD DRIVIN', TOOBIN,
DRAGON SPIRIT, XYBOTS] (NOF) .. 1 QUICKSHOT
A | e

RAER (NOW}; i 9.99

QUICKJOY
MEGASTAR |
19.99
QUICKSHOT
EPOATE BASEBALL . 155
TV WIN ] AVIATOR
L , 22.99 -_
:;“im‘ B i1 MEG) .. o B |
LICKJOY
UTOPIA HE: rm\' wuHLns DlT:::EI.G iy TOP STAR
wms rmpmmmu 18.99
VROOM DATA mau
[ | QUICKSHOT M=
INTRUDER 1 Smd o
22.99 e

I M‘-m

WHERE M TIWE iS5 CARMEN 3“ I]IJI

[EDLCATHOMAL DETECTIVE EI:'P“‘QERT} - 3

W-.‘[ﬁ"&ﬁl.‘é’ﬂ 1’1‘32‘.&; Tk QUICKJOY FOOT PEDAL |
(HIGHLY RECOMMENDED)

18.99
STARFIGHTER REMOTE
WITH TWO INFRA-RED
JOYPADS

29.99

\’II.'-'JlIDl'r i - BAKE OF THE COSMIC

PRAOCESS0A {1 MEG)
HM WRESTLIRG ..

MEQABLAGT




Over 100,000 people have joined Special Reserve
The club with no obligation to buy

Tel. 0279 600204 for a free COLO R catafogue

CITIZEN SWIFTB .................... ....134.99

WITH COLOURA KIT, % PIN, B0 COLUMMN, 192CPSMBNLE, ANLGA DRAFT FONT, 24
MTH WARRANTY. A B PN PRINTER WITH COLDUR FACILITY AND FULL PAPER

WANDLING FUNCTIONS.
FREE SPECIAL RESERVE MEMBERSHIF, FREE PRINTER LEAD & FREE COLOUR KIT
cITEEN 12ﬂD+ AR R AR RN LN 129'99

8 PIN, 30 COLUMM, 144 CPSR2EMLO, 2NLOA DRAFT FONT, 34 MTH WARRANTY.
HIGH QUALITY MOMD PRINTER
FREE SPECIAL RESERVE MEMBERSHIP, FREE PRINTER LEAD

CITIZEN 224 .........224.99

WITH COLOUR KIT, 80 COLUMH, 163CPSBALG,
JLGH DRAFT FONT, 24 MTH WARRANTY. 24 FIN
LETTER, GUALITY PRINTER WITH EXCELLENT
GRAPHICS (60X350 D).

FREE SPECIAL RESERVE MEMBERSHIP

FREE PRINTER LEAD

FREE COLOUR KIT

CITIZEN SWIFT 24E ................ e 7499

WITH COLOUR KIT, 24 PIN, B8 COLUMM, 216CPET2L0, BLOM DRAFT FONT, 24
MTH WARRANTY, ADVANCED VERSION OF 224 WITH HIGHER SPEED, MORE
FONTS AND SPECIAL LCD CONTROL PANEL

FREE SPECIAL RESERVE MEMBERSWP, FREE PRINTER LEAD & FREE COLOUR KIT

STAR LC24-20...... 204.99

B0 COLUMN, 192CPSE4L0,

BLOYT DRAFT FONT, 13 MTH WARRANTY.
24 PN QUALITY AT 8 PIN PRICE

FREE SPECIAL RESERVE MEMBERSHIP,
FREE PRINTER LEAD

| CANON BJ-10EX
BUBBLE JET ......229.99

B4 NOFZLE, B0 COLUMN, 300 CPS 2L0M DRAFT
FONT, 12 MONTH WARRANTY.

A SMALL, PORTABLE PRINTER, VERY QUIET
¥ET GIVING OUTSTANDING PRINT QUALITY,
FREE SPECIAL RESERVE ME

FREE PRINTER LEAD

RIBBON FOR STAR LC20 ..............598 RIBBON FOR SWWFT 8 OR 120D+ ..6.99
AIBBON FOR STAR LCROO ..., RIBBON FOR SWIFT 24 OR 224 ..., 6.9%
RIBBCH FOR STAR LE24-20........6.00 RIBEON (COLOUR) FOR SWIFTS . 17.98
IICKLALS RIBBON (COLOWAR) FOR LCI00 1080 MK CARTRIDGE FOR BJ10EX ... 19.88
99 DUST COVER FOR 80 COLUMN PRINTER [CLEAR PVC) 459
PRINTER LEAD (PARALLEL) FOR AMIGA, ST OR PC T
: TILT AND SWIVEL STAND FOR MONITOR OR TV ... 488

PHILIPS CM8833 MK 2

COLOUR STERED MONITOR POR ALGA
OF ATARI ST. OME YEARS ON-SITE
MAINTEMANCE INCLLFDED.

OFFICIAL UK YERSIOM zn?.qq

FREE F18 STEALTH

FREE MEMBERSHIP

TV TUMER FOR PHILIPS CABABEID MK
MONITOR ONLY (TURNS THE

MONITOR INTO A TV) ... -1
MONITON LEAD - ABSLA
TO PHILIPS CMABBII I .. T

PHILIPS 3332 15" FST

COLOWA TELEVISIOMMONITOR FOR
AMIGA WITH REMOTE CONTROL,
AUTO PROGRAMMING AND

TWO YEAR WARRANTY
(120 ron mecaave 2 18,99
| oR sUPER NES)

FREE SCART LEAD (STATE AMIGA)

FREE MEMBERSHIF
SCART LEAD - AMIGA TO TV WITH SCART

INPUT [GIVES MONITOR QUALITY
METURE) ... -rcimsieee st LI

GOLDSTAR 14"

TELEVISIONSIONITOR WITH REMOTE
CONTROL AND SCART INPUT FOR AMIGA
[ALSO FOR MEGADRIVE OR SUPER NES)
FREE SCART LEAD AMMGA TO GOLDSTAR

159.99

DUST CD"'EH FOR MOMITOR

FREE MEMBERZH®

Game Gear

WITH

SONIC THE HEDGEHOG
SEGA MAINS ADAPTOR
FREE SUPER MONACO GRAND PRIX
FREE SPECIAL RESERVE MEMBERSHIF

129.99
ﬁgstendo Super 149.99

+ CONTROLLER AND SUPER MARIO WORLD
FREE SECOND CONTROLLER & STEREOQ LEAD
FREE MINTENDO MARIO GAME & WATCH
FREESPECIAL RESERVE MEMBERSHIP
FREE ©5.00 REPLAY VOUCHER

ADDANS FAMILY
F-ZERD ;

SPECIAL RESERVE
REPLAY VOUCHER
WORTH £5 AND

FREE MEMBERSHIP
WORTH £6.99
WITH ANY SUPER
MNES GAME

IU-\.,-_ SOCCER
SUPER TENNIS 37,99
UM SQUADRON ..o immams

-

GVP HD8+ 52 MEGABYTE
AMIGA HARD DAIVE (SERIES W)
WITH EXPANSION SLOTS TO
UPGRADE AMIGA FAM TO B MEG

GVP 2l MEG AMBOLA RAM EXPANEION
(SIMME FIT |N GVP HARD DRIVE

TO EXPAND AMIGA BY

2 MEG OR 4 MEG RAM)

80.99

ASD (WITH BART) ABIGA 512K RAM
EXPANSION GEMNUINE ITEM WITH CLOCK
FREE BART SIMPSOMN GAME . i -8
1 MEGABYTE AMIGA RAM LIPGRADE
(TO 2 MEG) FOR ASGD PLUS .
| MEGABYTE AMBGA RAM UHJFH-DE
(TO 2 MEG) FOR BBO00 ....coximrarararasrsrsimmsesess
S125 AMIGA RAK WITH CLOCE
512K AMIGA FAM NO CLOCK .. R
__,_' e ,.-" EXTERNAL 38" ISK DRIVE FOR AMIGA

V... | L WITH EDONY/CITIZEN DRIVE HECHANISIA

| QUIET, HIGH QUALITY, SLIM. .

REPLACEMENT AMIGA POWER SUPPLY ...

TECHOPLUS AMILA STARTER PACK
(AMGE, PRINCE OF PERSIA, QUICKEHOT

131 JOYETICK, DUST COVER, MOLFSE PAD,
FILE-A-DISK RECORD SYSTEM, DISK
CLEAMER, 5 BLANK DISKS] ...

{IMCLUDES VACUUM)
19.54
HAKSHA AMIGA/ST
MOUSE WITH
OPERATION STEALTH
2499

SOUK MOUSE FOR
AMIGA OR ST

12.99

SPECIAL RESERVE MOUSE MAT
y IYDEC TRACKBALL
24,59

SCREENBEAT
STERED SPEAKERS
FOR AMIGA DR PC. REQUIRE 4AA BATTERIES DR
MAINS ADAPTOR. DESIGNED SPECIFICALLY FOR
COMPUTERS INCLUDING uouuﬂm FDH

ATTACHMENT TO MONITOR. - 1988
MAINS ADAPTOR FOR
SCREENBEAT SPEAKERS .......oocoviriiiererrmesisn 798
AMIGA BOUMD EMHANCER (BOOSTE SOUND) NP, K ]
TECHNO SOUND TURBO SOUND SAMPLER FOR AMIGA |H¢LUDES
LEAD FOR ATTACHMENT TO WALKMANTISCMAN. .......... R 1
TECHOPLUS WMIDI CONMECTOR AND CABLES
FOR AMIGA JINCLUDES MUSIC X JUNIOR SOFTWARE ........... ... 398

POWER SCAN HAND SCANMER FOR AMMA
TRUE GREY SCALE INCLUDES SBFTWB::E

PREMIER CONTROL
CENTRE FOR
AMNIGRA BOO

(BTEELSTAND WITH

EXTRA SHELF FOR

EXTEAMAL DISX DRIVES ETC PLUS CABLING FOR
EASIER CONNECTION OF JOYSTICKSMICE)
34,99

PREMIER CONTROL CENTRE FOR AMIGA A5S00 OR AN FLUS ..o

HI-Fl LEAD - AMIGA TO STANDARD PHONO INPUT
POPULOUSFALCOMN LEAD (NULL MODEM CABLE) . e, SO
RF SWITCH FOR AMIGA, 5T OR CONSOLE (SWITCH BETWEEN

TV AERIAL AND GDIIF'U'I'!FI WITHOUT DISCONNECTING) .

SCART LEAD - AMIGA TO TV WITH SBCART INPUT
{GIVES MOMITOR QUALITY PICTURE)...

Open to 8pm Weekdays

and to 5pm Weekends

ANNUAL MEMBERSHIP
UK £6.99 EEC £8.99
WORLD £10.99

We only supply members but yo

PLUS E'I'EHY ISSUE CONTAINS
£30 worth of money-off coupons

10 Sa%e EVen ¢ off our amazing prices.

yNE, B

1BM CD ROM.

Best Service, Best Prices, Biggest Sa

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

NEW AMIGA 600
DELUXE PAINT 3,
MYSTERY GAME DISK,
BUILT-IN TV MODULATOR, 1 MEG RAM EXPANDABLE
TO 2 MEG, 12 MONTHS IN-HOME SERVICE GUARANTEE.
FREE SPECIAL RESERVE MEMBERSHIP

AMIGA 600 HD 439 99
INTERMAL 20 MEG HARD DRIVE L]
BUILT-IN TV MODULATOR,

1 MEG RAM, 12 MONTHS IN-HOME SERVICE GUARANTEE.
FREE SPECIAL RESERVE MEMBERSHIP
HARDWARE PRICES INCLUDE VAT AND DELIVERY TO UK MAINLAND

WE CHLY SUPFLY MEMBERS BUT YO CAN ORDER A3 70U JOM
THERE |15 A SURCHARGE OF 50p PER GAME OM TELEFHONED DRDERS
(PLEASE PRIMT IN BLOCK CAPITALS)

THE ONE 22

A

DUST COVER FOR AMIGA (CLEAR F"-l'l:]
R i DELUNE DISK BOX

3.5 (o), LockasLe, [al 143 - Duskette Bex
‘s NVIDERS
10399 (1
BANY DISK BOX v i
—

15" (B0} STACKABLE
.99

Mame, T

Posicode

D4SK BOX .57 (10 CAPAGITY) .........1.
CISK BOX 35" (40 CAPACITY)
LOCEABLE, DIVIDERS ... - L
[45K BOX 315" (80 Cﬂml"ﬂ
LOCKABLE, DWIDERS ... a0
DISK BOX 357 (100 I::A'Fm::rn;

1 LOCKABLE, DIVIDERS ...................00
| 35" DISK HEAD CLEANER ......... 309
1.5" DSDD JVC DESK WITH LABEL .. —— 1 |
PACK OF 80 JVC 3.5" DSOD DISKE WITH LABELE ...o..coooeeremeermerersmrrerense 20

Nintendo Super
NES with

" Scope 6 and

3™ Super Mario

B world 199,99

WITH NINTENDO SCOPE 6 LIGHT
GUN

PLUS & GAMES FOR USE WITH
SCOPEG

PLUS SUPER MARID WORLD AND CONTROLLER
FREE SECOMD CONTROLLER & STEREQ LEAD

FREE SPECIAL RESERVE MEMBERSHIP

FREE £5.00 REPLAY YOUCHER

Maching type

T :Enter membership numiber (if applicabla) ar
:h'l_aﬂbi.‘_';ihﬁ‘- £6,90 UK, £8.99 EEC, £10.99 Workd
]
]
]
jitem
]

jlem

Ram —— = n

1
il M

] [
IAL,L PRICES INCLUDE UK POSTAGE & VAT |E
I

. 'Cr-e»ql.g PO AGE e-z-ﬂ.'laglywu- Swilch/Visa  Swibch |55ue No

INEEEHAREREREEE N

I Gredi card
|a=|:-r§.- date___ Ll wite s v R
Icnaquas payable to; SF‘ECIAL FIESEFW’E
1 P.O. BOX 847, HARLOW, CM21 9PH

| Overseas Ordevs: EEC software orders - no extra charge
1 World software ongders please add £1.00 per Ram
i
i

Hon-softwane ilems please add 10% EEC or 25% World
Oversess orders must be paid by credit card.
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LOADING YOUR DISKS

(1) First of all you'd better sit back and try to decide which one of the THREE disks you are going to load up first. There's so much quality simply
oozing from them that it might be worth your while nipping out and buying another two Amigas so that you can play all THREE of the fantastic disks

simultaneously. (I think we've milked the three disk stuff enough now - Ed.)
(2) Insert the selected disk into the drive slot on your Amiga.
(3) Turn on your Amiga.

(4) If you've opted for Assassin or KGB then the disk will run automatically. If you've chosen your Amazing Extra Disk, then there's yet more decid-
ing to be done. A menu will appear from which selection is made by pressing the appropriate function key or clicking with the mouse pointer.
(5) When you've finished playing your way through all the disks you'll realise that it's probably October 215t - and time for the next magazinetastic

issue of The One.

Tearn 17 are gearing up for their bus-
iest period yet, with Superfrog, Body
Blows, Overdrive and Alien Breed 2
all scheduled for release within the
next six months. First up, though, is
Assassin, a Strider-inspired pure
arcade blaster which, funnily
enough, what you'll find demo’d
here. It's been especially created by
Team 17's ace programmers just for
all The One's readers.

This demo gives you two minutes
to explore this specially prepared,
not-found-anywhere-else level, There
is no mission objective, end-of-level
sequence, speech effects or scoring
but it is impossible to die so there's
plenty of time to have a good nose
around, get a feel for the game and
beat up some of the bad guys.The
final version boasts five huge levels

ASSASSIN.....

covering 1500 screens with numer-
ous speech effects, massive end-of-
level guardians, six mega-weapons
and intelligent and progressively
maore difficult enemies.

Upon loading you will be present-
ed with a series of text screens and
static screenshots which give Team
17 a chance to beat the drum about
the full game. Be patient and admire
the pretty screenshots. After this it is
onto the demo proper and the assas-
sination can begin.

CONTROLLING THE ASSASSIN
Move the joystick LEFT and RIGHT to
enable you to run in the relevant
direction (innovative, eh?). Pushing
UF will cause the Assassin to jump
and pulling DOWN makes him
crouch.




Jecid-

tastic

COVERDISKS\J‘

L

Hang on, hang on. We can't start until you're all here. You
see, the majority of readers passed out when they saw
the strapping THREE disks prestigiously sellotaped to the
front of the magazine. Does anybody carry smelling salts?
The sooner you pass them around, the sooner we can
begin because, believe me, it's going to take some time to
guide you through the wonders of our THREE disks. (Did
we mention the THREE disks...?)

The Assassin is quite a versatile
person and will interact fully with
any background scenery, swinging
and climbing on anything he comes
across. This method of control is
guite instinctive and within seconds
of play you'll be leaping around the
forest without a care in the world.
Whilst hanging by his arms or climb-

ing, the Assassin is also able to per-
form a somersault and leap onto an
above ledge by pushing UP or one of
the UP-diagonals.

With the FIRE button pressed and
the joystick centred the Assassin will
throw a boomerang in the direction
faced. If the joystick is moved in any
direction with FIRE fire button

pressed, boomerangs will
be dispatched in that direc-
tion. He can throw whilst in
any position although he

| cannot throw whilst mov-
ing.

If you have collected any
' pods that allow access to
l the special ‘mega weapons’
then a third, special control
i mode can be activated. This

is achieved by pressing the FIRE but-
ton and pulling down whilst on a
solid surface. A power-bar at the top
of the screen will light up and the
‘mega weapons’ available (there are
only two in this demo) will cycle
through, allowing you to release the
button when your selection is lit up
{at the bottom of the screen). After
selecting and activating one of the
‘mega-weapons' the Assassin char-
acter will remain stationary until the
catastrophic effects subside and it is
safe to carry on.

You can scan the surrounding
area by crouching down on a solid
platform and pullinh DOWN on the
joystick with the FIRE button
pressed. Whilst in this mode you can
press UP ar DOWN to view the area
immediately above or below your

position so you can look before you
leap.

Dotted about the landscape there
are also various power-ups which
directly affect the boomerang's
movement and strength dotted, so
keep an eye out for these. Most are
dropped by the enemy when killed,
and you can shoot the icons to
change their exact specification,
allowing you to pick and choose
your power-up.

DEMO'S END

At the end of the demo there’s a
slide-show of forthcoming Team 17
releases so sit back and enjoy. To
play the exclusive level again you can
either sit through these pictures
or reboot. The choice, as they
say, is yours.

100 8
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(1Mb Only)

After the spot of mindless violence
that is Disk A, we move on to the
only slightly less viclent world of the
K.G.B. The game is a graphic adven-
ture which takes place in Moscow
and Leningrad in the days leading up
to the notorious August coup. You
play former G.R.U. Captain Maksim
Rukov, who has been transferred to
Department P of the K.G.B. 2nd
Directorate in Moscow. Dept P was
set up during the heyday of Pere-
stroika, its function to investigate
possible cases of K.G.B. corruption,

This absolutely EXCLUSIVE demo
begins with a routine investigation
of a murder; your involvement being
required only because the victim is
ex-K.G.B. Your superior officer Major
Vovlov sends you to investigate the
scene of the crime and it is from here
that you can search for clues and
question suspects. This demo allows
you to play part of the way through
this initial investigation and serves
as an excellent taster of the full
game.

PLAYING K.G.B.

K.G.B. uses a standard point-and-
click interface, with all actions being
accessed by the mouse.

MAIN GAME SCREEN
TOOLS - Saving, loading, etc.
MAP - Shows a layout of the current
location, with places visited so far.
WAIT - Instructs Maksim Rukov to
wait
REPLAY - When selected the box

will open to reveal a left and right
arrow, The left arrow will allow you
to recap recent play, whilst the right
arrow will cycle forward.

OBJECTS - When activated the game
screen will become minaturized and
the Object Screen will open up show-
ing any objects currently being car-
ried. From here objects can be
manipulated via the Object Pointer
Box {(summoned by pressing the
right mouse button).

OBJECT POINTER BOX
Whilst here it is possible to:
USE - This allows you to use an
object which needs no other in order
to work (e.g. matches). Select this
option and click on the desired
object. 7
DESTROY - Take this option and click
on the object you wish to throw
away.
LOOK - Select this option, then on
the object you wish to inspect.
TAKE - Click on this option, then on
the object you wish to manipulate.
Having takem an object, you can
then:

- Drag it onto another object (to
use one object on another).

- Drag it onto the picture of the
player (to use an object on yourself)

- Click on the small centre-bottom
screen window to switch back to the
Main Game Screen. The Intelligent |
Action Pointer will now be in the ¢
form of the object. Just click on an
item or area of the screen to use the
item there.
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AMAZING
EXTRA

FIREFORCE

Violence on a platel In this fully
playable demeo from |.C.E we pre-
sent an ENTIRE LEVEL packed with
things to kill. I'm a touch worried by
all this graphic killing we're supply-
ing you so on next month's disks
we'll be giving away a knitting
machine simulator and a complete
flower arranging construction kit.
But all that's to come - you lot want
to know about how to get started,
don't you?

HOW TO GET STARTED...

First of all you'll need either to select
the top name on the roster by click-
ing on his stripes or enter your own
name (or someone else’s, if you pre-
fer) for that personal touch. Once
this has been done, it'll be off to the
mission briefing where you'll be
given instructions on the task in
hand. If you need more information
then a quick click on the °I' icon will
call up another screen with more
detail. Clicking on the Roster box
will take you back to the first screen
and clicking on the Armoury box will
have no effect whatsoever as this
feature has not been included in this
demo.

Once you're in the game prop-
er you'll notice that the game plays
like a beefed-up Green Beret with
the player running from left to right.
However, unlike the aforemen-

tioned old arcade monster, Fireforce
allows you to enter and explore
buildings by pushing UP whilst stood
outside the doors.

The first weapons available are
the Knife (selected by pressing F1),
the Rocket Launcher (F3), the Rifle
(F5) the Plastic Explosive (F7) or
Grenades (F9). Once the plastic
explosives have been dropped they
can be detonated by pressing the
number corresponding to the order
they were dropped in (i.e. if two
have been dropped, pressing ‘2" will
detonate the last one placed). The
energy bar will rapidly deplete once
the enemy soldiers start shooting at
you but pressing the HELP key will
activate your Medical Kit and replen-
ish some lost energy (use wisely as
there is only one kit available).

It is possible to shoot in most
directions by holding down the FIRE
button and moving the joystick so
finishing off bad guys on high plat-
forms is no problem. Unfortunately
ammunition is not unlimited but it is
possible to search bodies and nick
any weapons they happen to be
holding by pressing the SPACE bar
whilst stood owver the ex-living
matey. A scrolly window will appear
showing what you are holding, how
much you can carry and what items
are available to pilfer. Mover the joy-
stick cursor over the wanted
weaponry and push LEFT or RIGHT to
either take or leave what you want.

COVE

CYBERNETIX

THE FIRST BRTTLE

r

|| DNE PLRAYER |

Teill PLAYER

HOW TO PLAY RERD ME

Regular readers may remember the
rather fab game Microbes, present-
ed with the May issue of The One.
From the same team comes an even
better blaster, which follows the
same lines as the old Williams' clas-
sic Defender, with a bit of Sinistar
mixed in for good measure, Cyber-
netix is an arcade shoot-"em-up
which is, we believe, one of the best
Shareware games to grace any-
body's coverdisk - ever!

The object of the game is to clear
each sector by destroying all alien

craft. A number of asteroids appear
in every sector and will, when
destroyed, release a blue crystal
which increases the player’s score by
100 points. If you hang around for
too long the aliens will attempt to
collect the crystals themselves, If an
alien collects two of these crystals it
can be destroyed to reveal a power-
up which can be picked up to
increase your firepower.

The computer will alert you of any
attack waves and they will become
clearly visible on the radar in the top
centre of the screen. Should you not
clear these waves within a certain
amount of time an Assassin will
appear who is basically a super-fast
alien requiring several shots to kill.

A number of special levels crop
up now and again, pitting you
against Alien Spacestations and
Alien Motherships. But don't worry,
the objective remains the same -
waste them before they waste you.

INSTRUCTIONS

The controls for Cybernetix are
unusual and may take a few years to
get the hang of. Basically the ship
will move in any direction that the
joystick is pushed in and - get this -
pressing the FIRE button will cause
your ship to fire (7) Why on earth do
these game designers insist on try-
ing ‘new things’ all the time. This
won't catch on, will it?

RDISKS

SUB ATTACK
(1Mb Only)

Sub Attack is an arcade conversion.
It is, honest. Does anybody recall the
old Atari coin-op which unique and
innovative features included a amaz-
ing periscope stuck to the front? Fan-
tastic! The gameplay features
astounded the arcading world and,
it is rumoured, the machine is a the
grandfather of Streetfighter 2.
(Hmmmm... - Ed.)

WHAT'S IT ALL ABOUT?

The object of the game is to destroy
the various enemy craft that dash
from side to side of the screen. Tor-
pedoes are aimed using the mouse
and fired by pressing the FIRE button
although the distance the weapon
needs to travel needs to be taken
into consideration (if a ship is at the
top of the screen the torpedo should
be aimed quite a distance in front).
Only one missile can be in the water
at any time.

If a vessel reaches the opposite
side of the screen then the ‘missed’
indicator increases by one. Should
this reach twenty before the "hit" (it's
a bit like jukebox jury, isn't it?) tally
does then the game’'s over.

Full in-game documentation is
included, as well as details on where
to send your Shareware fee to,
should you think the game is worth

paying for.

WHAT TO DO IF
IT JUST WON'T
no'-—

If your disk fails to load then first
you should try disconnecting all
your other peripherals (printers
and 2nd drives) if you have any
and if that doesn't work then
we're really, really sorry - the disk’s
obviously faulty. What you'll have
to do is pop the disk into an enve-
lope and mail it (with an SAE to
the value of 28p) to:-

The One Coverdisk Returns,

PC Wise,

Unit 3, Merthyr Industrial Park,

Mid Glamorgan CF48 4DR.
-and a brand spanking new one
will be yours within a few days.
If you have any other technical
problems, you can call the PC Wise
Helpline on (0443) 693233
between 10:30am and 12:30pm
weekdays.

THE SMALL PRINT

1. Whilst we here at The One make
every effort to check the coverdisks for
all known wviruses, we can accept no
responsibility for damage caused by
viruses which may have escaped our
attention.

2. The One and its retailers are not
liable for any unnotified changes to
the contents of the coverdisks
which may occur.

18908
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AMIGA CDTV.

£200 OFF IF
YOU PAY WITH

The plastic in question being your trusty Amiga 500, of course. Because if you take it along to your local stockist
and trade it in, we'll exchange it for a new generation Amiga CDTV multi-media
computer pack for only £399.99" That's £200 less than the normal retail price. And

~ remember, that includes an Amiga CDTV player with keyboard, mouse, floppy
disc drive and a 12 month warranty - the whole shooting match. This G
fantastic offer to our Amiga customers closes at the end of September. AM[ A
$o hurry, as they say, while stocks last. And don’t forget the plastic. c DTv

Minitor not included

*TRADE-IN MACHINES MUST BE COMPLETE AND IN WORKING ORDER. OFFER ENDS 30TH SEPTEMBER 1992, AVAILABLE AT SELECTED HIGH
STREET STORES INCLUDING DIXONS AND SPECIALIST INDEPENDENTS, FOR DETAILS OF YOUR LOCAL STOCKISTS CALL FREE O*N 0RO0 GBGAGAR,
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fter all the months of waiting,
Nere it finally is - Kick Off 3 in
Il its glory! The much-vaunt-
ed sequel to you-know-what, which
has been shrouded in secrecy since
it was announced, can at last be
revealed - and it looks like a right
stonker!

Programmer Dino Dini is current-
ly putting the finishing touches to
the game, due out in
October/Movember. Of course, it'll
have to go some if publisher Anco
is to wrestle the football sim crown
back from Sensible Soccer, but on
current evidence that doesn’t look
like such an impossible proposition.

Dino claims that the game has
been completely recoded from
scratch (Kick Off 2 was just a
tweaked version of the ariginal with
new features), with all-new graph-

ics, presentation, control mode... It's
a whole new ball game, as the
enthusiastic presenters on Sky are so
keen on saying at the moment. The
most notable of the new features
are the selectable graphic styles -
you can now play on a vertically or
horizontally-scrolling pitch, and
choose the size of the player sprites
and can either opt for little minia-
ture guys as before or have big,
beefy console-style characters with
extra animation and detail. The
screenshots here show how differ-
ent the game looks to the previous
two.

In addition, the teams now come
equipped with new tactics and intel-
ligence, and players can speed up
and slow down as they run - the
slower they go, the more control
they have over the ball at their feet.

i

The rest is more of the same -
selectable kits, aftertouch... You
should all know the drill by now.
We're a little sceptical about a
couple of the game's prospective
features, not least the one that, if
selected, has the computer toggling
between the large and small graph-
ic modes at ‘opportune’ moments.
It's one of those features that will
either work brilliantly or be a com-
plete shambling parody. We can
only hope that it'll be the former..,
But, of course, it's too early to judge,
and we’ll be saving our official com-

ments for the review, coming soon.

But that's not all. Fuelling the
“Which is best?' controversy still fur-
ther is the news (or, more accurate-
ly, rumour) that Sensible Soccer 2
may well be on the way. Sensible
Software have admitted they've got
lots of ideas for it, and the undeni-
able success of the first game will
make it a hot financial prospect, but
as yet nothing has been confirmed.
One thing’s for sure, a year from
now the state of play at the top of
the Amiga premier league will be a
VERY different story...

{Above and left) The larger-size player sprites look a darn sight more
impressive than those in the previous two games - how well they move
and indeed play, however, remains to be seen. Oh yes.
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having done great guns on the PC, will shortly be touching down
on Amiga.
First up is Gunship 2000, the sequel to the bestselling helicopter simula-
tion Gunship. The player gets to control up to five helicopters (selected from
' X = - three very different types) on a variety of missions across Central Europe
] = & 14 14 and, of course, the Middle East. A rather smart feature is a Mission Builder
= I . | &5 that allows players to create and then fly missions of their own customised
design. Expect plenty of very serious destruction and plenty of hours learn-
ing how to fly the damn thing.

Following that in the Spring of next year is the latest of Microprose’s jour-
neys into the past, with the WWIl bomber simulation B-17 Flying Fortress.
Based around the same monolithic heavy bomber featured in Memphis Belle,
it's a super-detailed epic in which the player controls each and every mem-
ber of the aircraft’s ten man crew, including pilots, navigators, gunners and
bombers. Missions are flown as part of a bomber squadron from a base in
England over targets in France and Germany. On PC it's a real corker. We'll

f‘.:! B A0 i oo NS have to wait and see how the Amiga version fares, although the graphics
P ; IR BT | seen so far are pretty promising. More soon. i

M icroprose has taken the wraps off two new flight simulators that,

SRR

T T
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{Top) Microprose's Gunship 2000 whipped up a storm on the PC, and now
locks set to do the same when it's released on Amiga this December. A “revo-
lutionary” topographical mapping system has been employed to produce
realistic 3D terrain, with undulating fields, rivers, valleys and mountain
ranges.

{Above) One of the many impressive static screens from B-17 Flying Fortress,
due out next Spring - no shots of the 3D yet, wa're afraid. Pilots can person-
alise their planes by giving them names and sticking saucy transfers on the
side. Just think, if the game is a success, they might even make a film out

of it - except it's already been done. Oh well.
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STRIPTEASERS

...Nice to see that the Amiga 600
has dropped in price to a far more
sensible £299. According to official
sources, sales of the machine across
the UK have rocketed since a hun-
dred gquid was slashed from the
price - proof positive that there's
plenty of life in the old dog yet.
Meanwhile, news reaches us that
the fabled new Amiga "800' that
has been the subject of much spec-
ulation recently, may well be
unveiled officially within the next
month. We'll be there...

...The Amiga version of Electronic
Arts’ biggest-selling Megadrive
game to date, the violent motor-
bike racer Road Rash, was shown
for the first time at the recent ECTS
show in London - and our spies
inform us that it looks and plays
exactly the same as the original. It's
to be released next month at a
price of £25.99...

...Eric Chahi and Frederic Savoir, the
French creators of Delphine's
superb Another World, have just
signed a deal with Virgin Games -
the company will now be publish-
ing the duo's latest game, another
polygon-based arcade adventure
called Heart of Darkness, sometime
next year...

...Titus software is the latest com-
pany to join the budget bandwag-
on - its new £9.99 re-release label is
called Fox Hits, and will include
such old *favourites’ as Crazy Cars |
and Il, Fire and Forget | and Il, Wild
Streets, Arachnophobia, Offshore
Warrior, Dick Tracy, Prehistorik and
a variety of others from the dark
ages of 16-bit gaming. The first
titles should be appearing by the
end of this month...

...21s5t Century Entertainment will
soon be releasing the sequel to its
surprise hit Pinball Dreams. It's to
be called Pinball Fantasies, has
“extra flippers” and is due out
before the end of the year...

...0h, and we almost forgot. Psyg-
nosis will, we understand, very
soon be taking the wraps of its
long-awaited Lemmings 2. No
screenshots of the actual game
have been seen as yet, but there's
a rather nice intro demo going
around the PD circuit, which is basi-
cally a parody of the scene in Ter-
minator where Arnie rips up a red-
neck bar on his gquest for clothes.
It's all done with Lemmings, you
See...

CRYO GENIUS!

On a recent trip to Britain Philippe
Ulrich, the boss of the French com-
pany Cryo which developed the
Dune and forthcoming K.G.B. games,
revealed his plans for future games.

First up is Eden. It's a bizarre strat-
egy game that bases its plot around
the premise that the dinosaurs were
not wiped out by a mysterious catas-
trophe many millions of years ago
but carried on their evolution to the
point where they actually became
intelligent and started developing
their own culture. This saurian soci-
ety is divided into two opposing
sides, the docile peace-loving herbi-
vores and the aggressive carnivores.
Mot only that, but the good ol’ homo
sapiens are around as well, so all the
ingredients are there for a right
ding-dong of a battle. Don't hold
your breath for it, though - it won't
be ready until well into next year.

Also in the pipeline are CDTV ver-
sions of both Dune and KGB. Cryo
have hired actors to perform the text
from the games’ speech bubbles and
refined the animation on the char-
acter faces, so that now they talk to
you and actually look like they're
doing it too! The Dune game will
also feature short animation
sequences digitised from the David
Lynch film. Again, don’t expect to
see much on these before the new
year,

This has got to be the new world
record for the fastest ever follow-up.
With Virgin‘'s excellent strategy
adventure only just released and
doing nicely thank you, the compa-
ny has announced that a sequel is
already well in development. Unlike
the first game, though, Dune 2's not
being produced by French outfit
Cryo (also responsible for this
month’s KGB) but by those nice lads

at Westwood Studios, the team
behind the Eye of the Beholder
games and also, curiously enough,
the subject of this month’s One on
One.

Unlike the more adventure-based
original, Dune 2 is expected to be
more of a managerial experience,
comparable to (if anything) the likes
of Sim City as the two warring hous-
es of Atreides and Harkonnen
attempt to mine as much spice as
possible and blow each other up at
the same time. Beyond that, details
are a little thin on the ground at this
early stage, but don't expect to see
anything this side of Christmas. Until
then, here's a screenshot to tide you
OVer,

WHAT'S BIG,
RED AND
THROBBING..?

Why, a Ferrari, of course. And as luck
would have it, that's exactly the
make of racing car that System 3 has
signed up for its entry into the

already crowded racing genre. Fer-
rari Grand Prix Challenge is an
arcade-based driving game in the
style of old classics like Pitstop 2. Six-
teen Grand Prix circuits and twenty-
five computer-controlled opponents
help to make up the action which,
we're promised, is going to be of a
very, shall we say... graphic nature.
Real-life crashes and explosions have
been digitised to make the on-
screen pile-ups as authentic as pos-
sible. But we're not talking about a
simulation here - this is good, old-
fashioned, viewed-from-behind-the-
car, go-as-fast-as-you-can arcade
action.

System 3's yet to establish itself
with a decent track record for Amiga
driving games - it's hoping that this
will be the one to put it on the map.
The question is how it will shape up
against Gremlin's Nigel Mansell
licence, due out around the same
time and looking very sexy indeed.
Unfortunately, System 3 were reluc-
tant to release any pictures of the
game in action at time of going to
press, so here's a press shot instead.
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Mever before in the history of The One has a single competition pro-
woked such a massive response. We thought that the Kick Off 2 Golden
Goals were the very limit, but the thousands of you have bombarded
ws with your Sensible Soccer Netbusters have proved us so wrong that
we deserve a jolly good caning.

Unfortunately, nmmmmﬂm{mmm

sawed-out set of highlights takes up nearly 150k), we won’t be able to

you each month’s winning goals on the coverdisk. Well, we could,

but you wouldn't get a lot else and you wouldn't want that, do you? No,
of course you wouldn’t.

‘Nevertheless, the competition is going ahead, and the first of the six
winners is Bernie Holmes from Birkenhead, whose classy goals as AC
Milan and Liverpool in the European arena have earned him a coveted
qualifying place for the competition that will eventually send one lucky
winner on an all-expenses-paid trip to see any live football match any-
where in Europe next season!

Like we said when the competition kicked off, it's consistency of excel-
lence that we're looking for - and Bernie's fine goals, which always
seemed to find that far corner of the goal that the keeper just can't get
to in time - did the business nicely. What we'd really like to see, though,
are some good diving header goals. How about it, eh?

If you'd like to join Bernie in the run-up to the computer football tour-
nament of the year, save out your best goals as match highlights (as
many as you like, but remember, they have to be consistently good, not
just flukes - the winners will have to represent The One against other
‘magazines from Europe in a play-off, and we don't want to be shown
wp) and send them to us at: NETBUSTERS, The One, Priory Court, 30-32
Farringdon Lane, London EC1R 3AU. Remember to write your name and
address on the disk or we'll chop it up and send back the bits. Hurryup.
it's one down, five to go...

FREAK OF NATURE!

We have to admit, the response to
our Team 17 Waggle-0-Mania com-
patition, which we launched inno-
cently on the Letters page a couple
of months back, has been nothing
short of AMAZING! We've had literal-
Iy hundreds of entries, but unfortu-
nately most of them failed to achieve
a score higher than last month’s best
effort of 330047. And we were par-
ticularly saddened to see that some
people were so desperate to win the
£150 worth of software that they
actually went to the trouble of mock-
ing up a picture of the Waggle-0O-
Mania screen on DPaint, complete
with monstrously high score! Come
on guys, do you really think we can't
tedl?

Of the honest rest, only a few man-
aged to top last month's best of
330047 - and of those the highest
one, and as such the overall winner,
s Stephen Peck of Harwich in Essex,
whose phenomenal score of 338268
must surely make him some kind of
extraterrestrial being! Congratula-
tions to him, and a very large box of
Amiga games will be in the post very
soon. The competition is now
CLOSED, do you hear? If we have to
take just one more call from Thorfinn
Norjickerrikkson from Finland or
some such person asking what the
current high score is, we'll close the
magazine and go home. You have
been warned.

STRIPTEASERS

..The subject of our ongoing Diary
of a Game, the excellent-looking
Uridium 2, has been snapped up by
Renegade, who hope to have it in
the shops by early 1993. Stay tuned
to The One for the exclusive blow-
by-blow account of how it's pro-
gressing...

...Aand staying with Renegade, the
company has contracted two top
talents from the now-defunct
Strangeways Software to write a
game for them. Programmer Jason
Perkins and artist Robin Levy
worked together on the helicopter
shoot-'em-up Apocalypse (now in
the hands of another team) before
the company’'s collapse, and will
now be producing an arcade game
called Ruff & Tumble, due out mid
to late 1993...

...And STILL with Renegade, we just
heard that Sensible Soccer will soon
be coming out on compact disc for
CDTV and A570 owners at the
irrestistible price of £19.99, And, er,
that's about it...

..Flicking through some back issues
of The One, we noticed rather an
interesting quote from Kick Off
designer and playtester Steve
Screech. “It's going to be at least
three years before another decent
footie game comes out,” he said a
year ago this month. Bet he feels a
bit of a wally now...
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FROM THE MAKER OF
JIMMY WHITE'S
VWHIRLIVWIND
SNOOKER..

GAMES
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RECOMMENDED...

Admittedly it's been a bit of a thin time for quality software recently - we've only managed to find four
games from the last couple of months that we really reckon are worth your hard-earned cash. So here they
are. (By the way, if you're wondering why we've not recommended Monkey Island 2 this month, it's sim-

ply because eve

. e AR

il il &y
BEAST 3: OUT OF THE
SHADOWS (Psygnosis)

Streets ahead of the previous two
games, Beast 3 is a real gem, a top-
notch combination of arcade action,
adventuring and puzzle-solving.
With the company’s traditionally
exquisite graphics shining through
here, the game is, for once, as sub-
stantial as it is stylish. It's a bit more
demanding than the likes of
Harlequin and RoboCod, but never-
theless a game that fans of 'that sort
of thing' will flip their lids over,

90%

FULL-PRICE TOP 40

SENSIBLE SOCCER (Renegade)

PREMIERE (Core Design)

FIRE & ICE (Renegade)

MONKEY ISLAND 2 (US Gold)

FORMULA ONE GRAND PRIX

(Microprose)

CRAZY CARS Il (Titus)

7 OH NO! MORE LEMMINGS!
(Psygnosis)

B ESPANA - THE GAMES 92
(Ocean)

9 DIZZY'S EXCELLENT
ADVENTURES (Codemasters)

10 CIVILIZATION (Microprose)

11 PGA TOUR GOLF +

(Electronic Arts)

12 STRIKER (Rage)

13 LURE OF THE TEMPTRESS

(Virgin)

14 THE MANAGER (U5 Gold)

15 GRAHAM TAYLOR'S SOCCER

CHALLENGE (Krisalis) !

16 PROJECT-X (Team 17)

17 THE ADDAMS FAMILY (Ocean)

18 JAGUAR ¥J220 (Core Design)

19 EPIC (Ocean)

20 JOHN MADDEN AMERICAN FOOT-

BALL (Electronic Arts)

W oE W R -

rybody has already bought it).

PREMIERE (Core Design)

Mot the greatest game in the world,
but a very enjoyable (and original)
one that has the player, as a rookie
film editor, traversing the platform-
based innards of a corrupt Holly-
wood studio to recover stolen movie
reels. Western, sci-fi, cartoon and
fantasy are some of the well-worn
cinema genres paid tribute to by
graphic artist Jerr '"Heimdall’ O'Car-
roll. It won't set the world on fire,
but there's more than enough action
here to satisfy the vast majority of
platform fans.

81%

21 JIMMY WHITE'S WHIRLWIND
SNOOKER (Virgin)
22 HOOK (Ocean)
23L0TUS 2 (Gremlin)
24 DIZZY COLLECTION
(Codemasters)
25 PINBALL DREAMS
(21st Century Entertainment)
26 ALIEN BREED (Team 17)
27 ROBOCOD (Millennium)
28 RISKY WOODS (Electronic Arts)
209 DYNABLASTER (Ubisoft)
30 POPULOUS I (Electronic Arts)
31 SPACE CRUSADE (Gremlin)
32 ROBOCOP 3 (Ocean)
33 INTERNATIONAL
SPORTS CHALLENGE (Empire)
34 MEGAFORTRESS (Mindscape)
35F-15 STRIKE EAGLE Il
(Microprose)
36 EYE OF THE BEHOLDER Il
(US Gold)
37 DUNE (Virgin)
38 EUROPEAN FOOTBALL CHAMP
(Domark)
39FLOOR 13 (Virgin)
40 DARK QUEEN OF KRYNMN
(US Gold)

CRAZY CARS lli (Titus)

Mow This Is What We Call A Driving
Game. Forget the first two sham-
bolic efforts - the third game in the
Crazy Cars series is better than Lotus
AND Jaguar! Race across the USA,
competing for cash and avoiding the
attentions of the attentive (and very
brutal) highway patrol! Make side
bets on the outcome and get rich!
Clock up mega speeds with the turbo
boost! Customise your car with all
sorts of excellent items! Forget the
rest - this is the driving game that's
got the lot, and it's got it in spades.

90%

BUDGET TOP 20

1 FALCON (Action Sixteen)
2 RAINBOW ISLANDS
{The Hit Squad)
3 PANG (The Hit Squad)
4 SEUCK (GBH)
5 LOTUS ESPRIT TURBO
CHALLENGE (GBH)
6 F-16 COMBAT PILOT
{Action Sixteen)
7 PANZA KICK BOXING (Kixx)
8 JAMES POND (GBH)
9 BATMAN THE MOVIE
(The Hit Squad)
10C.). IN THE USA (Codemasters)
11 SEYMOUR GOES TO HOLLYWOOD
(Codemasters)
12 BUBBLE BOBBLE (The Hit Squad)
13 SUPER CARS 2 (GBH)
14 TURRICAN 11 (Kixx)
15 FIRST DIVISION MANAGER (Code-
masters)
16 NORTH & SOUTH
(Action Sixteen)
17 STEG THE SLUG (Codemasters)
18 TREASURE ISLAND DIZZY
(Codemasters)
19 FULL CONTACT (Teamn 17)
20 PRO TENNIS TOUR (The Hit Squad,‘r

LURE OF THE
TEMPTRESS (Virgin)

At last Made In Britain is starting to
mean something again. It may not
have the same comedic edge that
make the Monkey Island games so
special, but as a straight graphical
adventure this should keep you sat-
isfied like no other. Intelligent char-
acter-based puzzles, a sprawling
play area and attractive graphics
combine to put Lure on a par with
most of what Delphine and Lucas-
film have to offer.

90%

THIS TIME LAST YEAR

1 MANCHESTER UNITED EUROPE
(Krisalis)

2 THE SECRET OF MONKEY ISLAND
(US Gold)

3 THUNDERHAWE (Core Design)

4 RAINEOW COLLECTION (Ocean)

5 PGATOUR GOLF (Electronic Arts)

6 F-15 STRIKE EAGLE Il (Microprose)

7 EYE OF THE BEHOLDER (US Gold)

8 ARMOUR-GEDDON (Psygnosis)

9 LEMMINGS (Psygnosis)

10 LIFE AND DEATH (Mindscape)

The One's monthly Amiga charts are
complled by Microbyte.
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10 billion years later.
Guide lifefromits |
|
celled microbes to

a avilization that can
reach for the stars.

TRADEMARK & COPYRIGHT 1990
MAXIS and WILL WRIGHT
ALL RIGHTS RESERVED

CBM AMIGA

t ol - {
¥ - -
= ho s
=3 e iriiny,
o - "L ot
i . s Farcr LErA 3N
2 ; i R P P
| s x Pttt e |
| i F
- | E ek T P
‘_ y . -~
T i .. e i
- = ="
1 Pl M, LR

. '
Placs file 1orms an the land and |e the seas. Pal Urfeash valtinas, eidhjuibid. milksE il ‘Wiess e E0lire worll 51 sihar @ Ral progclisnon g SlmEum slmuimes
warinas levels al civiluptng whees pou waal lban wirdhl, k80 GEF ARl (aed uenaleral] pawer e waiening glaba, Mullgle maps irach perglhing
Ui dgicial Tardalooming Tash 18 chitge = reshape pawe plaaet Ivien egnbngntal dnfl 1o hialogical Bivemnity. Clags-

mhaspiale werd inle 5 gaeadas. 13 Wiews, 1or mnpectng sl magiying gletet
finptay climabe, |il, w0 dala lapers

the Earth as a single
living organism.

OCEAN SOFTWARE LIMITED
& CENTRAL STREET
MANCHESTER M2 5NS

TEL: 061 832 6633

FAX: 061 834 D650
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= [reate and destroy comtinents = Creabe civilized dinosaurs, famine, disease, glabal warming.
= Terralorm hostile worlds mallusks, mammals, and mong and the greenhouse eifeci.
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LETTERS

It’s that time again. We meet once more at The One’s Letters pages,
and what a bumper crop we have for you this month. Of course,
there’s always room for more so if you've got something on your
chest - get it off! We're always here, ready and waiting. Oh, and by
the way, we give away £50 worth of software for any exceptional

letters we receive, so there’s no excuse - dig out your trusty ball-
point and scribe to: Letters, The One, Priory Court, 30-32 Farringdon
Lane, London, EC1 3AU. You can FAX us too, so all you yuppies dial

071 972 6710.

YOU'RE SO RUDE

Dear The One,

This is the first time | have found it
necessary to complain about your
otherwise superbly megafantabula-
tious (Eh? - Ed.) magazine. | am
referring to your moenthly helpline,
‘Games Surgery’. In the August edi-
tion of your great magazine, the so
called ‘Games Doctor’ was extreme-
ly rude and hypocritical.

After such a reasonable and polite
letter was sent in from Mr Robert
Clay of Quarn asking you for help on
The Secret of Monkey Island. Doctor
Upchurch proceeded to tell Mr Clay
an absolute load of tripe! And then
had the audacity to tell him not to
waste his time.

| personally think you should have
given Mr Clay a formal apclogy in
your next issue, However, | still think
you are by far the best games mag-
azine and recommend you to all my
friends.

Edward Wilson,
5t Leonards-on-Sea,
East Sussex.

Unfortunately Dr. David Upchurch
was last seen heading for an Alco-
hol Rehabilitation Clinic, so he is
unavailable for comment at this
time. We can only imagine that his
view was clouded by the loss of
brain cells that gallons of whisky
causes and we apologise on his
behalf. It won't happen again. We're
so sorry, etc, etc. We'll be printing
the corrected solution to Mr Clay's
guery in next month's Games

Surgery, okay?

HELP!

Dear The One,

| have purchased the new Amiga
hard disk AG00. | am writing to ask
why | can’t load the F1 Grand Prix
Game on my new computer. | keep
getting a message saying ‘Not
enough RAM'. Will | need to buy a
chip board for extra memory? |
enclose a SAE for your reply.

P. Beardall,
Aylesbury.

We rang Microprose to see whether
the the FIGPIAG00 compatibility
problem is a known one and as far
as they are aware, you shouldn’t
have any problem at all. You could
try the copy of the game on a
friend’s computer and if it works
there then the AGOO is at fault, oth-
erwise you should return the game
to Microprose. By the way, howev-
er, please note that we cannot
respond to any queries personally,
so any SAEs that we do are stripped
of their stamps which end up in the
‘Guide Dogs for the Blind® appeal.

TOO DAMN TOUGH

Dear The One,

Nine-thirty on a Wednesday morn-
ing. | leapt out of bed and shouted,
“Today I'm going to complete Pro-
ject-X". A bold statement you may
say and - yes - it was. | died halfway
through Level 3 which was followed
by an assault upon my joystick.

| consider myself to be a very
good gamesplayer, but | am never
going to complete this game. |
might as well have only spent £13
on it instead of £25 - I'm never even
going to use Disk Four! It's terrible,
isn't it?

Richard Hayes,
Hallaton,
Leicestershire.

Which leads us nicely onto this...

MILD
DISAPPOINTMENT

Dear The One,

I recently bought Ocean’s EPIC one
morning and having completed it by
the same afternoon, | was mildly dis-
appointed! It then took me a further
few goes to complete the two extra
missions that were on one of your
coverdisks.

The game costs £27 in the shops
and about £18 by mail order. | find
this a very high price to pay for one
day's worth of entertainment. | hope
that Ocean and DID are getting
together to make some more ‘Mis-
sion Disks'.

| feel that many modern games
are far too easy. Take Another World
and Mega-lo-mania, for example,
They are both great games (espe-
cially Another World) but they're too
easy and Another World is too short.
Whatever happened to the good old
days when games provided a chal-
lenge, games like Dungeon Master
and Populous. Both of these games
are difficult, but not so much so that

the player doesn't come back for
maore.

| think it's about time someone
made a decent game that doesn't
take just a few days to complete.

Alex Warren, Swindon.

This is an interesting point of debate
so we've decided to throw this open
to you lot. What do you think? Are
games too easy? Do difficulty levels
like those in, say, Zool or Monkey
Island 2 influence your decision to
purchase a game? What do you pre-
fer, a game to be as hard as Project-
X or as easy as Another World?
Write in to the usual address and let
us know. There'll be software prizes
for the best we receive.

IS IT A FIX?

Dear The One,

Since | started to read your maga-
zine | have taken part in many of
your competitions. Every time
you've printed the results, I've been
disappointed because |'ve never
won. A friend of mine says that for-
eign readers never win, simply
because it would be too expensive
to send a mountain bike half way
around the globe.

Since he told me I've been check-
ing, and here are the results... (Time
for a bit of editorial discretion here,
There followed a long list of compe-
titions and results from Issue 35 up
to the August issue, all with British
winners - Ed.)

I'm afraid it seems that my friend
is right and that you actually do
throw out every foreign letter trying
to take part in your competitions.
I've checked other mags, and you're
not the only ones who abandon
their overseas readers. If you don‘t
want foreigners to take part, write
it instead of just ‘playing’ at being
fair.

David Arnholm,
Denmark.

We can honestly assure you
that there is absolutely no

21
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bias towards the English in any of
our competitions.

Everyone who enters has exactly
the same chance of winning - it's
just that, being a UK-based maga-
zine, the number of entries from
this country far outweighs those
from abroad, so it's far more likely
that any winners will be British. 5o
keep trying - one day you could be
Tucky.

COVER VERSIONS

Dear The One,

This is my first letter to any maga-
zine, so you'd better help kindle my
failing belief in the ability to speak
out and be heard. If you don't print
this letter Ill fall into a depressive

coma, and my dreams will be pop-
ulated by Harry Bishops and beige
zZip-up cardigans.

Let's cut through the cowpats
and get to the point. The cover to
your magazine (and let's face it, it is
the most comprehensive guide to
Amiga games) is far too drab to jus-
tify being the sheath to your glis-
tening lump of a magazine.

Ideally | would prefer the mag to
be bound instead of stapled (Your
wish is our command - Ed), but it's
probably too expensive. The idea of
‘The One’ logo being a different two
colours every month is quite origi-
nal, but that's where the good stuff
stops.

Don’t let me get too pompous
but the covers are too scattered and
unimaginative. 5lap a screenshot
here and there, some digitised
image in the corner and fill the rest

OUR SURVEY SAID....

Thanks to everybody for the massive response we had to our ‘Questions 2’ readers sur-
vey. We won't be printing a formal breakdown of the results but, just for you, we present
a selection of comments from the last question. Don’t blame us - you wrote this lot. By
the way, if you agree or disagree with any of the statements below then for heaven’s sake
write in and tell us - we're here for you,

up with bold lettering. Your graph-
ic artists may complain that it's dif-
ficult because the coverdisks take up
all the space, but that's no excuse,

If you ask me (which you didn't
but I'll rage on anyway like a dead
sheep rolling down a hill) what you
need is a central piece of artwork,
possibly graphical, cartoony type of
thing.

When | had a C64 (and you could
leave your door open...) | used to
read CU Amiga which had some of
the best covers I'd ever seen. This
was mainly because they employed
the dope talents of safe (Is this how
‘The Kids' talk nowadays? - The Ed)
Jamie Hewlett. He drew Tank Girl,
the best comic character out. He
would sketch scenes loosely based
on the main game review of the
magazine.

We, the readers, want something

“The One is a classic example of a magazine that has failed to be crap like Amiga F*****t.
It's attention to not being crap has made it good. Well, not good, bloody excellent.” -

Philip Dhese (13).

“Give the games in PD Zone a mark.” - Robert Brooks (17).

“Don’t go like CU Amiga, too technical at the expense of games, etc.” - Neil Yates (19).

“| feel that some types of games get more pages than others just because you like them.
Let's see a wider range of reviews and previews.” - Paul Green (26).

“I believe you should cut down the coverdisks from two to one as you could then put all
the best stuff onto one disk without cluttering up the cover or our disk boxes.” - David

Lewis-Croshy (15).

"Get rid of staff photos.” - Lesley Enciso (34).

“More reviews, more Kill Zone, better coverdisks more competitions, less space waste and
more pages.” (!) - Gary Gillesems (12).

"More games adverts.” - Shaun McAlindon (25).

“Have less PD."” - Robert Hughes (22).

“Have four pages for every review.” - Saf Efstathioo (16)

“Include some kind of award system, e.g. games over 85% are rewarded.” - lain McNally ~

(13).

“In some cases you tend to patronise the reader. Don’t do it, we're not all 12 year old
spotty plonkers!"™ - Neal Mcintosh (27).

“Increase the letters pages.” - Aftar Ahmed (17).

“Reduce the magazine to £1.50 and lose the coverdisks.” - Gareth Edwards (13).

we can be proud to be carrying in
the street!

Nick Flugge,
East Finchley.

Hey, hey, hey - we must agree to
disagree here. As we've said before,
the ‘cartoony covers’ seem just a
touch out of date with today's
thinking. After all, they don’t accu-
rately represent an actual game as
well as a real live screenshot, do
they? What about the perfect bind-
ing, though? Does everybody agree
that it's a step in the right direction?
Usual address please.

SOMEWHERE TO
STICK THEM

Dear The One,

Who needs disk boxes when on the
back of the AS00 plus there are a
series of grooves (74 to be exact) in
which it is possible to store your
disks? Isn't that brill?

Lee Parry,
Liverpool.

Erm, yes. Why don't we get more
letters like this?

HIRE AND HIRE

Dear The One,

I have noticed recently that many
computer shops and video outlets
are stocking console games to rent
rather than buy.

It strikes me that it would be a
good idea for these computer shops
and video outlets to start doing the
same thing and rent out Amiga
games so that the public could try
out the games before they buy.

Surely this would also increase
the sales of games because people
waould then realise what games are
good and therefore purchase them,
also something which would
increase the overall quality of soft-
ware as games would have to be
good to sell.

Adrian Downing,
Southampton.

It's a nice idea but would it ever
work? Probably not, I'm afraid,
knowing what some people are like.
The only reason that these video
outlets are ‘allowed” to rent out
console games is because they are
impaossible to copy. Piracy is a seri-
ous enough problem on the Amiga
as it is - just imagine the rampant
copying that a move like this could
result in.
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WHO CAN BLAME
THE PIRATES?

Dear The One,

Piracy is supposed to be ripping off
the programmers and software com-
panies, but isn't it the software com-
panies that are ripping us off first?
They make us pay between £25 and
£40 for games. Why should kids
have to save that much money for
games like Monkey Island 2 or Heim-

“dall, which couldn’t have really cost

mare than six or seven guid to make
in the first place, when they could
probably copy it from their school
friends for the price of a few disks.
Software companies should realise
that if brought the price of games
down to about £15 then they would
sell more because more people
could afford them and so reduce the
amount of piracy.

John Prescott,
East Yorkshire.

Right. Unfortunately you seem to
have overlooked that fact that pro-
ducing games isn't just a case of
duplicating the disks and sticking
them in a box - somebody actually
has to write it as well. Take Monkey
Island 2 for example - it had some-
thing like forty people working on
it at one time. With professional
artists, designers, story writers and
musicians all requiring major
maney, can you imagine what the
development costs were like - and
that's even before you start on the
marketing and advertising. You also
seem to be under the impression
that kids would pay £15 for a game
but not £40 - even though they
could still pirate the game for the
price of a disk. £25.99 (the average
price of a game) doesn’t actually
seem too bad when you consider
that most console games cost at
least £40 with little or no chance of
piracy. If the piracy doesn‘t stop
then the developers are just going
to leave the Amiga for these game
systems (some say it's started
already) which will eventually result
in the death of the Amiga. You don't
steal a pair of jeans just because
they cost too much, do you? Stop
defending piracy and think about
what it's doing to the industry, oth-
erwise very shortly there will be no
new games released at all.

NO MORE OF THE
SAME

Dear The One,

| have been a reader of your maga-
zine for just over a year but only
now have | felt it necessar y to write
in. | think the new look is great but

il e e I

| cannot understand why you are
devoting so much space to Elite 2.
Surely four pages a month for three
months is a trifle excessive? | could-
n't stand the original game on my
‘64, what with its boring graphics
and rubbishy gameplay and all the
ariginal seems to be doing is re-
hashing the same old ideas, in an
effort to cash in on the original's suc-
cess.

Why can't programmers come up
with some fresh ideas, instead of
churning out droves of sequels
(Shadow of the Beast 2 & 3, Race
Drivin', Eye of the Beholder 2, Kick
Off 2, the list goes on)? It seems to
me that once something is success-
ful the software houses think they
can make money just by re-releasing
the originals with enhanced graph-
ics or sound.

Kelly Maguire,
Ringwood.

Yes, there do appear to be alot of
sequals around at the moment but
maost seem to be an improvement on
the originals (Monkey 2 for exam-
ple). Surely if a game can be
improved in any way then a sequal
is justified. Elite 2 is going to be one
of the biggest titles in recent years
when it is released at Christmas
{hopefully). We think that we're
entirely right giving the game so
much ‘airspace' as I'm sure the major-
ity of readers will agree.

ROCK-TASTIC!

Dear The One,

While glancing through your excel-
lent and infermative Previews sec-
tion last month, | noticed that rock
band Motorhead will soon have a
computer game based around them.
This got me to thinking - what if
other groups were to follow their
example? There's plenty of potential
for good games.

How about a Take That! game? As
manager of the tip-top band the
idea would be to assemble a bunch
of no-talent losers, re-record an old
pop song and then try to keep the
single as far away from the Top
Forty as possible.

Or how about a game based
around The Smiths, where the play-
er, as Morrissey, must try to raise the
country's suicide rate in as short a
time as possible.

What do other readers think? If
they have any ideas, why not send
them to the band or a software
company?

Edward Brown
Sheffield

Don't be ridiculous.

A i et L i Dl P - o

JUST A COUPLE OF POINTS...

Gary Robinson would like to know how to obtain the
September 1990 issue. The best thing to do, Gary, is to
write to our back issues department at P.O. Box 500,
Leicester LE99 0AA.

Richard Cooper is looking for a way to create games on
his Amiga. Perhaps the best place to start is with a copy
of AMOS BASIC which costs £45.

Damien Morris would like to congratulate us on our new
look magazine, and he thinks that the Kill Zone is the best
cheat section he has ever seen. Thanks.

Ross Stephens wanted our opinions on his favourite
games. Well, you're not doing too badly, Ross - Keep stick-
ing with us and you won’t go wrong.

Martin Phee is currently establishing a Sensible Soccer
Club in the Glasgow area. Anyone interested in joining
should write to Martin at 28 Stamperland Hill, Clarkston,
Glasgow G76 BAF, enclosing an A4 stamped addressed
envelope.

Q-_____-

HEETAH'S POST BOX

ON YOUR FAVOURITE G

Post Box T.0.0.

Cheetah's
PO. Box 339
Beckenham Kent BR3 4TA

SWAP

SOFT:

WE BUY AND SELL ALL
TYPES OF SECONDHAND GAMES

HUMNDREDS OF TITLES IN STOCK FROM OLD TO NEW E.G.:-
RISKY WOODS, MOMEKEY I1SLAMD 2, ETC.....

Phone Between Write to:  SOFTSWAP

6pm -10 pm Weekdays P.O. BOX 124

0732 872261 &2 WEST MALUNG
KEMT ME19 5RM







if you asked a typical
Amiga Owner to
name a few software
development teams
off the top of his
head, chances are
you would not hear
the words Westwood
Studios. In fact,
Westwood have been
responsible for two
of the most success-
ful RPGs on the
Amiga, namely Eye
Of The Beholder and
its recent sequel, as
well as Dragon Strike
and BattleTech 1 and
2.

The immediate
future sees the start
of a series of adven-
tures under the
‘Fables and Fiends'
banner, the first of
which is titled The
Legend of Kyrandia.
Westwood describe
these new games as
‘Interactive Dramas’,
a kind of wholesome
computer entertain-
ment product the
likes of which have,
hopefully, never
been seen before.
Simon Byron took
Brett Sperry,
Westwood's
President, down the

b (any old excuse)
or a quick drink and
a natter.

&5 and Fiends games, then.
they all going to be based
d the same type of game?

¢ Fables and Fiends will be
¢ the focus is on the
characters and the way you
anipulate the world. The thing
differentiate us from

games like, say, Monkey Island will
Bt at we ultimately want

ttons or fighting with the

a complete ‘point and
e-driven product. What

o achieve is to dispense
ymmands like ‘Pick up’

em X on object B". We want
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The Legend Of Kyrandia - the first release in the revolutionary 'Fables and
Fiends' series . Note the lack of actual commands in the ‘option area’, anly a
graphical inventory. Could this really be the first truly 'interfaceless' prod-
uct to appear on the Amiga?

the player to be able to just point to
a locked door, and if the character
possess the relevant key he will
know to use the key to unlock the
door.

You don’t think that the problems
will be come too simplified, or that
the game will just become a ‘point-
ing at the screen’ situation with this
complete lack of commands?

No. The system is simple to learn and
simple to play, it's not necessarily
easy to win. It's easy to get around
and do things in the world, to influ-
ence the world. Creating an artificial
intelligence far a system which is
very easy to use and intuitive took a
lot of programming time.

5o about the artificial intelligence,
then. Will there be a lot of non-play-
er characters wandering around,
doing their own thing like in Lure of
The Temptress?

There won't necessarily be that
amount of interaction with the non-
playing characters. There will be a
lot of people living their own lives.
They will move around the world but
the Legend of Kyrandia story didn’t
really call for a lot of characters mov-
ing about.

The game sounds awfully like the
Lucasfilm games. Do you see your-
self in direct competition with them?

I think many people will start com-
paring Westwood with Lucasfilm,
although I'd like to think that we are
going after a different type of
market. Their products maybe
more puzzle orientated than

ours but ours are far more drama
and story driven. They truly will be
closer to an interactive adventure
than any other games before them.

Where have you drawn your inspira-
tion from for the ‘Fables and Fiends’
games?

Primarily from the previous adven-
ture games. We re merging some of
the concepts that we developed for
the Eye of the Beholders in
terms of the environment
being far more fluid. We want
the emphasis to be on sur-
prise and delight.

How many people work for
work on each game for West-
wood and what do they all
do?

Typically around about seven;
a number of artists and musi-
cians, two programmers,
game writers and designers.

Are you going to be bringing
out an Eye of the Beholder 37

Westwood Studios? No,
although the company that
we published Beholder with, 5.5.1.,
will probably bring it out at some
time in the future. We might very
well come up with something that
will remind you of Beholder, but will
appear much more advanced, | can
tell you that. It will most likely be
appearing  sometime  around
March/April 1993.

Sounds interesting, tell us more...

The project name at the moment is
Lands of Lore.

will it be released as part of the
‘Fables and Fiends’ series?

The way that that particular brand
will work is that they will all be
‘whole’ products in every sense.
Lands of Lore is more of a strict role-
playing game and as such will not fit
in with the rest of those titles.

Westwood seems to be heading in
the right direction, game-wise. What
products in the past have particular-
ly impressed by and what, would
you say, has influenced you?

Let’s see. Recently | would say
Atlantis, the new Indiana Jones
game, that was really nice. Civilisa-
tion from Microprose. Dungeon Mas-
ter, of course, a real classic. Basical-
ly, though, we want to break the
mould and take a fresh look at inter-
faces and manipulation and we've
come up with a game-engine which
we have derived from the Macin-
tosh, which is probably one of the
maost intuitive systems ['ve seen.
We're trying to make our games
more accessible to everybody and
we feel that the game consoles offer
a clue as to where we should go in
terms of an interface. You put the
cartridge in and you play. You don't

Westwood Studios are hoping to blend Monkey Island style gameplay with

say that we got it right the first time.
We kept evolving it and evolving it
and throwing it away. We kept try-
ing to make the controls less and
less until at the end we realised we
could create a system which would
actually anticipate what exactly it is
you're trying to do.

Everything can obviously be
improved, but is there anything you
feel you'd like to do now which, per-
haps, isn't possible? Like CD's for
example. How do you think theyll
affect your games in the future?

We would like our characters to
become even more life-like, more
believable. Optical Media will offer
a lot of opportunities. We would like
to eliminate the text - we feel that's
really holding back the experience
for us. We would like you to be
pulled into the product and com-
pletely forget about reality. That's
what I'm looking forward to within
the next six months to a year. We are
creating CD-ROM versions of Kyran-
dia and there will be no text at all in
that. All words will be replaced by
actual speech.

Can you give leave us with a thought
on the future and how Westwood
will progress in the next six months?

I can guarantee that the next few

a real mix of interactive drama and ar: intelligent parsar. Of course, the real
test will be the finished product which will, we hope, appear for review

within the next few months.

really have to read a manual for a lot
of games, the entertainment and
enjoyment is immediate.

How long did it take to come up
with the interface for Kyrandia?

There were many iterations. | can't

Westwood products will be real
advances in computer entertainment
and hopefully people will sit back
and take a fresh look at the whole
software industry as a whole.

The future starts with Legend of
Kyrandia, then...
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Surked into the cursed langd| 2, Brad fmd‘s mself chain
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Screen shots from
various formats.
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If you spend £30 on a game then invest weeks of your valuable time playing it,
don't you think you deserve a little pat on the back when you finally complete it?
But how many games really award you the congratulations you deserve? As ever,
Gary Whitta gives it to you straight, as well as revealing some of the end
sequences you probably never got to see...

icture the scene. It's late. This is
Pthe 85th time in as many days

that you've been up all night
trying to finish this blighter of a
game you've bought.

But this time you're going to do it.
No more "CONTINUE YES/NO' for you.
Oh, no. This time that ugly green
muther that's incinerated you so
many times in the past is going to
get a taste of its own medicine. Just
one more hit into its big bulging eye,
and... YES! He's history! Time to sit
back and enjoy the fruits of your
labour.

And what do you get?

WELL DOMNE. MOW TRY THE
MISSION AGAIN.

And the whole thing cycles back
to the first level with, if you're lucky,
a million points bonus and slightly
tougher aliens to blast. It sounds
crappy, but you'd be amazed at just
how many games end as anticlimac-
tically as this. And as far as I'm con-
cerned it's just not on, not if you've
invested your money and a good few
weeks of your time trying to get
there. It's a bit like a devout Chris-
tian dying and getting to heaven,
only to find that it consists of a six-
by-eight room with a rickety chair,
portable telly and a toilet that
doesn't flush properly.

If there's anything that Amiga
games could learn from the con-
soles, it's how to do end sequences
properly. Did you know that at the
end of Super MarioWorld on the
Super NES, you get a really sweet

film-like sequence that goes on for
about ten minutes before THE END
finally flashes up? That's what it's all
about! Gratification! Satisfaction!
Reward!

Regrettably, it's a very small pro-
portion of home-grown Amiga soft-
ware that really bothers to reward
players who get to the end. A certain
programmer recently observed quite
a disturbing trend - that games
designers are putting more effort
into «creating elaborate intro
sequences (in some cases giving up
a whole disk to them) to be viewed
prior to play.

MNow this is all very well and good,
but something of a waste, don't you
think? For a start the game very
rarely lives up to the quality of the

introduction, so it's ultimately a bit
of a letdown. But, more important-
ly, it comes at a time when it's not
really needed. Before playing the
game the player may be getting
hyped up and ready for action, but
surely such smart animation and
film-like sequences would be better
used to reward someone who's just
lost three stones struggling to get to
the end?

After all, that's when you're going
to EXPECT something good for your
efforts, and be most appreciative
when you actually get it. Imagine
having an end sequence so good
that it has a disk all to itself. It
doesn't autoboot, and the program
only asks for it when the game is
completed. Imagine it just sitting

there, with all its excellence safely
locked away until you finally win.
Sure, not everyone will see it, but
what an incentive to get to the end!

Is it that today’s games designers
have lost faith in the gamesplaying
public to finish their products? Or is
it that they just can’t be bothered?
It's probably a bitof both, although
our own experience tells us that
most people who buy a game DO
ACTUALLY FINISH IT. Just because an
end seguence comes at the end,
doesn’t mean that it has to be an
afterthought. Most of today’s com-
mercial movie-makers know their
audience well enough to make sure
that their films climax with a suitably
crash-bang-wallop ending. People
don't want to be let down gently by
something, be it a movie or a game
- the hardest hit has to come at the
end if people are to be left with a
really lasting impression, but it's a
factor that most games gloss over
and, in some cases, forget about
altogether.

Over the page, we've collected
together the end sequences of five
classic Amiga games from years
gone by. We've tried to avoid reveal-
ing any recently-released titles, so as
not to annoy anyone who might still
be playing it by giving away the end.
But if you don't want to see how
ALIEN BREED, XENON 2, ANOTHER
WORLD, RAINBOW ISLANDS or THE
FIRST SAMURAI turn out, best not to
turn the page. Just skip straight over
and forget they were ever there. But
remember, only us Gaming Gods
here at The One could have
brought this feature to you...
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FEATURE

RAINBOW
ISLANDS

Ocean

There are actually two separate end
sequences for this classic Taito coin-
op conversion. If you complete all
the seven islands without collecting
the big bonus gem from each (a very
tricky task, to be sure), the game
ends with Bubby and Bobby walk-
ing on screen to be rewarded with
an absolutely MASSIVE pile of trea-
sure. But as they run to collect it and
the player sits back smugly, things
start to go wrong. The treasure pile
topples, the music goes all sad and
miserable and a scroll appears
informing Bub and Bob that,
although they've got to the end,
they haven't actually completed the

ALIEN BREED

Team 17

Simple graphical pleasures await
those good enough (or devious
enough, with the multitude of cheat
modes) to finish this top sci-fi blaster
- and funnily enough it's a little sim-
ilar to the end of Aliens. Having final-
ly destroyed the alien hive at the end
of the last level, the player is picked
up and whizzed away from the plan-
et by the military spaceship that
dropped him off at the start (shown
below). There are lots of big explo-
sions and the like, and what's there
is nice, but the reward is short-lived.

game properly. 5o it's back to the
beginning to do it all over again...

However, if you DO manage to
pick up the seven gems, you get to
see the proper end - referred to as
the ‘Tossing Up' sequence because
it shows Bub and Bob being thrown
into the air by the grateful Rainbow
Islanders amid a joyous celebration.
Aaaah, isn't that nice? Because the
Amiga version doesn’t have the last
three islands, players don't get to see
what really is the ultimate end
sequence, where collecting the three
magic mirrors from the extra islands
produces a dazzling spectroscopic
graphical sequence where a beam of
light is bounced off the specially-
arranged mirrors.
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XENON 2:
MEGABLAST

Image Works (RIP)

We just couldn't believe this. Do you
know what happens after you've
busted a gut shooting through five
impossibly-tough levels to finally
win the game? The screen just goes
blank, save for a tiny white dot in
the centre and a high-pitched tone.
A few moments later, interference
fills the screen and that's it.

it was intended as a joke by the
Bitmap Brothers - the effect is meant
to simulate a TV set after transmis-
sion has ended late at night, in case
you hadn‘t already guessed. But not
everyone saw the funny side - Bull-
frog's Peter Molyneux nearly
gouged his own eyes out in frustra-
tion after finishing it.




THE FIRST

SAMURAI
UbiSoft

Pretty typical of what we're on
about, this one. The evil Demon King
finally makes an appearance at the
very end of the game, his purple
head bursting through the backdrop
and spewing all kinds of noxious
sprites from his mouth. To destroy
him, the Samurai has to hack away
‘at his eyes until both are destroyed
- at which point he explodes.

Unfartunately, there's not much
beyond that - the Samurai is show-
ered with treasures while the cred-
its scroll past, and then it's straight
onto a functional ‘Well done’ screen
and then back to the start. Frankly,
we expected a little more from so
polished a game, and we count our-
selves lucky that we got a cheat ver-
sion of the game that allowed us to
skip straight to it. If we'd had to
play all the way through only to be
greeted by a limp text message,
we'd have felt royally put out. And
no doubt you would too.

ANOTHER

WORLD
US Gold

There's a lot of controversy over
whether the end sequence to this is
actually any good. Generally, it's the
“Mo, it isn't” camp that can put for-
ward the most cohesive argument.
After battling through all those lev-
els, the fantastical adventure comes
to a head when your alien mate does
battle with a bad alien as the player
(who's just been given a right kick-
ing by the bad alien) crawls....
towards... a... bank... of... levers.
The bad alien, after a quick fist-
fight, does away with your buddy by
throwing him off the platform (don't
worry, folks, he hangs on by his fin-
gertips), then walks over to finish
you off. But if the player pulls the
lever at exactly the right time, a
burst of laser energy from the sky-
light above incinerates the baddy.

The player's then got to crawl
through a barrage of laser fire to be
teleported up through the skylight.
Manage that and the, er, very sweet
end sequence is yours to behald.

At the top of the building, Lester
is joined by his alien buddy, who
mount the back of a waiting dragon
and fly off into the distance. And...
that's it. The whole thing lasts about
twenty seconds and left us feeling
strangely unsatisfied. The object of
the plot was, after all, for Lester to
get to Earth. And what happens? He
flies off on a dragon! Harumph...
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PENTIRE

DEPT. THO10, 10a Hag Hill Lane, Taplow,
Maidenhead, Berks. SL6 0JH (0628) 666641

TITLES MARKED (P) ARE ALSO COMPATIBLE WITH A500+

99p per disk.
P&P 90p per order
European add 25p per disk
Worldwide add 50p per disk

GAMES

G295 ........ALIENS (P)
G300 ........AIR ACE Ii (P)
G240 ........BLIZZARD (F)
G144 .......DRIP

G138 ........FLASCHBLER
G303 ........GREY SLAYER (P)

G139 ,......PIPELINE

G169 ........QUICK AND SILVA
G137 .......RETURN TO EARTH (P)
G302 ........SEA LANCE (P)

G297 ........SMASH TELLY (P)
G142 .......STAR TREK (2) (P)
G274 ....... STAR TREK ARCADE (P)
G140 ........STONE AGE (P)

G301 ........SURVIVOR (P)

G136.......WET BEAVERS GAMES (P)
G160 ....... WHEEL OF FORTUNE (P)
G281 .......WIZARD WORLD (P)

2777 ......... TRUCKIN ON (2)

G314 .......SMASH TV RIP OFF

G139 .......FLAG CATCHER (P)

G320 ... CLASSIC GAMES VOL.1(P)
G321 .......GOLDEN OLDIES (P)
G322 ...... PARACHUTE JOUST (P)
G323 .......YUM YUM (P)

US13....... GAME TAMER (P)

G279 .......JUST HINTS | (P)
G225 ....... JUST HINTS Il (P)

EDUCATION (P)

PACK 1
5 DISKS OF PROGRAMS AIMED AT
LINDER 10'S
PACK PRICE £4.00

PACK 2
5 DISKS OF PROGRAMS AIMED AT
CHILDREN OVER 10
PACK PRICE £4.00

ART (P)

GRAPHICS PACK
5 DISKS CONTAINING PAINT
PROGRAM AND LOADS OF UTILITIES
TO CREATE YOUR OWN MASTERPIECES
PACK PRICE £4.00

PRINTER (P)

A 5 DISK PACK WITH ALL YOLI'LL EVER
MEED FOR YOUR PRINTER. LOADS OF
DRIVERS AND) UTILITIES. BRILL!
PACK PRICE £4.00

UTILITIES

U3sE......... B TRACK S/TRACKER (P}
T § TS AMIBASE (F)

U225 e CLERE ()

u129......... CLI TUTORIAL (F)
U400....00.0d D-COPY (F)
U134......... DIRECT ACTION (F)
U e RS DISKMASTER (P)

B I° I S DOPE INTRO MAKER
1y fr ESA UTILITIES (P)
LUZ07......... FLEXIBASE (F)

 Hljp AL —— GHOST WRITER (P)
U424......... HACK PACK (2)
U221...covees HARD DISK UTILS. ()
U204.....000. HOT STUFF

Ul54......... MESSUSID (F)
U434......... WODEM UTILITIES
uzae........ PAIR-IT 90 (F)
u3e4........ Q-BASE (P)
U227........RLM. (P

L1sa........ SLIDESHOW COMS. (F)
U460......... DISK CONST, KIT
U464......... KEFREMS UITILS ()
U465......... ASSASSIMNSG UTILS
U466....000e KEMOMN UTILS ()
U467......... START-UP UTILS (P)
U469......... A-REMDER

U470......... D-LUX DRAW
u471......... MEGA DOS
LM72......... ZODIAC COMPACTER
U473 DISK SALVAGE
U474......... FULL FORCE
L7500 DESK BEMCH ICOMNS
L4786, ........ FULL FORCE VOL. 2
477 GEMEOLOGY {1 MEC) (F)
L478......... ANT-FLICKA
u4re......... MAMDEL BAQUNTAINS
U4B0......... RED DEVILS &
LMB1......... RED DEVILS 4
U482......... POWER LOGO
L483........ 5YS EXERCISER
LU4B4........ BOOT BEMCH V2
LM4BS......... CATALOGUE W/SHOP 1 (P)
LI48B5......... CATALOGUE W/SHOP 2 (P)
1 J— GFX UTILS 1
U489........ LOADSAICOMS
L490........ AMALYTICALC (Z) (P)
U492.........CROSS DOS

L1493, .......600 LETTERS (P)

499, ....... DESKSID

Us00......... TEXTPLUS V3
LIS05......... WINDOWS BEMCH (P)
LIS08 MMOBED Il
usil........ED WORD

us0l......... ZERCOM UTILS ()
L497......... GRAPHICS COM. KIT

DEMOS

D265 ........FRANKLYMN FLY (P)
D130 ........ IRACQ) DEMO

D248 ........BATMAN MUSIC

D182 ........ LUXO TEEMAGER (P}
D206 ........ JUSTIFY MY LOVE (1.5Mb)
D207 ...l RESCUE ME (F)

D131 e MADOMNMA 11 (3)

BT OPEM YOUR HEART (P)
D257 ........PHENOMENA ENIGMA (P)
3 L PROBE ANIM (P)

D7 ... PUGGS IM SPACE

D166 ........ ROBOCOP (P)

D180 ........ SIMPSOMS (P)

D196 ........ CHIPS ARE UP (F)
D230........ VIZ SLIDESHOW

D300 ........ MR POTATO HEAD
D3ol, ....... FILLET THE FISH
D187 ........ CROMICS HARDWIREDY 2P}

D277 ........CRUSADERS EURO CHART
D230 i DOMALD DUCK (P)

D201 ... FENNTASTIC 3 (P)

D147 ..., STEALTH BOMBER
D31%........ MADOMMA IMMACULATE
D319 ... AT THE MOVIES Il (4) (P)
DIAZTF i DIGI SHOW (2) ()

D330 .....qcn SHORT MODULES (P)
D33 ... AMNARCHY (M)

D197 .o TOTAL DESTRUCTION

D184 FLIGHT AMIM (F)

D238 KRIOMIC NEVERWHERE
D267 PHEMOMEMNA INTERSPACE
D298 ........GHOSTPOOL (M)

D288 SPACE ACE (F)

DTy ........ THE RUN (P)

ALCATRAZ ODDESSY
A BRILLIANT 5 DISK SPACE EPIC,
HAS TO BE SEEN TO BE BELIEVED!
PACK PRICE £4.00
NOT PLUS

REBELS MEGADEMO'S
4 DISKS OF VARIOUS DEMOS FROM
THIS SUPERE GROUP. A MUST FOR
ANY DEMO COLLECTOR
PACK PRICE £3.75
NOT PLUS

PHENOMENA
5 DISKS OF GREAT DEMOS INCL.
ECES, JOYRIDE, INTERSPACE ETC
PACK PRICE £4.00
NOT PLUS

DIGITAL CONCERT
PACK OF 5 DISKS. THE VERY BEST IN
HOUSE MUSIC. EXCELLENT SERIES
PACK PRICE £4.00
NOT PLUS

HUMOUR

078 TOTAL RECOUMT (P)
D198 ........ TOTAL RESPRAY ()
D176........ TOTAL RESTYLE (F)

D164 .......TOTAL RETRIAL (P)

DES i VIZ JOKES (2) (X)

D185 DATIMG GAME (2)
IA168........ DELIRICUS (2,%,P,2 DRIVES)
0179 ........EAU MADONMNA (F)
D173, PORKY PIC

e g R LAME 5T PORTS

D258 SAFE SEX (P)

F—._‘-LAMOUR

A172.........BO DEREK (P)

A171.........BLONDE BEAUTIES (P)
A164........ SAM FOX (2) (P}
A101 .........GIRLS GIRLS GIRLS (P)

A130.........GIRLS 2

Al 76 KATHIE LLOYD

AT02........ MADOKMNA

AT03 ... .MARIA WHITTAKER (2) (P)
A173.........5AM FOX VOL. 2
A160......... LUTOPIA (2) (P)

A1B2 SABRIMNA (P)

IAT05....... SLIDES 1 (P}

A125....c0n PUZZLES (F)

IA158......... SLIDES 2 (P)

A159......... SLIDES 3 (P)

A188........ ROSANA ARQUETTE (1 Mb)
AT189......... CINDY CRAWFORD (2)2 DRIVES)

FRED FISH

F580......... WORLD DATA BANK (F)

F595 ......... PREADER (P)
F594 ......... CUBE 4 (P)
F589 ......... TERM (P}

F536 ..uounnn PBLANKER (P}
533 souioesse DOS MANAGER (P)
F498 ......... FREECOPY (P)

F460 ..oiaina JMENU (F)

T-BAG

| 7 ACTIVATOR (P)
Td6......coen KEYMAPPED (F)

. = TR LHARCA (F)

1. F i LFFZEXE {F)

LL |1 PO PCOPY (P)

pjc | P VICLISX 4.0 (F)

[ [ [ MEML RUMMER (F)

LE ¥ JR—— POWER PACKER 2.24 (P)
o 7] PR, VIRUS TRAP (P)

T2 iesmsrss 510 (P)

Due to the sheer number of
programs of Fish & T-Bag it Is
impossible to guarantee
compatability of all programs,
however, most will run within
CLI or SHELL.

HOW TO ORDER: Make cheques/postal orders (sorry, no credit cards) payable to Pentire PD and
send to the address above stating titles and disk numbers required. Please note prices are per disk
and not per title. Titles with a number in brackets denotes the number of disks. Note: we do not
stock pornography, so please don't ask for it.

CATALOGUE DISK £1
1500 TITLES

CONSTANTLY UPDATED

FRED FISH
AND T-BAG

COLLECTIONS STOCKED

TO ORDER GLAMOUR
PLEASE STATE

OVER 18

WE ALSO STOCK A
LARGE RANGE OF
PC SHAREWARE
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" e've had seven games
and seven Number
Ones inside of three

years. Name another developer that
gan say that.” This is the voice of
itmap Brothers head honcho Eric
Matthews. And, as much as you'd
ke to pull a name out of the blue
that would shut him up, you've got
to hand it to him -it ain't easy. The
cymics can say what they like but
there's little denying that tHé Bros
are very good, if not the best, at
what they do: purveying finest-qual-
ity arcade action for mass consump-
tion by the gamesplaying populace.
And as Eric knows, he can afford to
be bullish, for the game that's qui-
etly playing away as he talks looks
wery likely to be making it eight out
of eight.s

Of course, in the hype stakes
there’s little to touch the Bitmaps
this time Found. The name The

'--"\.
J b -

It's taken two years and a Hell of a
Brothers' eighth - and most eagerly-aws:
complete. As the countdown to release
slipped over to Renegade to find out wh ‘been well worth the

WORK IN PROGRESS

“If there had
been a nuclear
Apocalypse in the
Victorian age,
this is what it
would have
looked like.”

Dan Malone
The Chaos Engine graphic
artist

gins, Gary Whitta

|
3 ¥ -~
Bl }
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| PROJECT: The Chaos Engine E;@gﬁhed as Upstairs Downstairs

| PUBLISHER: Renegade | meets Rambo. Set in a surreal Victo-

| DEVELOPER: The Bitmap 1;Wheauily influenced by the

| Brothers - : { work of Jules Verne and H. G. Wells,

Eric Matthews (Design) !

Simon Knight (Design)

| Steve Cargill (Programming)

Mike Montgomery (Program-

ming)

Dan Malone (Graphics)

Richard Joseph & Joy (Sound)

INITIATED: Early 1991

RELEASE: November 1992

it tells the story of dn egcentric
baron who commijssions the build-
ing of a gargantuan m-powered
computer - The Chu&f._lngine of the
title, ]

But once completed, the machine
becomes more powerful than its
inventors ever dreamed and eventu-
ally 9595 haywire, performing a
series of bizarre acts that includes
the transformation of the town's
locals into slavéring monsters. When
six burly chasacters from all walks of
life meet one night in a nearby pub,
they decide the only way toe put a
stop o the mechanical monstrosity
is to blow it into oblivion. 5o, they
arm themselves and set about
pulling the plug on the Chaos
Engine in the most forceful

tient Amiga owners who have been
laying siege to Renegade's offices
with letters and phone calls since the
game was announced last year.

The Chaos Engine is, for want of
a better term, a ‘thinking man's
shoot-"em-up’, a game where tradi-
tional eight-way blasting action is
given a unigue role-playing twist,
and everything is brought together
by a scenario that's probably best

Chaos Engine has already passed
into the annals af gaming legend
and the game isn't even out yet. A
couple of setbacks along the rocky
development road have resulted in
the game's proposed release shifting
from its original slot back in January
to the now "almost definite®date of
the first week in Movember. It's
going to have to be something wery
special to satisfy the legions of impa-
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CHAOS

will recall the talk of involved role

WH E R E T H E R E g S M U c K playing elements. Actually, it's not as

complex as you might think - the sa

THERE'S BRASS ' called 'RPG’ aspect is actually kind of

The Chaos Engine is nothing if not inventive graphically - how a throwback to the ideas that were
many other games can you think of that have a retro-futuristic first used in Speedball 2, where char-
Victorian setting? “What we wanted to do was set the game in a acters have individual skill, stamina
landscape that was different to what most games were set in,” speed and intelligence attributes. In
Eric reveals. “When you start a game you think ‘Okay, where The Chaos Engine, each of the six
shall we set it? Shall we do a dungeons n’ dragons Gauntlet heroes (they're a colourful bunch
type thing? What about a post-holocaust New York subwa comprising a brigand, a mercenary,
train type thing? Or what about on a far-off a gentleman, a navvy, a preacher and
planet in a kind of underground network?"’ a thug) has differing abilities, and
Mo, no, na! It's all been done before, and each has his own unique weapon
what we really wanted was to have a really and special skills. Once two charac
rich graphical environment that we could ters are hired for cash at the outset
set this thing in. It's more interesting for their abilities can be increased
everybody if the game has elements with- between levels by spending more
in it that are completely different.” cash on bumping up their respective

To come up with such a surreal attributes - it's a lot like Speedball 2
graphical style, designers Eric in this case. As the heroes increase
and Simon Knight and artist Dan in power and skill, so does the scope
Malone were influenced heavi- for their weaponry, with more
ly by the works of Victorian sci- power-ups and special weapons

ence-fiction authors H. G. Wells becoming available for use.
and Jules Verne - hence the An interesting aspect of The Chaos

profusion of heavy pistons Engine’s design - and perhaps a con-
and pipes throughout the lev- troversial one - is that you can’t actu-

els and the swish leather inte- ally play alone. Even in the one-play-
riors and brass fittings of the er game, you have to select a second

character and power-up screens.
“It's like the inside of a 1920s
oil liner” is how Eric describes
the game’s look - books on
Victorian and Edwardian furni-
ture and interiors were
brought for research purposes
to help create an authentic peri-
od feel.

Turning the vision into pixel-based reality has been entirely
Dan's responsibility. After ereating the futuristic silver-clad visu-
als for Speedball 2, going back in time a hundred years made a
refreshing change. "The game’s full of metal gantries and big
brass pipes, cogs and wheels - | would like to have gone a bit
further with the pipes, actually. The feel is supposed to be post-
modern Victorian, so you have present-day technology but the
fashions are still stuck in the 19th Century. Everything's been
blown out of proportion, so all the weaponry is exaggerated in
size. The general idea is that if there had been a nuclear
Apocalypse in the Victorian era, this is what it would have
looked like.”

Unfortunately Dan can't stay to stop and chat, as tomorrow
he's off to Sweden for a tour of the local ale houses. "It's a
stag,” he says. “I'm going to be completely dead when | come shoot their way through the waves
back. God help us all.” of horribly-transformed townsfolk

while trying to find three nodes (big
electrical towers) that are hidden
manner possible. “What we wanted “There are a lot of around the landscape. Once they've 1
to do was write a game that was in 2 all been found and activated, the !
the style, to an extent, of something ideas that have gateway to the next level opens, and
like Gauntlet or Crackdown,” Eric never been tried the players bundle through it.
explains. “That particular style of . . And that's it, simple as that.
game has never been done particu- with a game of this Well... not quite. “It's not entirely an
larly well, especially on home com- t}rpe until now." all-action game,” Eric is keen to
puters. There are a lot of ideas that ; explain. “There are puzzles, but
have never been tried with a game of Eric H:‘-lt‘l:l'lﬁ“ts they're action-based puzzles. It's not . 3
this type until now."” The Chaos Engine like in an adventure game where you ' e ALs .

The idea’s simple - after picking a designer pick up objects and move them . k
pair of characters from the six avail- about to make things happen. In this
able, the player(s) work through six- On each level, the two heroes (there game, things happen simply if you
teen maze-like levels (four worlds were originally supposed to be three shoot certain things or walk over cer-
with four levels each), starting in the players on-screen, but the third man tain areas. That's how you discover = x:‘. |

grounds outside the baron's was abandoned after early tests things." hud iz, It !

fortress and climaxing inside the found him to be superfluous to the Those who've followed the ongo-
bowels of the computer itself. action and downright impractical) ing previews over the last year or so
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Above, left and below left) At the
start of the game, each of the six
heroes is presented in turn coin-op
style - it's a nice excuse to show off
Dan's handsome cameo pics. The
three shown here are the Brigand
green), the insane Preacher (red)
and, with the smart centre parting
and big gun, the Navvie.

WORK IN PROGRESS|
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character which is then controlled
automatically by the computer.
According to Eric, getting the com-
puter-controlled player (or CCP) to
work properly has been anything but
easy, but the result, he says, is worth
it. “The CCP isn't just a drone that
follows you around and fires when
you do. He reacts independently to
whatever's going on around him in
direct relation to how good that
character is. We're trying to recreate,
to an extent, the feeling of someaone
else helping you, so even if you're
playing on your ewn, it feels like
more than a one-player game.”
Even for the self-confessed kings
of intelligent meanies, though, it

{ hasn't been an easy ride. "It's been

an absolute nightmare, and there
were a couple of times where we
really thought it wasn't going to
work. At the time everybody said
‘What a great idea, let's do it. It
won't be difficult!” It's easy to make
a character to work just like a drone
that follows the player about, or to
have him so intelligent that he
whizzes around and does everything
- but then what is there left for the

(Left) The graphical style changes
slightly for World T wo switches
from rocks and feliage to steel
gantries and brick walls as the play-
ers near the maniac's mansion. The
final two worlds, currently being
layed out, are even more mechanical
and menacing.

player to do? It's getting a realistic
balance that's hard, and in the end it
took a very long time to get it right.”

Above all, though, what the Chaos
Engine team have tried to come up
with here is an arcade game with
more longevity than other examples
of the genre - not easy when games

el e

A\

é

of this type tend to have congenital-
ly short gameplay lifespans. Hence
the different characters, that allow
players to experiment each time they
play with different weapons and

abilities, and the levels themselves,

which have been packed full of
secret rooms, entrances and pas-

(Below) After every two levels, characters get a chance to spend their cash
powering up their weapons, abilities and special powers. it's on screens like
these that Dan Malone's stylish period graphics are most evident - this
could be a view from inside Jules Verne's Nautilus.
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(Above) Shooting a golden node causes a bolt of white-hot electricity
to burst from it, and when all three have been hit the portcullis gate
to the next level (pictured here) opens up, allowing our heroes

through.

(Above left) Just look at those luvverly gwaphics from Level One!
What you unfortunately can't appreaciate are the very lovely music
and sound effects provided by DJRJ (aka Richard Joseph) - there's
some top samples speech a la Gauntlet to be heard.

o —

|

> 0¥ h D

AdO0O3IHL




TSP e R FRETEES. WSAr —— S SISO S " N - e - ik il sl

THEORY

C.H& QS

All character sprites are drawn like this, with a separate pic for each frame
of its required actions in all eight directions. These frogs are from the first
world, where the players must pass through a bubbling swamp replete with
all manner of greenland creatures.

(Below) Dan Malone's sketch books are filled with
little doodles like this, some which made it into the
game, some which didn't. This early conceptual
sketch is of the Gentleman, who, after several revi-
sions, now looks like the sepia-toned image in the
bottm right. Notice the almost absurdly-exaggerat-
ed weaponry he's packing.

sageways that should give the play-
er incentive to continue exploring a
landscape in search of more good-
ies even after the exit's been located
and opened. “From our own experi-
ence of playing and designing
games, it's become clear that the
simple idea of running around killing
monsters and nothing else is simply
not enough,” says Eric. “You have to
have that extra element of discovery,
that allows you to go back and
experiment and find new things each
time you play - that's what makes a
good game."”

Commenting on why the game
has taken sooo long to finally
appear, Eric's reaction is mixed. “We
had a designer leave halfway
through the project, and that kicked
things backwards a bit. At that point,
we sat down and re-assessed it and
| think that what was there wasn't
really going to fit into the idea of
what we wanted the game to be. 5o
we re-rationalised a lot of stuff, like
taking out the third character, and it
took a lot longer than we thought.
We had to make sure it was abso-
lutely right before we showed it to
anyone.”

If you dare to suggest that two

{Left) The Bros have worked hard to
ensure that The Chaos Engine has no
shortage of pick-ups. Coins equal
cash to be spent in the shops later,
keys open secret doors (it's finding
and collecting these that make up a
large portion of the game's puzzle
element), and the ying-yang symbols
are restart points that the players
return to, stats fully restored, when
they snuff it.

years seems a little too long in devel-
opment for what is basically an
arcade game, Eric gets a tad riled. "I
don't understand why people say
that. Okay, it toock longer than it
should have done. But people have
this illusion that it's somehow easier
and quicker to write an action game
than it is to write, say, a big RPG. It
really doesn't wash with me at all.
It's difficult to write a really good
playable action game. Forget about
all the puzzles and RPG elements and
all that crap - it's still really difficult
to make it good. If you think about
all the other people out there who
are writing action games, we have to
make sure that ours has something
which is more than all the others.
And that takes a really long time. It's
not good enough just to bung in a
load of monsters, put a shop at the
end of the level and think that's
enough. It's not. And | really don't
think there's any more value in writ-
ing a big flight sim or an RPG than
there is in writing a really good,
playable arcade-crientated game.
The fact is, to write really good
games - | don't care what type -
takes time."
Enough said, dont you think?

e
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After four years in development, the sequel to Elite is
at last nearing completion. For author David Braben,
it's the end of a long, long road - and for publishers
Konami, a potential mega-blockbuster. In the final part
of The One's major Work In Progress special, Gary
Whitta takes a last look at some of the more serious
aspects of the creation of an Amiga landmark, and,
looking back on almost half a decade of toil, Braben
offers his own reflections...

ver the last two month's
Owe"l.re seen and heard a lot

about Elite 2 (or Frontier as
*'s now finally called - the "High' bit
nad to be abandoned after it was
giscovered an old 8-bit game was
#ready using the name) the game -
sut one aspect of the space-based
sdventure epic that may well be
swerlooked is the one that author
David Braben has put the most
#ffort into.

If you're going to set a game in
space, how do you go about doing
%7 Easy! Get a black backdrop, write
2 little program that sprinkles lots of
ittle white dots about the place and
away you go! Instant galactic envi-
ronment! Well, at least that's what
you do if you're not David Braben. If

you are, what you do is spend sev-
eral months painstakingly research-
ing and recreating the Milky Way
down to the most precise detail.
Over-indulgent? Probably. Effective?
Undoubtedly. For Braben, whose
Cambridge programming HQ is lit-
tered with books on physics and
astronomy left over from research-
ing the project, the ends more than
justify the means. But creating a
realistic environment is one thing -
creating one accurate enough to be
of genuine educational use is anoth-
er. In layman’s terms... why bother
when you can just cheat?

“First, it's a hobby,"” David replies.
“With a project of this size, you real-
Iy need some major interest to keep
you going. I'm quite interested in

the astronomical side, so really | just
did it this way because | wanted the
game to be like that. | wanted it to
be realistic. | thought, if you're going
to go to the trouble of modelling
something this big, why not make it
the real one?”

“| think the fact that this galaxy is
real helps fuel the imagination much
more,” he continues. “Things based
on fact are always much more excit-
ing, because they do have some rel-
evance. It's not just random figures
plucked out of the air. But also, |
think it will help to get a lot of peo-
ple interested in the game who
might otherwise not be interested.
I'm sure that because of it the game
will get a lot of coverage outside of
the computer game press. Speaking

to the people at the University's
astronomy department it seems that
no-one has ever bothered before to
simulate on a computer the pro-
cesses of a galaxy in this way.”

“We know almost nothing about
space, really. It's really quite depress-
ing. | thought we knew a lot more
than we actually do when | started
this game. Most people are very
introspective - they know almost
nothing, for example, about where
the Earth is in relation to the rest of
the galaxy, or even what the differ-
ence between the galaxy and the
Universe is. | hope that this game
will do something to change peo-
ple's attitudes a bit. One of things |
wanted to do when | started was to
produce something that would be
attractive to people just to play
around with as a toy. It's good for
someone who may not be interest-
ed in a shoot-'em-up space game,
but might be interested in astrono-

o

my.

1FS:I:: come on then, how accurate is
it really? “Well, everything inside
about a twenty lightyear sphere is
mapped out accurately from data
books. But because current tele-
scopes can't see faint stars more
than about thirty lightyears away,
the game generates those statis-
tically. It's not entirely accurate
- there are some things that
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(Above) David has recently implemented external views in Frontier, so play-
ers can now pilot their ship from outside, and view what's going on around
them frem any angle.

(Below) Frontier's core system map shows all the planetary systems within
the player's reach - the red lines indicate each system’s relative height, mak-
ing it easier to judge distances. The purple lines show popular trade routes.

(Below) Ridley Scott's Blade Runner provided some of the influence for
Frontier's surface detail - this huge industrial complex, belching bursts of
flame into the night, is taken directly from the movie's depressing
cityscape, and has much the same effect.

would have been
impractical to
implement simply
because nobody
would have known
the difference any-
way. But the point
really is to convey
the flavour and
give people an idea
of scale. | think the
important thing for
this is for people to
realise just how big
space is. People
imagine being able
to nip between
planets, but in real-
ity the distances
are enormous.”
In fact, the only
real liberty that
seems to have been
takerj with ellstr?-
physical reality is
that old Elite favourite, hyperspac-
ing - and even then it's possible to
hide behind any number of semi-
theories that, handily, have never
been conclusively disproved. Even

Dealing in illegal goods can be a
risky business now that David has
implemented the galactic police -
they not only chase you for carrying
stolen goods, but set up dummy
emporiums to trap anybody plan-
ning to deal in "illegals®.

travelling at the speed of light, it
would take a thousand lifetimes to
get from one end of our galaxy than
another - obviously with Frontier
running in real time, that's more
time than your average gamesplay-
er has got to spend. Isn't it conve-
nient, then, that scientists have long
been pontificating on the possible
of existence of 'wormholes’ that
would allow objects to jump great
stellar distances in the blink of an
eye,

Of course it's all a load of theo-
retical hot air that has very little
basis in scientific fact but it comes
in quite handy here, allowing Fron-
tier pilots to visit systems that, under
conventional power, they'd never
even get to see. A nice touch is that
ships travelling through hyperspace
leave behind a glowing portal (it's
supposed to be where the fabric of
the space-time continuum has been
torn, or something) at their entry
and exit points. The portal contracts
and eventually heals up after time,
so other ships in the area can use

these natural signs to see if anybody
has entered or left the system
recently - it's a tactic used by pirates
to look for newly-arrived targets,
David has changed things signifi-
cantly, though, so that you don't
need hyperspace to simply travel
between planets. Indeed, the tech-
nigue is only used here for travelling

“The important thing is
for people to realise just
how big space is. It's
depressing how little we
know. | hope that this
game will help to change
people’s attitudes a bit.”

- Frontier creator
David Braben

vast distances, with the player navi-
gating and piloting the ship manu-
ally for smaller journeys. “One of the
things that we found with the orig-
inal Elite was that with journeys that

Woosh! The new external views
allow for some breathtaking graphic
sequences - like here, when the
Cobra launches from the docking
bay of a space station. Note the
landing gear, which retracts after
the ship iz clear of the landing zone.

are just a matter of routine you'd
want to whizz through it but if it
was more of a challenge, you'd want
to do it yourself,” David explains.
“There's an autopilot option in there
for people who don't want to go to
the trouble of piloting the ship
between planets.”

It's wvery nearly time for David to
put his feet up and enjoy himself.
Within the next few weeks, the final
version of Frontier will be delivered
to Konami's offices and from then
on it's effectively out of his hands.
Four years of solid graft at an end,
and nothing but the spoils of his
labour to look forward to. Aah, bliss.
“There are still a lot of little things to
be done,” he admits, “but the end
is very much in sight now. I'm quite
excited about the prospect of it
finally being finished. I'm pleased
that, now | can see what the game is
finally going to be like, it's how |
originally intended it to be when |
started. There are quite a few things
that have had to be cut out, but
those are mainly just ideas that | had
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along the way anyway.

“What | eventually want to do is
create little science-fiction adven-
tures within it. 5o, for example, |
might set up an alien race on the far
side of the galaxy and leave the play-
ers clues on where they are, so they
can try to discover them. Things like
that would work well as add-on
modules.”

Before all that, though, David's
going to be taking a well-earned rest
a5 soon as Frontier is finished. “I'm

going to have a complete break from
programming for at least a month.
Over the last year I've had no holiday
at all, and at the moment I'm work-
ing an B0-hour week.” After that, it's
back to work on a new game. “The
next major product I've got planned
is a sort of magical fantasy. But
that's not a solitary project, that's
going to be done with about six
other people. It's a whole new game
environment with lots of animals
and things.. But that's a long way

off, and in between there are sever-
al short-term projects that I'll be
doing, like Virus on the Super NES.”

And so the development of what
may well be one of the biggest
Amiga games in years is nearly over
and all that remains is for us to get
hold of a finished version and see,
once and for all, if it really is as good
as we keep suggesting. One thing's
for sure - we can hardly wait to try
out the proof of this particular pud-
ding...

David's hoping to include all the
original Elite ships in Frontier - at
the moment these are the only
ones available to buy.

It's now possible to land on plan-
ets via these futuristic airports,
capable of accomodating up to

four ships at a time. To land, just
fly over one of its landing pads,

decrease power and you'll be
instantly connected to the local
bulletin board.
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18 HOLES OF MAJOR CHAMPIONSHIP GOLF
WITH THE LEGEMD WHO HAND PICKED
EACH ONE = JACK NICKLALS,

PLAY THE BREATHTAKING 8TH AT PEBBLE
BEACH AND DISCOVER WHY THE SECOND
SHOT OF THIS PAR 4 15 JACK'S "FAVOURITE
SHOT IN ALL GOLF" IN PROBABLY THE MOST
REALISTIC AND VISUALLY STUNNING GOLF
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PLAY IT JUST LIKE THE BEST-SELLING
BOARD GAME.

IT'S LIKE CHARADES, ONLY YOU SKETCH WORDS
INSTEAD OF ACTING THEM OUT, BUT WITH A COMPUTER
YOU DON'T NEED PAPER AND PENCIL! SKETCH YOUR

PICTURES ON SCREEN WITH AN EASY TO USE DRAWING . i

PROGRAM. YOU'RE NOT AN ARTIST? DON'T WORRY -
MOST PEOPLE AREN'T. THAT'S PART OF THE FUN AS YOU
RACE AGAINST THE CLOCK 50 YOU'LL HAVE TO DRAW ON
YOUR WITS AS WELL!
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HEAD -TO -HEAD WITH THE
WORLD'S FASTEST PRODUCTION CARS!
A THE DUEL: TEST DRIVE Il PITS THE FASTEST EVER
RARI AGAINST THE FASTEST EVER PORSCHE IN A
RACE THAT HAS ONLY BEEN RUN IN THE MINDS OF
ENGINEERS AND ENTHUSIASTS... UNTIL NOW!
YOU'RE BEHIND THE WHEEL OF THE MOST
TECHNOLOGICALLY ADVANCED SUPERCARS ON
EARTH, ROCKETING DOWN ROADS THAT ARE AS
EYE- CATCHING AND DANGEROUS AS THE
CARS THEMSELVES.
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Until you've proved yourself in one
of the fighter's Guilds, you'd best
stick to chatting to Knights instead
of trying to beat them up.

In darkest
Wolverhampton,
Kevin Bulmer and a
team of crack coders
are developing an
incredible RPG for
US Gold that promis-
es to be one in the
eye of Beholder 2.
David Upchurch pre-
pares to be well and
truly impressed...

5 Gold certainly love their
U RPGs. The Brum-based com-

pany has got a whole bundle
of them lined up for launch over the
next few months, including a little
number by the name of Legends Of
Valour. But does the World really
need another RPG? Well, having
seen Legends, I'd say the answer is
an enthusiastic and emphatic “Yes".
And - surprise, surprise - the game’s
being developed right here in mer-
rie olde Englande, in sunny Wolver-
hampton, to be more precise. And it

- Sial o it e e Mt e g aage v e ol e 1L . — Z —

WORK IN PROGRESS _l,,;,

was affable Kevin Bulmer, one of the
game's designers, who took time
out of his busy schedule to talk
about how it's shaping up.

Legends Of Valour takes place in
Mitteldorf, a huge walled city on the
tiny island of Wolfbrood, which lies
just off the coast of a massive con-
tinent. Merchant ships travelling
from coast to coast treat Mitteldorf
as a handy 'stopping off’ point on
their travels, thus bringing enor-
mous wealth to the city, as well as
providing lots of fodder for high
adventure,

According to Kevin, Mitteldorf is
“a mile and half long from North to
South and three-quarters of a mile
from East to
West. According
to US Gold's
playtesters, the
ground plan of
the town is eight
times the size of
Eye of the
Beholder 2 and
they reckon that

“You can shape
Legends Of Valour to s
be whatever you
want it to be,
depending on the way
you like to play role-

else and playing the game all night
and at the weekends, would take
you over two weeks."”

The player is cast as a young man
who has travelled from one of Wolf-
brood's tiny
villages to Mit-
teldorf to find
fortune.
Unfortunately,
just after the
player enters
the city gates,
a vile plague
breaks out and

to visit every playing games.” the city is quar-
location on the antined. If
grc.}und Ie'?'EI, nothing else,
doing nothing it's a neat way

i
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PROJECT: Legends Of Valour
PUBLISHER: US Gold
DEVELOPER:
Kevin Bulmer

(Design, Graphics)

lan Downend

(Design, PC Programming)
Graham Lilley

(Amiga Programming)
Paul Woakes

(Amiga Programming)
INITIATED: May 1991
RELEASE: December 1992

of confining the player to the city
limits. However, hardened dun-
geoneers thinking that this means
the game's just going to entail a lot
of boring street wandering are
much mistaken...

“Oh God, there is so much stuff
to find!" cries Kevin. "At last count
there were twelve very large sepa-
rate dungeons underneath the city
and there's going to be more, We've
got all the dungeon entrance points
sorted out but as we're coming up
with a particular quest we're think-
ing ‘Well, this quest needs to have a
certain number of specific puzzle
elements and pressure pads
and pits and so on, therefore
we've got to do this.’ 50 as we

k|
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design the puzzles we're putting in
the map, rather than draw a map
and then fit the puzzles into it.”
The player's first task is to get a
room at an inn (it's illegal to doss in
the streets) and then to find some
form of income.
Although  the
player can sub-
sist for a while
doing small
errands and
tasks picked up
via the inn's local
noticeboard, to
make any real
progress it's
essential that
they join one of the city's many
Guilds. Once a player has joined a
Guild (by paying a small ‘entrance
fee’ and completing a simple initia-
tion quest) the Guild will, in return,
provide a regular pay packet and an
endless series of tests and chal-
lenges. Providing the player does

“We play Legends of
Valour all the time
because it's so much
bloody fun!”

well at these set tasks they'llbe pro-
moted up the Guild’s hierarchy, thus
earning more money and greater
social standing (permitting access to
areas of the city barred to mere
peasants, such as the Castle).

There are basi-
cally four ‘types’
of Guild, one
each for fight-
ers, magicians,
clerics and
thieves. As Kevin
explains, this is
all part of the
designers” aim
to make Leg-
ends as adaptable to the player's
wishes as possible: “Say | want to
play the game and kill monsters,
then I'd join a fighter's Guild. But
you might want to play the game
and solve puzzles, so you'd join a
magician’s Guild and the tasks you'd
be set would be more of a puzzly

nature, You can shape
Legends to be whatev-
er you want it to be,
depending on the way
you like to play role-
playing games.”

The player has the
choice of controlling
the game with a mouse
or the keyboard. To
make the game as ‘user
friendly’ as possible all
the player's interaction with the
gameworld is icon- and menu-driv-
en. There are the usual icons
allewing you to pick things
up, read, eat, sleep and, of
course, fight... “There are
three ways you can use any
weapon,” states Kevin. “You
can employ a ‘crushing
blow’, you can jab with it or
you can swing from right to
left.

“Now each weapon has
an optimum way of being
used and each monster has
an optimum way of being
attacked. So if you happen
to be carrying the right
weapon for the right
weapon then you'll inflict
the maximum damage. Like
if you jab with your sword at
a troll with its big wobbly
belly then you'll be using
your weapon at its best and
attacking the troll in its weak spot.”

Although there's enough hacking
n’ slaying
to keep
a vy an
Hannibal

Lecter

happy.

SUCCess-

ful com-

pletion

of the

various

Guild

tasks

depends

just as

much on

fancy

word

play as

fancy sword play, especially on the
later, more involved quests. The
player can start a conversation with
any person or creature they meet by
first hailing them with a loutish
“Di!"” to grab their attention and
bring them over. The chat then con-
tinues via a simple but cleverly-
devised menu-driven conversation
system.

“It works on a tree structure,”
reveals Kevin, “You start a conver-
sation by saying "What is?' or Where
is?". There's also an insult option if
you fancy a fight and you can even
try and pick somebody's pockets

A sample of Kevin's design
sketches for just a few of the
bizarrely hideous creatures
lurking in the depths below
Mitteldorf.
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while you're talking to them but
that'll probably end up in a fight
too. If you select "What is?’ then a
menu appears listing things like
‘What is your name?’, ‘What is your
trade?’, ‘"What is the time?' and so
on, while selecting "Where is?' cov-
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(Above and left) The town of
Mitteldorf is full of interesting peo-
ple to meet and chat to, such as this
rather cuddly-looking little dwarf
and this even cuddlier-looking lady.

ers stuff like "Where am 1?7, "Where
are you going?’, "Where is such-and-
such a place? and so on. When you
first arrive in Mitteldorf you have a
list of items and places you'd prob-
ably know about from living on the
island to start you off. However, as
you explore more names get added
to the lists and they gradually
expand.”

The most stunning aspect of Leg-
ends of Valour is the player's three-

dimensional first-person view of the
city and its various buildings, dun-
geons and docks. Forget the ‘jump-
jump-jump’ 90°turns-only screen
update typical of other RPGs like Eye
of the Beholder 2 or Black Crypt, in
Legends the player can walk forward
smoothly, in just about any direction
you care to mention, as if they were
actually there. Because there's no
jarring ‘flicking' effect, the feeling of
‘being there' is quite uncanny. With
just a hint of a groan in his voice
Kevin comments "“US Gold are
describing Legends with the catch-
phrase ‘A Virtual World".”

Legends was first developed on
the PC and on that machine uses a
technigue called "texture mapping’
to create its highly-detailed 3D
views. To put it simply, texture map-
ping is the process whereby you
take a two-dimensional drawn
graphic and 'paint’ it onto a three-
dimensional polygon shape. Thus if
you had a picture of a brick wall, you
could texture map this onto a flat
polygon and the polygon would
now look it was built out of bricks.

Although not an easy thing to do
on any machine, matters are made
slightly simpler on a PC because
each screen pixel is represented by
one byte of memory. However, on
the Amiga each pixel is represented
by a number of bits scattered over
several bytes. 5o, wherease on the

..J _)_r)_.._. I Ji.l‘_l_)_u' PLACES 1 GO...

The people wandering around the town
are stored as a set of eight 50-pixel-high
sprites. The monsters in the dungeons,
on the other hand, are drawn at a much
larger 100-pixels scale. The eight sprites
each correspond to each of the eight
possible rotations at which a character

~ can be viewed. The sprites are all shrunk

E hmlﬂuhummﬂhhk'hmmm“mw"mlﬁmmmm

~ er's 3D view. If the player gets into a conversation or a fight then the character is shown in
close-up. But rather than being aﬂuﬂrmm it's a completely-redrawn detailed
mﬁﬂumummwﬂn‘uﬂbmmmh&ﬂm“l"

The reason the wandering sprites haven’t been drawn at a larger, more-detailed scale is sim-
ple: lack of memory. “Basically cutting between the sprite and animated graphic means that
‘we don’t have to store all the walking and combat animation frames of the character at this large

. mruﬂtﬂummmewmmhmnmwdmmmmwb
B llmhbnutlnllliuhldiﬁcﬁnmmddnhgaﬂﬂunﬂurthlnmﬂuydukquma!qm
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PC you can change a pixel in one go
by writing to just one byte, on the
Amiga you have to write to several
bytes, making sure that you don't

alter any of the other bits in the pro-

cess, which takes a lot longer. And
given that the Amiga is a slower
machine than the PC anyway, the
problems are obvious...

“We did the Amiga first as a tex-
ture-mapped polygon game like the
PC but it was so slow because the
maths is a nightmare, as you can
imagine,” reveals Kevin. “So what
we're now deing is ray-tracing the
player's view, which is a scheme lan
came up with for the PC but we
never had the time to do. But Gra-
ham and Paul have taken the idea
and actually implemented it and
solved any problems there were.

MNow let's hang on a second. If
anything, ray-tracing the 3D scenes
{where - again to put it simply - you
take each pixel of the screen and
work out what it can ‘see’ of a given
3D scene) is horribly complicated
mathematically and...

“It is and it should be incredibly

(Above, top to bottom) That 3D ray-
tracing technique in action. Note the
stone texturing on the castle walls
and the worded signs on the build-
ings. The player can shrink or
enlarge the graphic window to
adjust the image update to whatev-
er they wish. However, even with
the window at its largest size the
screen is still refreshed at a per-
fectly acceptable eight frames

per second.
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slow,” interrupts Kevin, laughing.
“But it isn't. Now we know why it
works but we're not telling anybody
alse! Theoretically the Amiga version
should be like playing on an BMHz
286 PC but using this technique
we've developed it's more like play-
ing on a 16MHz 386. It's given us a
huge increase in performance. In
fact, we want to take it back over to
the PC for the sequel when we get
time.

“On a bog-
standard Amiga
you get around
eight frames per
second (f.p.s.)
update.

. W

To give you a comparison Dungeon

Master gave you four f.p.s. On top

of that you can shrink the display

window down so that you can get it

up to sixteen f.p.s. which is useful

for getting across town gquickly.

However, if you get into combat or

conversation the window reverts to
its largest size.”

Pressing Kevin to describe exact-

ly how this new piece of program-

ming wizardry does

what it does so

well and so quick-

ly is fruitless,

however: “I don't

want to give too

much away,” he

demurs.

éﬁr'ﬂ'
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“Mormally I'm the sort of person
who'll say that all we programmers
ought to explain to everybody how
we're doing things so that another
programmer can pick up on it and
improve on it in the same way that
special effects technicians work. But
every time I've said this to pro-
grammers in the past they've had
this look of horror on their face and
quickly covered up their code before
| can see anything. So I've begun to
get a little protective.”

With Legends nearly completed
on the PC (“It's all done bar the
shouting. There are a few quests to
go in but all the coding is there,”
claims Kevin) and the Amiga version
not far behind, surely Kevin and his
team's collective mind is turning to
matters - and games - a-new. That
sexy 3D routine is too good to throw
away after just one game, and a
sequel to Legends is already on the
cards which'll see the player explor-
ing the world outside Mitteldorf.

An excellent by-product of the
Amiga’'s ray-traced 3D is that the
player can always see through win-
dows and into or out of buildings -
on the PC the player has to get right
up next to the window to do this.
“It's brilliant,” Kevin enthuses. “You
can look diagonally across a build-
ing, through a window, into a room,
out of the window on the other side
and into another street to another
building and into a window there.”

(Below) The smaller pieces of the
scenery, like the streetlamps, are
drawn and scaled as sprites in a si
ilar manner to the people and mon-
sters.
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{Below) Some of the 3D graphics in
Legends of Valour are truly breath-
taking. Take a look at the detail on
this guaint medieval-style house, for
example.
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great compo!

hey‘re getting out the bunting and the party poppers up at the Psyg-
I nosis offices. With the superlative Beast 3 scooping up a 90% rating

in The One last month and just about every other magazine in the
known Universe going cock-a-hoop over it too, the Scouse scallywags have
decided the time is ripe to hold a mega-compo open to all you luvverly
readers.

AND THE PRIZE I5...7
As you know Psygnosis are always thinking ahead to the future, and they've
got a loads of absolutely amazing CD-ROM games in development. It's
rather fitting, then, that the prize they're offering is a Multimedia Amiga
CDTV Pack, no less. Not only do you get a CDTV, with built-in one megabyte
of memory, CD-ROM drive and remote controller, you also get a 96-key
QWERTY keyboard and a 3.5" floppy drive. In fact the only things you don't
get that's shown this moody picture are the monitor (but that doesn't mat-
ter because you can hook the machine up to the telly) and that incredibly
dull-looking home finances program.
That means you can still play all your favourite Amiga games as well
as being able to tap into all that super-sexy CD-based software that's

BB B T e et Wl

Yes, there's a brilliant

MULTIMEDIA
AMIGA CDTV

£6

for the winning in this

starting to come out. And you should see some of that stuff Psygnosis has
got up its sleaves.... Phewie! It's so hot you wouldn't believe it! 5o, you see
there's never been a better time to join the multimedia revolution, believe
me.

YOUR MISSION... SHOULD YOU DECIDE TO ACCEPT IT

It's very simple, actually. What we want you to do is get out your crystal
ball and predict what the next generation of Amigas will be like. What kind
of graphics, sound or memory capabilities will it have? Which types if
peripherals will you be able to attach to it? What sort of games will you be
able to play on it? Let your imagination run riot. One important point,
though - your ideas must be amusing. Please, please, please, no technical
specification sheets listing 68040 processors, Fat Agnus chips, 32-bit blit-
ters.... zzzzzzzzz! Send that sort of thing to CU Amiga!

Scribble your ideas down on paper - but no more than 500 words worth.
Feel free to include diagrams, sketches and/or cartoons if they'll help explain
your thoughts. Then, fill in the coupon below and send everything to us.
The entry considered to be the most entertaining and enjoyable by Dave
the Editor will win the Amiga CDTV pack!
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THE RULES

This competition is not open
to the employees of EMAP
Images or Psygnosis, their rela-
tives or their friends. The com-
petition will close on the 21st
October 1992 and the winners
will notified shortly
afterwards. The Editor's deci-
sion is final and no correspon-
dence will be entered into. No
alternative prizes will be given
and, while every care care is
taken, EMAP Images cannot be
held responsible for entries
lost or damaged in the post.

; copies)| of

- BEAST\?:

' OUT OF THE

.. ' ._ SHADOWS

runner-up
prizes!

Fill this in, attach it to your entry and send it to:
FINKIN’ ABOUT THE FUTURE Compo, THE ONE, Priory Court, 30-32 Farringdon Lane,

London EC1R 3AU.

The closing date for entries is October 21st.
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Please make cheques /P.0.payable to Microdisk p.p UK add
75p per item. Europe add £2.00. Elsewhere £3.50

SPECIAL
OFFER!!

GAMES

£1 OFF ALL

54-56 HIGH RD
BUSHEY HEATH WATFORD,
HERTS WD2 3JG
TEL: 081 420 4620
FAX: 081 420 4133
ALLOW 14 DAYS FOR DELIVERY

All iterns subject to availability E.&0.E
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DAVID UPCHURCH

It's not all work, work,
work at The One's
offices, you know,
especially for our Dave.
No sooner had he arrived
back from two weeks in
the south of Spain
basting in the hot sun
than he was away to see
his sister, who's just

given birth to a little

52 P“tty (S}'Stem 3] baby girl called Laurie.

Aaaaah! The big blubbery blubber was so moved by

56‘ MatCh Of The Day (ZEPPE““) the experience that he's now talking about a doing

pull-out babycare supplement to replace Kill Zone...

58 The Humans (Mirage) Only joking!
60 Archer Maclean's Pool (Virgin Games) gl
63 The Aquatic Games (Millennium) | GARY WHITTA

Being subjected to the

68 Shuttle (Virgin Games) _. sheer mind-boggling

excellence that is Elite 2

70 Lﬂtl.ls I" (G I'EI‘H"I'I) t ; for three months in a
- TR row has finally taken its
72 NO‘Ua 9 (Slerra) . _ toll on poor I:'.'l::l Gaz. He's

now completely white

74 Fireforce (I.C.E.) 4 T roived, his eyes are
: Hi " bulging and fish-like and
76 TrOddlers (Storm) o fa\\| he's even developed a
= 1l : ' T WA tan, Nobody knows how
79 zool (Gremlln) he did it, but he claims it
happened when he flew a bit too close to a sun in
the game. He's currently being confined to sick bay,
pending a psychiatric examination.

THE SCORES SIMON BYRON

All elements of our games are rated out of a possible A fresh face on The

One's team, Simon hails

maximum score of a hundred. But what do the scores actually Son Ry
mean? 1 oy Bournemouth, jewel of

& the south coast. And
0-25 Rubbish. m“'I'.l, low q"a"t’_ " what a start to hi: career -
.y in the exciting an
26-49 Below average. Not acceptable by today's T glamorous world of -
standards. R software - in his first -
50-60 Above average. But still plenty of room for T j mouth '_";;‘ :"*‘“’F bosn <
" _ responsible for —
improvement. reviewing top stuff like -
61-70 Fair to good. Lots of nice points, but in no Zool and The Aquatic Games. We throw 'em in at
way perfect. the deep end here, you know. Having got to know é
Dave and Gaz a little better, rumour is that he's
70-80 m smart. Above maptﬂl standards. already started to dig an escape tunnel. (¥,
81-90 Extremely good. Top notch impressiveness.
90+ Simply excellent. Breathtaking. ROB CARTER .

Is it some sort of disease? Rob seemed like such a
nice young man, but as soon as he parked his butt
in the designer's chair the curse of Willis struck

TH E OVERALL SCORE again. Rob at work is like that advert for Bacardi,

Obviously, at the end of the day, when all is said and done, where everyone sits around on the beachor in the
- e bar, and Nicholas Ball's relaxing voice sends s all
the Overall figure is the best gauge as to whether the game is e O L
any good or not. While representative of the elements, it is (By the way, there will be a piccy of Rob next
not an average of the other scores. That's why it isn't called month, girls.)

THE AVERAGE.
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David Upchurch loses his last vestiges of
sanity as he discovers how System 3's
super-stretchy plastic pal shapes up

b hile its drastically-trun-
Wcated title, System 3's "
} latest release may no
: longer be “Silly* by name it

most certainly is by

nature. Along with

Wizkid this has to

be one of the most

serewy games of

recent years. And

while it's not as

seriously nuts as

Sensible Soft-

ware's Wizball

sequel, it's certainly

daft enough to help

sustain England’'s repu-

tation abroad as the home "
of the eccentric for a few more years
yet.

The plotty... er... plot goes some-
thing like this: the nasty wizard Daz-
zledaze, aided and abetted by his
mangy cat Dweezil, has managed to

b seize control of Putty Moon. There's
only one thing with the guts to
by oppose the wiz and that's the hero-
. ic Putty, a tiny creature capable of
incredible shape-shifting feats
T thanks to its strange plasticine-like
body. Dazzledaze, in fear of the
o brave little blob (Lord knows why),

banishes him to the planet Zid, well
out of his way.

Or so he thinks. With the aid of

some friendly robots Putty has

e

built a giant tower
back to the Moon.
Unfortunately,
these construction
robots are solar
powered, and
while they're per-
~ fectly happy dur-
ing the day at
night they have a
tendency to go
mad, trundling
about wildly and
trying to commit
" suicide by jumping
‘offthe tower's girders
* and platforms. Naturally,
Putty feels duty bound to
help save his metallic mates. But Daz-
zledaze has caught wind of Putty’s
tower-building scheme and has dis-
patched Dweezil and his nastiest
minions to stop him...

What this all boils down to is
some hectic platform action as Putty
rushes around eighteen vertically-
scrolling levels, trying to shepherd
the robots to safety while avoiding
the attentions of Dazzledaze's hench-
men. But that one-line synopsis seri-
ously undersells the game's appeal;
with its bizarre and highly-flexible
main character Putty is one of the
most original - and amusing - game
concepts to have appeared in a long
time. As you are about to find out...
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Every blow from a baddy reduces Putty's ‘Pliability”
and if it reaches zero then Putty loses a life. However,
food left behind by biffed baddies can be absorbed to
top it back up again. Occasionally a baby is left behind
instead of food and these should be sucked up as soon
as possible because of their massive points potential.
Take too long over it, though, and the baby explodes
(1), causing Dweezil to poke his scabby head out
through the background and taunt you with a cry of
“Juuuust missed it! Ha-ha-ha-haa!”. Den't worry - you
get to sort him out later...
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Bonuses can be found all over the place, usually hidden
away in the bizarre and gaudy backdrops. If you have
the time, it's worth poking a stretched out eye into any
interesting nooks and crannies just in case there's
something lurking there. The bonuses range from the
boring (points, etc) to the useful (arrows which whiz
instantly to the top or bottom of the screen, limited
invincibility, etc) to the plain silly. Here, for example,
Putty has just picked up the ‘Uncle Ted's Organ’ icon,
resulting in' the appearance of Ted at his Hammond who
bashes out an infectiously catchy melody which has all
the baddies dancing. allowing you to carry on with
your robot-rescuing task unnoticed.




Putty is nothing if not versatile. As well as being able to
shuffle left and right, he can jump, punch, stretch (for
reaching distant platforms and ledges and also for spy-
ing out possible bonus hideaways), explode (to clear
the screen of nasties) and even drop coffee cups (to
stop the robots for a few moments). However, Putty’'s
most versatile skill is being able to squash flat into a
puddie, so that he can absorb bonuses and certain bad-
dies. Best of all, Putty-as-a-puddle is invulnerable to
enemy attack. If you think all this implies fiddly joystick
manoeuvring then you'd be wrong - Putty boasts some
of the best thought-out character control I've ever seen.

On the early levels the elusive robots are conveniently
frozen in massive blocks of ice. A thump from Putty’'s
fist smashes the block and releases the droid, ready for
absorption. As the game progresses the robots are free
to roam all over the shop, making the task of catching
them far tougher. Fortunately Putty can drop cups of
piping-hot coffee, which the caffeine-addicted robots
will pause to drink if they come across them.
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Mmmm, ground coffee
taste without the grind.
| A robot stops panicking
a moment to enjoy a
yummy ri'lug.

Py

Lightbulbs can't be killed by
punching. Instead, Putty has
to absorb and metamorphose
into a Shockerpillar (below)

and then electrocute them.

Atom the Duck is a speed
freak and loves racing along
the platforms, Putty in the
Jway ornot. A well-aimed
pnoh will see him off,
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Electrozapper. Very

deadly. Avoid.
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These Space Invaders
will leap out of the
screen and attack
Putty if he even so
much as brushes
against that nearby
joystick.

o

B

Blobs are also indestructible...
unless you absorb and change
into one of those cute rabbits
(as here). Rabbits are the
Blobs' favourite food but if
they leap on a Putty-rabbit our
hero will swell up inside them
until they explode! Huzzah!

Mr Magic turns valuable
robots into rabbits - not a

B

acon's can be

bsarbad... as long as

 atall.
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So just
what does
a level of
Putty
action
entail? Well,
here’'s your
chance to
HLEEIN S
UBUERUIE
documented
breakdown
of one of
Technofear's
little
playgrounds.

Although the game
constantly keeps the
player on his toes by
introducing new and

varied challenges, the
main thrust of the
gameplay remains the
same whatever level
you're on, i.e. get the
robots to the safety of
the exit. Putty does
this by simply absorb-
ing his bionic buddies
and carrying them
around inside his bul-
bous body. However,
Putty can only "hold®
one robot at a time
and, to make matters
worse, if Putty suffers
four "hits' from the
baddies the robot
inside him is
destroyed. Certain
power-ups increase
Putty’'s robot-carrying
capacity to four.

If things are getting a
little too crowded
Putty can clear the air
(and the screen) by
exploding. A few wag-
gles of the joystick
pumps Putty up until
pop goes the prover-
bial weasel, blasting
any nearby baddies to
kingdom come. The
downside of this pro-
cess is that it uses up a
large chunk of Putty's
energy (or ‘Pliability”,
as System 3 call it).




o S0, o b v Y p ¥ 1
A e IR T LN TR B R R rr B S e e P A MUY S ————
- - ——

T— i

R E V

Although enemy attacks wearing
away Putty’s Pliability can cause
death, in the early levels its the
strict time limit which is more likely
to cause the player's downfall.
Cleverly the time limit is increased
every time a robot is deposited safe-
Iy at the exit point, making for lots
of nail-biting excitement as you
struggle to get a robot home just in
the nick of time.

Publisher: System 3
Devaloper: In- |'I OLuse

Although most of Dazzledaze's min- ® i - » £25.99 Mid-Oct
ions are best dealt with by a quick e | L L ; ;
sock to the jaw or clonk on the head " ' joystick
fram Putty's blubbery bot, some are s
better off being absorbed. You see, . - . . MEMORY DISKS

Putty has the bizarre ability to meta- 512K 3
morphose into any of the nasties
he's sucked up. And not only does
he take on the meany's appearance,
he also gains its skills or powers.
Here, for example, Putty has

absorbed a clockwork erange and is x ]
engaged in a deadly pip-spitting ’ g :
contest with a mirror-image foe. 1 » [ e W | ; q
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Errrrr... Quite
remarkable. Appar-
ently Zeppelin
have written a
footy management
game around its
Match of the Day
licence. David
Upchurch, what
happened next?

management one, that is. Let's

face it, you'd think the only really
exciting thing about football is the
bit where twenty-two blokes kick
around a leather ball for an hour and
a half on Saturday afternoon, not the
bit where some lone suit sits in a
backroom juggling figures and hiring
n' firing during the rest of the week.
But not so.

These games are amazingly popu-
lar. And, when you actually sit down
and play one, it's actually easy to see
why. There's something very appeal-
ing about having absolute power
over a whole club. And seeing it
slowly move up through the divi-
sions thanks to your decisions is as
rewarding as defeating some tough
end-of-level guardian any day of the
week.

But it's a crowded market. Recent
additions to the genre include US
Gold’'s The Manager and Domark's
Championship Manager. Employing
an easy-to-use, point-n'-click, icon-
driven player interface, Match of the
Day is slightly friendlier than most

footy management games, but
other than that does it really
offer anything new?

It’s a funny old genre. The footy

FF 1 EHMUE SN WL
MATCH OF THE [

At last it's Match Day, and you can
settle down with a cup of tea to
watch Des and Jimmy as they pre-
sent the match highlights (which
always, strangely, seem to be from
the match you've participated in)
This is all quite amusing, especially
the Thunderbirds'-like way that the
presenters’ bottom lips move to
indicate they're speaking.

In an average day you can wisit the
physio and the trainer (shown here)
to check out and shake up the
team's fitness and performance,
making deals to buy new players,
meet with the club’s fans to find out
the popularity of the players in the
team and get reports from the scout
to find out who's available on the
transfer market.

ANIHING SCHEL
5 OFF FdH

To help you spend your time
between matches wisely you're pro-
vided with this handy personal
organiser. Each day is divided up
into five appointment ‘slots’ which
can be filled by dragging icons from
the panel on the right of the screen
into the empty squares. Clicking on
the arrow at the side of the organis-
er advances you through the
appointments one at a time. The
double arrows are used to flick
through the organiser quickly,
allowing you to preview forthcom-
ing appointments or review past
decisions at leisure.

Publisher: Zeppelin
Games

Developer: In-house

£25.99 Out Now
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HUMANS

T Hep

Simon Byron, the
Charles Darwin of

Game Reviewers,
journeys back in
time to find out first
hand just how we
came to be

volution is a strange thing, isn‘t
Eit? All those years ago, the
seeds of our 20th Century soci-
ety were formed by a bunch of
Neanderthal blokes mulling around
trying to invent things and better
themselves spiritually. If only some-
one would produce a game based
around that very scenario...
Now wait a minute, this is a turn-
up for the books! Mirage's long-

awaited The Humans offers you -
yes, you! - the chance to take charge
of those primitive beings and evolve
them into the species we know and
love.

Starting on Level One (which is as
good a place to start as any, | sup-
pose) the player is offered control
over a group of moronic hairy
layabouts and the task of guiding
them through various puzzle-ish sit-
uations to the level exit. Although,
at first, the Humans can only walk,
collect and "support’ (which involves
standing erect with arms upraised,
allowing other beings to climb onto
their shoulders and access higher
platforms), as the player progresses
through the eighty levels important
new artifacts are introduced which
all help the Humans in their slow but
steady climb up the evolutionary
ladder.

The majority of the game

revolves around how best to

use these various inventions to

help the Humans get

around the land-

scapes, which boils

‘q down to a lot of

Human reposition-

ing and item pass-

ing to overcome the

lads’ physical short-

comings. The landscape

is not all passive, though,

with meaty-looking

dinosaurs and cute

pterodactyls making

their presence felt.

Whilst the Tyran-

nosaurus Rex should

be avoided, the scaly

birds will quite happi-

ly let you jump on and off

their backs whenever you feel

like it, making seemingly inac-

cessible platforms easy to
reach.

The earliest trick
The Humans are
capable of is build-
ing this tower of
flesh and blood. By
guiding the right
amount of Humans
on top of each
other it is possible
to for any extra
men to climb up
and continue across
the levels, perhaps
to rescue that
trapped prisoner up
there.

The old saying ‘Don’t play with fire' certainly holds true here. The bush is
obstructing progress so obviously it deserves a quick torching session. That
black object to the left of the fire-carrying human is one of our men who
got just a little too close for comfort and is now left with a promising
career in the coal industry.
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(Above, top to bottom) The four
major inventions are Spear, Fire, the
Wheel and Rope. Each can be used to
The Humans' advantages. Spears can
be used to pole vault across gaps
and also as a monster-frightening
weapon, Fire is used to burn ob-
structing bushes and to frighten off
threatening foes, the Rope is just the
ticket for ascending/descending onto
other platforms and the Wheel
allows our stupid chums to ‘wheely’
across large expanses.

These are excellent! 1t's worth hang-
ing around on the High-Score screen
just to wait until the band get into
fifth gear. All the musicians play in
time to the music but best of all is
the vocalist who actually sings along
{sort of) in a scat style. Poptabulous!

(Below) These dinosaurs patrol vari-
ous platforms throughout the game.
If you leave a Human hanging
around for too long he'll be snapped
up like a hamburger, never to be
seen again.

(Abowve) I'd like you to meet a very
good friend of mine, Mr Shamen
whao, even though he has loads of
L5l, cannot carry any objects. He can
however perform some amazing
spells so just decide which member
of your tribe to sacrifice and let the
Witchdoctor do his stuff, transform-
ing the unfortunate Human into any
of the previously-discovered inven-
tions.

(Right) This iz an example of one of
the many animations that pop up
during the game. We've just rescued
the Queen and so are justly reward-
ed with this scene depicting a bit of
pretty brilliant snogging. It's worth
knowing that this sequence will
cycle through until you press the
FIRE button, so you can watch it as
many times as you like... Phwoar!

THE VERDICT

Publisher: Mirage

Developer: IMmagitec
Design

£25.9% Out Now
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Cue Scott Joplin Pool-playing type piano music! Yes, the follow-up
to Jimmy White's Whirlwind Snooker is here! But do less balls and
less rules equal more entertainment? Gary Whitta finds out...

hen most programmers
do a sequel to a popular
game, they normally tend

to attempt something bigger and
more elaborate - but not our
Archer. Oh, no. The creator of the
amazingly successful Jimmy
White's Whirlwind Snocker has, in
a sense, taken a step backwards
for the follow-up by using his
same winning 3D technigues to
simulate Snooker’'s baby brother
Pool. It's a more simplistic game
with larger pockets, a smaller
table, less balls, less rules and, on
the whole, a lot less faffing about -
which should, so the theory goes,
be a hit with those who found
JWWS to be too drawn-out and
daunting. And of course, there's
the ever-lucrative American market
to consider...

As was the case in the original
game, there's really not that much
to explain here - if you know what

Pool is, you don't need to be told
a great deal else to get an idea
of what this is like, apart from

the mechanies of the thing. Offering
three variants on the popular back-
room game, Pool uses exactly the
same graphics engine and user inter-
face as JWWS - hence you're forgiv-

LIINMER |
PR Lo T | ]
18T ROUND GAWE 1 OVER
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Players can elect to play by two sets
of American rules (8-ball and 9-ball)
or the more familiar 8-ball UK game.
Both 8-ball games use the red and
yellows that most Pool players are
familiar with, while the 9-ball game
has individually coloured, numbered
balls. The options allow you to con-
figure matches played over the best
3, 5, 7 or 9 games, or set up a tour-
nament with up to 8 human or com-
puter controlled players.

en for any sense of ‘deja vu' you
may experience from looking at the
screenshots. But of course it's the
subtle changes that make the dif-
ference...

There are twenty computer
opponents to contend with, each
with a name giving some vague clue
to their playing ability - but then it
doesn’'t take a genius to figure out
that Cross-Eyed Chris is rubbish and
Jimmy Brill is a bit of a dab hand
with the cue. In a tournament where
less than eight humans take part,
the remaining slots are filled by
players from here.

The numbered balls in the American
9-ball game look pretty, but the
numbers themselves are a bit odd.
They stay the same size no matter
how far out you zoom, 50 you can
always identify which is which from
any range - fair enough. But it is a
bit of a shame that the numbers
don't move when the balls do -
apparently it would have been far
too tricky to actually make the num-
bers rotate accurately, but the
result does give rather a disconcert-
ing impression of the balls sliding
across the table rather than rolling.
Harumph.

Unlike Snooker, Pool has no actual
concept of score beyond who wins
and who loses. 50, to appease those
statistic-hungry players, there's a
‘Rankometer’ display, which awards
each player a percentage score
based on their performance, as well
as data on number of fouls, balls
potted, etc. A handy way of settling
arguments over who was the best
really.




The computer intelligence has been souped up a touch to deal with the dif-
ferent tactics that a game like Pool requires - it's not gquite smart enough to
leave balls obstructing pockets, but it can pull off nifty three-ball cannons.
It was quite worrying when even Cross-Eyed Chris, supposedly the game's
worst player, cleared the table on his first visit!

JWWS5's Trick Shot editor has been transported directly into Pool, so players
can practice to their heart's content, as well as setting up clever shots to
impress their mates.

The first thing

Snooker play-

ers realise

when playing

Pool is that

the table

seems about

the size of a

matchbox

compared to

the green-

baize waste-

land that was

TWWS5's play

area. For players who find Snooker simply too hard (myself included), this,
combined with the larger pockets, makes life a lot less frustrating, as pot-
ting balls is so much easier. With a good player, an average frame could be
over in just a couple of minutes. Put a couple of dorks like Editor Dave and
Designer Rob on there however, and you could be hanging around all night
while the balls ricochet wildly around the cushions...

Fublisher: Virgin
Developer: Archer
Maclean

£25.99 October
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(Top of page and Three to Right)

The 100m Splash is exactly the type
of event you'd expect to find in a
sports game - a fast-n"-furious joy-
stick waggler. It's a race between F-
fortesque Frog and our favourite
fishy friend James Pond across a 100-
metre-wide (of course) body of
water. If James manages to jump the
bird floating across the water he can
ba given a lift for part of the race
without the player having to waggle
the stick at all. Nice.

R ight, before we start, I'd like to
make it perfectly clear that |
will not descend to the depths
of others and pad this review out
with cheap and nasty fish-type gags.
All jokes from now on are contained
in the actual game and | accept no
responsibility for any corniness con-
tained hereafter. You have been
warned.

The Aquatic Games are held every
four years and provide a perfect
opportunity for top FISH operatives
to put their fins up, relax and chill
out. The Aquatics are a type of
Olympics for sea-life in which the
best athletes compete against each
other in a series of 'sports’ with
the hope of winning one of the
traditional three medals. Most of

AQUATIC

GAMES

The fish world's premier sporting attraction are just
about to begin. We sent the strangely salmony-smelling
Simon Byron down to sea what all the fuss is about

these events are loosely based on an
actual 'human’ event, although
more obscure ‘sports’ such as Kip-
per Watching and Shell Shooting
must be completed as well.

In the single-player mode, a qual-
ifying standard is set which must be
achieved to allow continuation in
The Games. Team-mode (in which
up to four players can participate)

w

TIHWE &
AUALIFY ©

is played slightly_differently, with
each player taking it in turn to take
a stab at each event. The players are
in direct competition with each
other and no matter how hopeless
some people may be, they will still
be allowed to play every event right
through until the final scoreboard is
displayed.

Each event also contains a num-
ber of bonuses which can be col-
lected to earn extra points. If you
gain enough bonus points you can
participate in one of two bonus
events which will, upon successful
completion, entitle you to a ‘bonus
shield'. The highest score possible is
eight gold medals and six bonus
shields so let's take a look at how
this can be achieved.
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(Above) Aaaah, the Bouncy Castle. | actually broke my front tooth whilst
trying to impress my little sisters with my fantastic backward somersaults
on a bouncy castle (and that's true) so it was with some reluctance that |
attempted this event. James is back for this one and he needs to prove his
gymnastic ability by performing a set of six combination moves, six times
each. Start by gaining enough height then, once at a suitable altitude, Pond
can commence his routine. All moves must be completed by the time James
returns to the bouncy sponge on the floor otherwise he'll fall flat on his
face and have to build up his height all over again before he can carry on.
This is one of the harder events but none-the-less still very enjoyable.

GAME

AQUATICS

D i

(Above) In this 'sport’ the player is
given control over Ceceelia the Seal
whose friends are trying to have a
bit of a kip by the sea. The trouble
is, you see, a bunch of pesky
tourists keep throwing beach balls
at the snoozing creatures. Ceceelia
has to jump at the on-coming balls
in an effort to steer them away
from the dozy mammals. If any seal
is hit once then he'll wake up for a
short while then, if hit again whilst
awalke, he'll leave. If two seals
leave, the siesta will be over and the
event will finish. This proves to be
an enjoyable event which can
become quite manic when a mistake
is made. Plenty of bonus objects are
available here as well as a nasty
alarm clock which will, if left
untouched, wake all the seals

up.

(Left) Now this event is really, really hard! The
objective is to burst all of the balloons hanging
from the ceiling. The only way that this can be
done is by jumping on the edge of the limpet's
shell, thus flicking it up inte the air. The spi-
ralling creature then needs to be caught and
tossed skywards towards one of the suspended
balloons. Unfortunately the precision needed to
flip the limpets (if you land directly on top of
them they simply get squashed and die) can
make this event gquite frustrating to play. James
can also be stunned by any limpets that touch
him from the side and on numerous occasions he
is ‘frozen out’ for a couple of seconds, only to
find that by the time he is able to move again,
another limpet has already touched him and so
subsagquently he's stunned again. Aaargh!
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{Above) Freddie Starrfish (ouch!) needs to feed his fishy friends with their
favourite sweets. Unfortunately, a bunch of fisherman are angling and the
stupid fish will remain, mouths open, until they receive something to chew
on, rope attached or not. Freddie has to fill up his bag with sweets from
the vending machines at the side of the screen and drop the confectionery
into the waiting orifices before the anglers catch the fish. If two fish are
caught the event is over. This sport 'feels’ quite similar to the Kipper
Watching and proves to be very exciting to play, consisting of constant
rushing around, and real forethought is called for to even qualify, let alone
obtain a gold medal. Definitely one of the best events.

R

F-fortescue is back and running in
the Aguatic Games egquivalent of the
Hurdles and - hey! - guess how you
do it? That's right, you waggle like
kerrazy to gain speed and tap the
FIRE button to send our froggy
friend leaping over the hurdles.
Being a more traditional event, Leap
Frog feels quite dated and linear
although is still quite fun to play, in
a limited sort of way
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(Above) The Hop, Skip and Jump event is based around our very own Triple
Jump. Waggle away until the jump line is reach and with a quick press on
the FIRE button, F-fortescue will hop forth. Continue waggling whilst the
frog takes out his rope and performs the skipping (7) until the jump angle
appears and the final sky-bound trajectory of the amphibian can be set.
Hopefully the penguin judge will confirm whether the final distance is
enough to gualify for the next event.

- <

(Left and Below) Mark is a uni-
cycling circus-shark from
Finland. An obvious choice for
the Tour de Grass - a
unicycling race across hilly ter-
rain populated by crabs - then.
The difference between this
and the other speed events is
that instead of waggling the
joystick, Mark is propelled by
rotating the joystick in a clock-
wise manner, which proves to
be far less tiring
than the more tra-
ditional control
method. This sec-
tion is not just all
about rotating your
stick, though, as
the crabs stun on
contact and thus
need to be leapt
over,
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Blimey! If you hang around for too long at the start of the
Hop, Skip and Jump, the penguin official gives you a "kick-
start’. The Aguatic Games are blessed with these little touch-
es throughout all the events, and it is this very fact that
helps elevate the overall presentation of the product.
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In the 100m Dash James must keep
on moving not only to win the race,
but also because there is a real dan-
ger of sinking if his momentum
drops. The slowing down affect that
an entire ocean has could well be
enough to lose the race.

A number of game-styles are offered
from the game selection screen.
With three practice options - James
Ponda‘s Workout (easy), Tuffer
Training (Normal) and Pirahana
Practice (hard) - there is plenty of
opportunity to improve your skills
bafore entering the ‘main event’, The
Agquatic Games. Double Trouble,
Triple Trouts and Fintastic Foursome
refer to The Agquatic Games with
either two, three or four players.

Publisher: Millennium
Developer: Vectordean

£25.99 Out Now
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fter a brain-boggli
time in developmel
ID stalwarts at Vil

have finally unleashed the
biggy to date - Shuttlss
be, if nothing else, ongs
detailed and complex Sif
all time. From initial “p
test flights to complexs
scenarios, the e &
the life of NASA'SW I
Featuring accuratel
of every panel, swi
joystick, it promises
maost of us will e
commanding  the Wk
R "

reusable spacecraft. "
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After adjusting the game par ime
ters and deciding which options suits
you best (there's plenty of them), it's
off to the first mission in hand,
namely the aforementioned unpow-
ered landing from the back of a 747.
Once successfully completed, new
missions are added ome by one,
growing in complexity until you are
proficient enough to undertake the
Mission’, a task .which
involves carrying out all the opera-
tions necessary for the deployment
of a Military Spy Satellite high aboie
the clouds

The game contains a mixtur
attractive static screens and rnn_l
polygons to simulate all aspectsis
the Shuttle, with the now obligate
external views putting in an apgl
ance as well, and in no i
you'll be experiencingSio
the comfort of your
without hayinglies
three-cou :
let in and '. J

with its

to deta

‘Secret

* The Shuttle can be

launched from two sites:
The Kennedy Space Centre
in Florida (shown above) or
the Vandenburg Air Force
Base in California. Strictly
speaking there are only
four landing ‘official’
strips, although there are
emergency sites all over
the world, including Spain
and Africa, should you be
utterly hopeless and have
to dunk down somewhere
sharpish.
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Solid Rockat Goostars
Extarnal Tank

Main Enaincs

Orbital Maneuvaring Sustam
Fzac
dirlock & Pauload Bay
Ramote Manipulator Sustaem
Marnnaed Mancuwaering Unit

SF ey

takes place at a frection of a second before launch
successiul starting of the madn ngines.

S2B ingnd
after

About 2 minutes after Launch, 4 separation motars fire 1o separate |
the SRBE from the ET.

The SREs continue to rise after se tion to nerarly 220,000 feet
before falling to around 15,700 feet when the parachules are
dezl..:-wd. The S80= are recavered from the Oosan approximately
122 nouticol miles from the launch site.

Details of various locations on and around the s uttl V
presented like this. The screen can then be flicked

like the pages of a book and the contents di

The depth of the program becomes apparent &

wealth of information and interesting dia

enhancing the game's rigorously ‘authentic’ Illol.1r

At the start of the game all the set-up options can b
There are various factual information screens toa,
swish of the mouse away. You can even deci
‘Game Time’ relates to ‘Real Time', so if you n
actually wait over five hours for the Shuttle to be ¥ .
onto the launchpad. Hmmm, that‘ll be fun. §

Sites M=s1ons

tion Comntrol Sustam

L] LI

= United States




%ﬁ' HM@' Due to the technical knowledge
required to fly the Shuttle, us bloody
great guys here at The One thought
we'd be kind and give you a taster of
what's to come in your first mission,

should you decide to accept it. Phewie!! Shuttle really is one huge

This is where you and involving game. Although com-
start, then, strapped

to the back of a ing with a ‘Full-On Auto Help'

Jumbo, only a few

hundred feet above option, which supposedly leads you

::ii!stf::;thl:‘aﬂ:ﬁ;::;;- by the hand through the myriad of

bles as an example of e o T :
one of the many controls, the manual reading neces- §+ .0 '

- i :;1:“:7:!2:?:9 sary to make any kind of progress

;:Ti:ir:nt::uh;:};m?: in Shuttle makes memorising the

at all). Prepare your-

PRI Y** SN entire Encyclopaedia Britannica

onds you'll be on
your own. Tally Ho! seem like a quick glance through

: the Beano by comparison - it's
Easy-peasy, all this
WWILCELTTE UL astounding! It strikes me that it

is the main control

v it mMight have made the simulation

ily gqualify as the most

comprehensive I've much more accessible had the real-
eVer seen. 'I'Ie scregn

ERAPNILS

A ST

:::::st:.:'f:uf.:: g ism content been toned down a
everything needed is touch. The manual explain:
- shortly in view. All
S you have to to here is  SEIETST DT L) detail, from the SPEC
turn on the HUD. Now,
t LUE TR S DL 50 display (?) to RCH/PANEL (277)
which, whilst adding to the authen- =
 feat i ML
 dne - ticity, detracts from the game's ¥ilk
" et S8, LR TR ¢ accessibility and playability. This | ' VIR
e Tuaina level of complexity might be okay RSTABILITY
1 for pilots who have spent years in i
rough training, but for mere mortals like I
ith & me it can be a bit of a headache. 1

ilable,
T T T AT TS Don't get me wrong - this is a high
Ground Control and is printed out where, and it's about time you ‘went

on your on-board printer. It contains it alone’. Thanks for the lift, mate, I'll class, tﬂP"III-II“f? Pl"ﬂdlltt in every
tered. a brief breakdown of what you've slip you some petrol money later. |
mere got to do during the course of your should mention that there's quite a [, L) Sl research alone must have

W the mission. MNaturally, you'll have to large amount of disk accessing dur-
work out for yourself when to do ing actual play, especially when been immense, with accurate

the elementary things, such as get- scrolling over the controls, and it's a | st
ting your undercarriage out {ocer, point worth bearing in mind, single descriptions and maps of almo

etc, etc). drive owners. 'E\"H'rﬂlll'lg PDPP'I'II up sl over
place. The actual implementation is spot-on too and
the Vektor boys should be congratulated for produc-
ing a comprehensive, well-designed and mature pro-
gram. The only aspect of the game that’s slightly

lacking is its frame update rate, but then the type of
people who'll buy and enjoy this game are hardly

On to the matter in hand, namely Oooooh! Final approach! This is just & £ n
getting down to ‘terra firma® as one of the views from the pilot's “kllf to be interested in fast IIHJ'H’II'IE, ‘"dﬂ, draw

quickly and as safely as possible. It seat; you can look out of both side ",
l can‘t be that hard, can it? Blimey, windows as well as all over the con- visuals. It's a game with much to offer as lﬂl‘ll as you

it's not as if you're carrying billions trol room. Ne time for that now,
and billions of dollars-worth of though, there's not long left until are pupared to Parsevers (it I'I'l"r does take some

state-of-the-art electronic equip- touchdown - just make some final r
ment, is it? MNow, where's that adjustments and you'll be graduat- E‘Hﬂl’t] and it's l"’t the lﬂb for those II.'II'IE w'"t"'l'

bloody steering wheel? ing to satellite rescuing in no time. E\I‘EI'IIIIE! waltlng jl.l!t around the corner.




()R E VI E W

LOTUS Il

S

=
—

The Ultimate Challenge

The final
part of the
super-successful

Lotus trilogy brings together
the best of both its predecessors for what - in theory, at least -
should be the ultimate driving experience. But is it enough to
knock the spots off Jaguar? Over to Gary Whitta at the

trackside...

here are those who might
Targue that there's simply no

need for a third game in the
ever-popular Lotus series after Lotus
2 pushed the racing genre to its lim-
its. And there are those, myself
included, who believe that the
sequel was over-ambitious, too big
for its own good and, ultimately,
not a patch on the brilliantly-simple
original.

5o when opinion is so firmly
divided what do you, as a game
designer, do when Number 3 rolls
inevitably around? Do you make it

bigger and beefier to satisfy the
Lotus 2 freaks? Or return to the sim-
ple pleasures of the first game?

well, it was obviously too hard a
decision for developers Magnetic
Fields to make, because what we've
got is essentially the previous two
games rolled into one. Even more
elaborate than Lotus 2 while restor-
ing many of the original game's
nicer ideas, Lotus 1l is all things to
all people, but the operative word
here is MORE - more tracks, more
cars, more features, more options...
But is it more fun?

Five new track types have sprung up since Lotus 2 - players can race under
all the familiar conditions along with such interesting additions as a
Futuristic world (pictured), including a Turbo Zone' where speeds are boost-
ed to nearly 300kph and turrets that fire slow-down beams across the road.
There's also a mildly-annoying windy level, where cars are blown off
course and risk being hit by tumbling objects. There's also a Roadworks
track, a Rally course and a treacherous trek through the mountains.

Lotus | had one, Lotus Il had two
and - you guessed it - Lotus Ill has
three cars to choose from. This time
the familiar Esprit Turbo and Elan 5E
have been complemented by the lat-
est addition to the Lotus range, the
M200 concept car. Each car has its
own speed and acceleration factors,
but you get the feeling that most
players choose their vehicle out of
personal aesthetic preference more
than technical considerations. The
M200 is an odd-looking beast and
actually slower than the other two,
so why anybody would want it to
drive it is beyond us - but it's always
nice to have the choice, eh?
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The famous Lotus options
screen is now more com-
prehensive than ever.
Responding to criticism of
Lotus 2, Magnetic Fields
have restored the original
game’'s more popular fea-
tures that were insensibly
axed for the sequel. So
now you've got the best
of both worlds - races can
be run as laps around a
circuit (4 la the ariginal)
or through stages on a
single winding track [as in
Lotus 2). There are two race types - you can play Lotus 2's arcade mode
against the clock or the original game's championship, where players quali-
fy for the next race by finishing in the top ten. And, of course, you can fid-
dle with the control mode to your heart's content, race two cars with a
split-screen display, and... well, you all know the drill by now.
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Lotus players will, of
course, know that longer
races may reguire a pit-
stop and, as always,
there's one to be found
on every track, just
behind the checkpoint
line. Unfortunately, how-
ever, refuelling players
no longer get the luxury
of the smart garage
graphic to look at while
the tank’s topped up -
instead there's a measly
little panel that says
“NOW REFUELLING".
Harumph.
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Lotus llI's 3D action is, if anything, a little faster than in previous games -
it's certainly smoother and more convincing, with some very impressive
speeds clocked up in full-screen one-player mode. Unfortunately, like the
other two Lotuses, the game slows down noticably when the screen is split
to accomodate two players.

TR ety S g i

It was one of the features that Lotus play-
ers had asked for for ages and now they've
got it! The innovative RECS system allows
players to create and then race on their
own customised tracks. Unlike Jaguar's
laborious system, where roads are created
by slotting sections together like a Scalex-
tric set, in RECS an entire track can be cre-
ated in seconds from this screen by fiddling
with the sliding bars that relate to the
course's variable elements. You want a real-
ly curvy road? No problem - slide that CURVES box up high and away
you go. Variables like the sharpness of bends, amount and steepness
of hills, roadside scenery, obstacles and general course type, difficulty
and length can all be set to your specifications with the greatest of ease.
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| THE VERDICT

1 + 2 = 3, right? Well, it seems the
same arithmetic works with driving
games. Magnetic Fields have basically
pulled out the best bits of the first
and second Lotuses, stuck them
together and - bingo! - Lotus Ill. But
The Ultimate Challenge? Hmmm, I'm
not so sure. | know what you really
want to know and the answer is
“Yes"; Lotus Il IS the best of the
series - but only just. What we have
here is essentially a re-run of Lotus 2,
but with all the good ideas from the
first one restored. The result is a game
that's faster, slicker and more
playable than any Lotus game that's
gone before but is, ultimately, just
more of the same. It's a shame that
the limitations of the Lotus tie-in have
restricted MF from doing anything
really different; ideas that made
games like Crazy Cars Il really stand
out from the crowd and would have
made a big difference here. Apart
from what you'd expect - extra tracks,
more choices and a new car - the most
notable new feature is the RECS track
designer, but I'm not at all sure about
how useful it really is. Sure, it's flexi-
ble and easy to use, but you really
don't get THAT much control over ITERALL
how the finished track will actually
look - all you can do is give a rough
idea of how much you want of each
variable. It may not be as accessible, "
but give me Jaguar's infinitely more
rewarding system any time. At the
very least, however, RECS is a handy way to generate new
challenges once you've exhausted the preset
circuits and so adds greatly to the game’s lastabili
ty. At the end of the day, though, Lotus Il is a
- goody. It's more polished and playable than 98%
 of the competition (for the rccord, it's better than
‘Jaguar, but hasn't quite got the the edge over the
 superb Crazy Cars Ill), has the best soundtrack I've
~ heard in many a month and on the whole fans of
ﬁihﬂnmmﬂthuﬁqmﬂﬂmlnumdunn
mistake - you HAVE seen this all before, and it's good to
see that Magnetic Fields and Gremlin are making the sensi-
‘ble move of quitting while they're ahead. '

Publisher: Gremlin

Developer: Magnetic
Fields

£25.99 Out Now '
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It all makes for good reading, doesn’t
it? The manual is deliberately thin on
actual instructions and objectives,
presumably with the intention of
drawing the player in gradually
throughout the game. Unfortunately,
the actual result is initial confusion &
and frustration, with important infor- '
mation (like how to warp back to '
base at the end of of each world) left
for the player to find out. | don't
mind a bit of mystery and all that,
but if a game intends to nudge you in
the right direction then it should feel
as though progression is made thanks
to the player's skills, rather than
stumbled upon. Either that or I'm
thick, one or the other. Nova 9 is
obviously a descendant of the old
vector classic Battlezone, but while
that oldy actually moved with some
speed, Nova 9 literally crawls along.
Like a lot of US-originated games, it
seems to suffer from the disease
known as Peeceeus Portitus, or the
‘Quart Into A Pint Pot’ syndrome, as
it's also called. On the box Sierra rec-
ommends a faster processor, but
that's a fat lot of good to the majori-
ty of us normal Amiga owners. Even
with the detail level on minimum, it
is still, quite frankly, too slow to be
even remotely enjoyable. A bit of a
shame really, as with a extra turn of
speed Nova 9 could have been a real-
ly exciting game.
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FOR A FREE 64 PAGE COLOUR AMIGA CATALOGUE
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Gﬂr, Whitta gl’its his teeth and O e . we want! Enough And that, as luck would have it
el Bub and Bob and all those is exactly what you get with Fire

EMbﬂrki on a hl'ﬂﬂd'iﬂakﬂd killin e sissy game scenarios where force, a Green Beret-style military

spree in LC.E.'s gung_hu gurefeit " you can only ‘stun’ the bad guys for shoot-'em-up that, due to the

fear of parental outrage and the demise of former publisher Elec

conseqeunt removal of the product tronic Zoo earlier in the year, has

]) ] l} ] ¥y V T r fram the shelves. What we wantisa only now made it onto the software
o l game with some real stones, where shelves.

players can get tooled up with some In Fireforce, you kit yourself out

(BINIR] seriously hard real-life weaponry, tie  with a military alter-ego, beginning

a blood-soaked bandana round our with the rank of Ensign, and pro-

heads and blow holes in a bunch of gressing through 12 increasingly dif-

MISSION GROUP ECHO terrorists and jackbooted scumbags  ficult (and violent) missions, earning
SELECT A MIS=SION ['.i in as gory a manner as possible. medals, commendations and pro-

MISSION 3 L HISSION 2 ] MISSION 3 ] MISSIC
DESTROY ENEMY BRIDGE

A
T2 CUT YITAL SUFFLIES TO THE EMEMY r‘
DESTROY THE BRIDGE CROSSING THE RIVER. —

HEAPOMNRY IS5 OF PREDOMIMAMTLY U.S5. ORIGIM.
__,TEHII.'HIM IS TROFICAL FOREST.

IS GAYZ RIKER

Q23145 REMDEZIVOUS 2

239181 GRID-REF DELTH'

- ESTART!
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At the outset of Fireforce, only the first four of the game’s twelis m B
4 r . | i 4 el T : T W
are selectable. The objective, terrain and enemies change dep ! : p— . - JR—

mission, with a full intelligence briefing for each available af #h ‘ { -

button. The idea of the missions don’t change much - you' 'yl ; 3 T % LED] B
to kill everything or destroy a specific target - but the actuals 1 t .
One minute you'll be taking out an enemy bridge, the next See ] - =

destroying a cache of SAM missiles or assassinating an engmy Sy . e T —

-2 3l

i o matter what you do on the mission, there's one fact you
ARMOTINBRY i must never let stray from your memory - the helicopter that
YolUrR FERSOMAL LOAD : = A RALLEE: drops you off at the start returns at a fixed location and time te
" pick you up. If you're not in the right place (usually at the far
SREEH : i right of the play area) at the right time, the chopper leaves
without you and your career is over, status: Missing in Action.
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‘mission, it's off to the armoury to get kitted out
emendous amount of eguipmeant on offer, incl

18’ with special ammunition for sach, grenades, a roel o curr ap
sives and health-restoring medi-kits. Basically, § ke ) gun's empty, swap it for his - using S Snemy )
ation of stuff that you like, but thare's a weig ! s cially advisable, because the ammao jpikl

gan carry. T corpses will invariably fit.




Entering tents,
huts and build-
ings is a neces-
sary and useful
excercise - the
mission targets
are often to be
found hiding
out in places
like these g
there's g

us

men

foun

arou

watc

traps

motions for each one successfully
completed. And... well, that's about
your lot. Despite the military
nario, Fireforce doesn’t J
simulation or RPG prete

say AirborneRang

Forces. O

some nj

of hig

ong
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The player's default weapen is a knife which, tho any use at
point-blank range, produces a nifty throat-slittin t. Weapons are
swapped around by use of the function keys - youf best bet is the machine
gun, which dispatches the enemy with a single burst from any range.
Ammunition is, of course, limited, so don’t go blazing away like Arnie. A
nice touch is that the player can aim the weapon to point up or down,
allowing you to shoot at enemies above and below.

Beware of land-
mines - they
sap more of
your health
than bullets,
and can be dif-
ficult to spot.
Medikits will
restore energy,
but they're fe
and far

THE VERDICT

At first, Fireforce really doesn't
look like much at all. The graphics
are basic and look more suited to
an ST than the Amiga, and initially
gameplay seems slow and limited.

publisher: 1.C.E
Developer: Day Gib-

e But give it a chance and you'll

soon be surprised to discover that
£25.99 Out Now

the game is actually tremendous

rsize fun. It's not just the fact that it's
MEMORY |  DISKS violently realistic that makes it
iy : compulsive entertainment - there

really is a decent game hiding
under these cardboardy visuals. b
Like the strangely similar Green '
Beret, Fireforce is just an arcade
blaster at heart - but there's a bit
more to it than your everyday
left-to-right scroller. The ability to
choose and use a whole arsenal of
varied weaponry, the searching of
bodies and buildings for useful
items, the medals and
promotions... all are elements that
help to lift Fireforce above the
norm. With the enemies as intelli-
gent as they are (they actually will
follow and aim their weapons at
you, no matter where you are),
Fireforce is a tough game, becom-
ITERRLIL ing almost nightmarigsh on the
later missions - but experience
teaches you how to survive
o against such impossible odds, and
there's a great Rambo-esque feel-
ing to be had when your tactics
work. The whole thing is given an extra edge of ten-
sion by each mission’'s strict time limit - you simply
have to get to the extraction point, no matter what
happens. Oh, and did | mention the soundtrack? Apart
from the fine spot effects during play (a variety of
gunshots, explosions and bloodcurdling screams),
there's a rousing military drum anthem on the title
screen that gets the adrenalin flowing nicely. Don't let
the graphics put you off - Fireforce is one of the most
enjoyable and sophisticated shoot-'em-ups I've played
and full marks to I.C.E. for having the bottle to try
something with a bit of an edge to it for a change.
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LED DD LER:S

There are two two-player modes for you to sample.
‘Team' mode requires the co-operation of both players
with puzzles that cannot be solved on your todd. For
maore frantic fun, the "War’ mode requires the destruc-
tion of your opponent’s Troddlers whilst ensuring that a
set amount of your guys reach the exit safely.

Simon Byron troddles down to the

mysterious magic

castle for a chat

with his two old mates, Hokus

and Pokus.

okus and Pokus are your typi-
H cal young rascals - leave ‘em

alone for a couple of seconds
and they're off causing trouble. |
blame their parents, you know. If
they'd been spanked as often as |
was perhaps they'd have learnt some
manners, consideration and evolved
curious personal tendencies... just
like me.

Guess what they've only gone and
done now? When asked by Divinius
(the sorcerer) to do a spot of tidying
in the storeroom, their only instruc-
tion was to "Not touch anything”.
Not too much to ask is it? Nope, but
when confronted by a box with
‘WARNING! Instant magical Trod-
dlers. May turn into zombified vari-
ety if allowed to teleport. DO NOT
TOUCH' plastered all over it, the two
blighters did what any other self-
respecting sorcerer's apprentices
would do - they opened it.

Inevitably, things started getting
out of hand. The Troddlers, who

ere originally being developed by
inius to replace Hokus and Pokus,
out and headed for the nearest

teleport. Try as they might, the

two pranksters could not con-

tain all of the little beings and

several hundred escaped into

another dimension. There was

nothing else for it. Hokus and

Pokus had to enter the teleport

and retrieve the little devils.
Assuming the role of Hokus “&8

{or Pokus, in two-player mode) the

player(s) must complete wvarying

tasks in order to please their master

and restore the castle to its former

glory. The Troddlers emerge from

one (or more) entrances and must be

guided through the screen towards

the level exit, avoiding a variety of

lethal hazzards. They'll walk on,

under and over anything while

the only trick that Hokus and

Pokus have up their proverbial

sleeves is the ability to place

and remove blocks in an effort

to exert some control over the

tiny terrors. Involving a high

puzzle element, Storm are hop-

ing that this could be the Lem-

mings beater the world is cry-

ing out for.
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Here we have a breakdown
of one of the more typical
levels you’ll come across in
Troddlers, just for you. |
don't know how (or why)
we do it

Although this level may look guite
tricky, there's actually nothing to
it. You can afford to waste four out
of the twenty Troddlers and with a
time limit of one minute forty sec-
onds, you should breeze through.
One of the first things you’ll notice
here is the lack of blocks provided,
so you'll have to get off your back-
side and go and fetch some,

Hmmm, these likely-looking stone
slabs will do for a start, so posi-
tion Hokus's spell cursor over
them to scoop them up and store
them in the block stack.

And they're off! The clock to the
left will, when collected, add an
extra minute to the time, which is
always handy. Other bonuses that
put in an appearance are Fruits
(extra health), Hearts (full health),
Shields (temporary invincibility)
and Bombs (death to all enemy
Troddlers). This level can't be too
hard, can it? After all, there's no
obvious danger...

Oh no!!! It's amazing how wrong
you can be. Let me introduce you
to the ‘Grinder’. The sharp rotating
side of this turns the Troddlers
into Pasta sauce (so I'm told). |
think, then, that we should adopt
a new approach and avoid these
like the plague.

Hooray - that's the way to do it!
Three well-placed bricks blocking
the route to the Grinder and the
Troddlers have a safe route to the
exit. Just time for a quick visit to
dream city as they-make their own
way home, and then it’ll be on to
the next level. Who knows what
challenges await on the next
screen’




Later on in the game you're introduced to some of the more special blocks.
The arrowed squares here force the Troddlers to slip through, which can
help or hinder our cuddly friends. They can also spell instant death if the
Treddlers are flipped into anything solid (you know, walls and the like). You
have been warned.

One of the more obscure levels requires the collection of ten green
diamonds. As you can see, the screen is not exactly chock-a-block with pre-
cious jewels although thankfully there are no Troddlers that you have to
save and the Zombies are harmless. The only problem is the lack of
collectibles...

These Ice Cubes are totally unscalable. If that wasn't bad enough they also
send the Troddlers slipping and sliding all over the show, making the task
of guiding them to the exit altogether tougher. The cannons will make
short work of our mates, too, so the Troddlers should be kept out of their
line of fire.
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Ninja ants? Nth
dimensions? It
must be the air at
Gremlin's HQ or
something, but
the Sheffield boys
latest is seriously
weird. And who
better to review
it than resident
holder of The
One's ‘Off His
Trolley’' Award,
new boy Simon
Byron...

remlin has been cooking

this one up for quite some

time now, investing a great

deal of effort and money

on a character which it obviously
hopes will attain the same superstar
status as the likes of Sonic and
Mario. We've been bombarded by all
the hype, now the moment has final-
ly arrived to meet this ‘Ninja Ant
from the Nth Dimension'. Is he a
gourmet meal to savour or the equiv-
alent of manky liver and onions
round your nan's on a Sunday after-
noon? Let's tuck in and find out...
Zool's mission is simple enough -
battle through seven wild and zany
worlds, each made up of three sepa-
rate and very big levels. Just why
he’'s running, jumping, punching,
kicking, shooting, spinning and
climbing his way through these
stages in the first place isn’t made
clear but - hey! - who needs plots
when the game's as smart as this?
Each level is based on a fixed
theme, including Sweet World
replete with Licorice Allsorts, Cling-
ing Chocolate Spikes and Chocolate

Spiky Harolds), Music World with
Shooting Drums, Flying Drumsticks
and Vicious Cellos and Tool World (!)
filled with Spanners, Oil Patches and
Hammers... | think you get the idea.

The idea‘'s basically to run and
bash your way through the bad guys
until you reach the spinning coin
that leads to the next stage or world.
Most enemies can be dispatched
with a piece of nifty trigger work but
when times get hard and all else fails
Zool can perform what can only be
described as a ‘flying chop’ (because
that's what it is). Using this method
it's quite easy to take out a number
of baddies in one fell swoop and
immense pleasure can be gained
from watching a screen full of Hum-
bugs (bees, to those of us who aren't
Ninja Ants) explode and turn into an
array of point bonuses,

Occasionally, on the demise of
something as evil as, say, a potato, a
red flying heart appears which tops
up your energy when collected. 5o,
even if you've taken a bashing early
on, it's soon possible to have your
health fully restored.

Things have started to get a little hairy now (see Zool's tiny beard?
Ha-ha-ha-ha!). Like all good Ninja Ants, our hero can perform some
quite amazing feats. Here, for example, he’s clinging to the Jelly Tot
Tower. By the way, look out for those bees - they explode in a quite
spectacular fashion when you stick a sharp instrument through them.

Dotted around the various levels are targets which, when hit, activate
a restart point so that, should you not go the distance, you'll not
need to play from the start of the level again. It's very likely that the
young Ninja will do that next, once he's finished messing about on
the piste.
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It may be worth mentioning the lit-
tle arrow thing in the bottom left-
hand corner of the screen. If you're a
little lost, just glance down to the
corner of the screen to see where
you should be going. Of course, it
points in the direction that the crow
flies so it may not be that way at all.
Pesky programmers!
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Blimey! They
didn't make
Allsorts like that
when | was a
kid! You can't
trust anything in
Sweet World. See
the ferocity with
which the Pink
Circular thing is
chucking out
those projectiles.
It's enough to
make you weep!
Of course, Zool
has quite a tricks
of his own up his

sleeve with
which to teach a
few lessons and
could either
jump up, guns a-
blazing, or sneak
round and jump

(FFEET
-

Mot all the background graphics are
purely for show. Some parts of the
scenery can actually aid Zool in his
quest. On the Fruit World these
squeezy lemon containers actually
fire juice when jumped on, which is
qu handy when you consider that
::nlnn are allergic to liquid citrus
it.

on Pinky's head.

Due to the complete lack of decent
public transport, Zool has to make do
with any assistance he can find. On
Music World, bouncing on these large
drums proves to be an entertaining,
if not necessary, way of getting from
A to B as long as you can aveid any
flying cellos and all the other hard
musical instruments.

Worldly

Delights

Here, for your delight, is a
taster of some of the places
that Zool visits on his travels.
As you can see, the Nth
Dimension is guite an unusual
place, full of weirdoes and
oddballs. But isn't
everywhere, though? At least
these strange people look
cuter than some of the peo-
ple that turn up in real
places. Like Bath, for exam
ple.

FRUIT WORLD

Fruit Waorld introduces
spectacularly scary
enemies, including explod
ing radishes and flying
peapods that bomb you
with lethal peas. But scari
est of all are these utterly
terrifying pomegranates!
I'm off before | need to
ch.mq:- iy urlri:-fq.:r mEnts

LOme

Right, then, whose next? Zool demon
strates the art of gentle persuasion
with a nifty boot on the head. "You
will explode.”

Scarper!!! If you hang around on the
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crumbly bridge too long you'll have
an early appointment with Dr
Horrible Spikes
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SWEET WORLD
So here we are, then, at the
beginning of Level 1. You can
see why it's called the Sweet
World, what with all those
sugary treats and things.
That jelly lump looks particu-
larly menacing, so it's proba-
bly best we don't hang
arcound here too long - you
might turn Bertie.

MUSIC WORLD

This comes as a relief after
all the gelatin-based weird-
ness of Sweet World. That
said, though, they were far
easier to dispose of than the
nasties we see here. Being a
drum, you see, means that
you can deflect bullets.
Shame, then, that there's
nothing it can do about a
flipping good clonk on the
head from Zool's Size 8s.
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TOOL WORLD

This’ll be Toolweord, then. Not alot else to say, really, except
that the type of guys you're likely to bump into include really
hard spanners, slippery oil patches and thumping hammers.
Basically, if you can find it in a handyman’s toolbox, you'll find
it here.

TOY WORLD

It's actually quite nice in Toy World at this time of year. See
the way the tank glints in the summer's watery light - it's
enough to make you perform that flying chop thing, if you
can. Don't be fooled by the childish cronies - they're as rock as

r- 8.
|ﬂ'& | uji § i ™ ;E They're getting craftier! This bad guy
i + has defensive spikes, 30 it's no use
jumping on him - it’ll enly end in

SC 1259417 HI

the White Cliffs of Dover.
1259%

Hang on. Before you whizz off down
that slope, it might be worth collect-
ing the bonus bomb. It acts as a
smart bomb, you see, making any vis-
ible nasties explode. Hurrah!!!
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The end-of-level guardians are hardly conventional. Take a look at these two
here, for example. The giant bee looks threatening enough (if a tiny bit
cute) and while a rather large, over-ripe banana may not strike terror
into the bowels of your average ant, it's the only thing between Zool
and the entrance to Toolworld so it looks like there's nothing else for it
but to use the good old international language of viclence.
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WING-BACKS IN A SOCCER MANAGEMENT GAME

In the traditional |||J|I'||."||.':'-fu.g.gh|ig SOCCET Manapemenl garme wing

backs, sweepers, fosmations, styles, 1actics are, at best, cosmetic, al THE

worst , meaningless. The unique match simulation at the heart of

Soccer Supremo restores all these and more, allowing genuine MlDNI G HT
coalrod over [eam |u:r!'L|r||:|an|.'|:. In addition 1o the visual feedback on

vour team, this match allows substitions, wsctical positional changes

and workrate instructionsto individual players which then influence OlL

the flow of the match. The increased realism and control transforms

the supreme, but childish, gameplay into a compulsive simulation.

AN INTERNATIONAL MANAGEMENT GAME Yt ancther England manager has learnt the hard way that

controllmg an international squad is a very different
Continnous dispia.}' ot LT -.::Jul.'l.u.m and result 15 picked apart h)_f i
voracious press. The pressuse 1o succeed is incredible,

OU'LL/ATT/MID/DEF POSSESSION OF STATS. IND Socoer Supreme puts you in charge of & European national squad

PLAYER ACTIVITY STATS. preparing for the European Nations Cup qualifiers. You have an
& PLA. = TTINNEC o ¥ initial four year contract that may be extended o six |1r¢|.!;h.1 YEurs,
YER FFATIGI: E "l}n NESS STATS. STATE-OF or reduced to two, as the resulbts dictate. You'll be expected to qualify
THE-GAME INFORMATION for the Finals, then put up a show against the best European teams. 1 B
i i3 3 but this is just preparation for the big one:The World Cup! - - -
PLAYER-WITH-THE BﬂLL INFORMATIDN Customisation. The game will allow you 1o ke the FJl.ln:rpcan i]{ ]q.[. \ [ *1; \ [ i: il;
T ] ] - < 3 5 < L FLD i P ¥ dk
nation of your choice and you will be allocated an initial squad of 16
2 players. You can introduce & further 34 players, making 50 in all, I'he Midmieht COhl
SUBSTITUTIONS whose names and skills { but not levels) You can define yourself. Den '|-" |
POSITIONAL CHANGES These players are introduced gracunlly as you discover the Lt | it i
weaknesses in your squad and also to create the balance of skills that | 8. Hazelme
OVERALL WORKRATE match your style of play. The original 16 players can be defined in :
IND. PLAYER WORKERATE the same way using the EDIT program { free with the game ) if you b ] i g | HBALS
| wish as well as the teams that will make up the opposition.

Please supply:
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14 LURE OF THE TEMPTRESS VIRGIN

15 SNIP TIPS

16 GAMES SURGERY

Can you believe it? Yet
again we bring you
sixteen pages packed with
the hottest tips and hints.
This month we say
goodbye to an old friend
as Monkey Island 2
reaches its dramatic
conclusion and welcome a
new one, with the start of
a complete solution to
Eye of the Beholder 2.
Enjoy!

If you're a regular reader then you'll have noticed
that this month's issue of The One is perfect bound,
which makes the normal task on seperating the Kill
Zone a bit tricky, We apologise for any inconve-
nience and hope that it doesn't spoil your tips read
ing enjoyment too much,




Veteran dungeoneer Khalid Howladar has braved all manner of

hideous nether-beasts to provide all you floundering adventurers
with the information needed to defeat the foul minions of Dran
Draggore, starting this month with full maps and guides to the first
six levels!

KEY

This is just a little taster of things to
come. Dire wolves are on the prowl
but should prove to be little effort
for the party to defeat. An old
woman is also wandering around
and if you talk with her she will offer
to lead you to the Temple. Numerous
rocks can be found and can be used
to aid exploring (use as markers) as
well as combat.

B wail m= Door
lllusionary/Moveable Wall

Stairs Up
Stairs Down

2

(X) vou start here!

BEHOLDER

(€) The entrance to the Temple.

THE

{B) This is a graveyard. Dig
up the graves to reveals
femurs and skulls which can
be resurrected later, if you
wish.

'[H.I Down the hidden steps
{look around!) lie some rotten
food, some +2 leather armour

and a mage scroll of Blur.

|
|
|
i
i

OF

Stairs Up

Stairs Down

w= Door
lllusionary/Moveable Wall

(B) The secret wall leads to a
room with the Ankh symbaol
(Egyptian for Life) on the wall.
Here you can resurrect killed
characters. Only use this to
revive NPCs - for party
characters just load in the
previous saved positions. It only

TEMPLE LEVEL 1

The two priests here seem rather
friendly, but looks can be deceiv-
ing. Meedless to say that they try
to prevent you from entering the
temple and so must be killed.

(A) The elegant carving on the
wall is of vital importance - you'll
find out why later on.




CATACOMBS LEVEL 1

KEY
B wail == Door

lllusionary/Moveable Wall

Stairs Up
Stairs Down

{ﬁ} These guards attack you. When killed one drops a grey key.
{B) within this room there are three packs of iron rations.
(€) Hack open these barrels to reveal either rations or magic dust
which, when used by a mage, cast the spell Stone To Flesh.

{ﬂ]‘ A thief called Insal is imprisoned here. Free him and he will ask to
join your party. Should you let him, he'll thieve a possession while you
are asleep. Its best to tell him to sod off. But don't think you'll have
seen the last of him,

(E) The guards appear when you step onto the closed pit. One of
them drops a grey key when killed.

{F] The steps lead to a little section where a scroll of Lightning is to
be found. If you get trapped in the small room after falling through
the pit, a small object thrown through the gate should hit the switch
and free you,

{G) Here lies the horn called North Wind. Along with the ather three
it is used to break the seal on Temple level 1.

{H) & grey key can be found when one of the guards here are killed.
(1) These steps lead to the next level.

LDER 2

NASTY NASTY

Here's a quick guide to some of the creatures you'll encounter on
the first six levels. Generally, when fighting larger groups use Hold
Person spells. Also, it's best to fight in doorways and corridors so
that you don't get attacked from the flanks, although you can still
be attacked from behind.

TEMPLE GUARDS

These guys are fairly tough for the S 5
inexperienced party, and often throw daggers. ;-,," ALY
These move slow and are easy to dodge. :

GIANT SPIDERS

- These have a polsonous bite so try to engage them
at a distance. If you are forced to fight close then
Dwarves with high CON values are highly resistant
to poison.

CLERICS

Beware of the Hold Person spells they cast, as » -

these can end your quest rather quickly. Its best i
to have at least a couple of Remove Paralysis |/
spells handy.

WIGHTS

These guys are a serious danger if faced
unprepared. They seem highly resistant to magic so
spells which improve physical attacks are more use-
ful. Remember that edged weapons do half dam-
age against skeletal beings.

£
W
54 | —

MARGOYLES [

These winged beasties are pretty hard. Apart
from being seemingly immune to non-magic d
weapons they also inflict hefty amounts of dam- M
age with their attacks.

Ll ‘.*‘

GELATINOUS CUBES

| These are pretty slow but prove to be a serious

, inconvenience. Should they attack you, they’ll
devour an item such as yaur prized +2 Plate Mail,
50 be careful and destroy from a distance.

i T R,

GIANT ANTS

These are basically the same as Spiders except
for the fact that there are a lot more of them.

4 0
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CATACOMBS
LEVEL 2

{A) FPulling the lever makes a
Skull key appear on the shelf
and fires a fireball. So step back
to dodge it then get the key.

(B) 2 skull key is dropped when
the priest is killed

{€) A +1 robe, +1 dagger and a
Skull key can be found here.

{€) - +1 robe, +1 dagger and a
Skull key can be found here.

(D) A scroll of Neutralise Poison
can be found here.

{E) Amaong other things here

you find an +2 axe, a +2 sword

and two scrolls of Cure Serious

Wounds. Nearby is a Darkmoon
key.

EYE OF THE

i R A e &5 B TR U e L R S R o ER el TR

Stairs Up
Stairs Down

reload and try again,

{F) shorn Diergar is imprisoned here
Depending on your party you may have
different preferences as to who you want
as 5th and 6th companions. If you want
him to join your party and he doesn't ask,

{G) san-Raal is here, albeit in a
slightly dead form, so he needs
to be resurrected,

KEY
Wall

L% :‘,.

{8} A horn called East Wind can
be found here along with a few
potions,

== Door
lllusionary/Moveable Wall

{H) after slaying the Clerics you
should find a whole load of
equipment (some magic) and
Calandra. She should ask to join
your party and being a Level 9
fighter it's best to accept.

(#) The wall here is frail and can
be broken down

(K) it is impossible to sleep on
the level below, so rest here to
heal up and prepare your spells.
Once through the first door
there is no turning back as it
seals behind you
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KEY
. Wall w= Door

lllusionary/Moveable Wall

A Stairs Up
V¥ Stairs Down

“‘“ Here you'll find a skull,
rocks and a +2 dagger (B) Here there are some darts,

a +1 dagger, a +1 shield, some
chainmail, a 2 sword and a

Darkmoon key

{CI Look out for some plate

CATACOMBS LEVEL 3

(A) Those ch-so-confusing spinners reside at these
positions so take care and make sure you don't get
confused

(B) Keep an eye out for the Spider key.

[C]' Present here is a cursed sword, +1 shield, +5
bracers of protection and a +1 staff. When they are
removed, two walls nearby disappear revealing
some Margoyles,

(D) These steps lead down to the next short level,
{E) Here be a mage scroll of Remaove Curse.

{F) Scout around for a +1 robe, mage scroll of
Haste and a Spider key. Also here is a portal that
leads into Level 2 of the Temple after activation
with a stone artifact

(G) The solution to this pressure pad conundrum
was given in last month's Games Surgery

(H) This passage if followed right to the end leads
back at Level 2. On the way you should come across
the South Wind horn and scrolls of Detect Magic,
Shocking Grasp, Fireball and Raise Dead.

"] In this section there are numerous illusionary
walls. Also around are some +1 and +2 arrows, fire
spheres (allows anyone to cast one fireball), Spider
key, stone gem, long bow and a +2 cloak

[.“ A Margoyle drops a grey key when slain

KEY

B wai

A Stairs Up == Door

¥ Stairs Down

mail, +1 long sword and the
West Wind horn

NEXT MONTH! pown, down, deeper and down...

lllusionary/Moveable Wall
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Virgin’'s epic strategy
adventure can at
times be almost as
confusing as the film
it's based on. So,
what you need to
help you through all
those convoluted
plotlines on the way
to success is some
top tips from, yes,
you guessed it, the
men behind the
game. Take it away...

SPICE

Spice is the most important aspect in
the game. It can be used to purchase
equipment and weapons from
smugglers and, of course, you need
to have enough to keep the
Emperor happy for when he calls
every five game days. If you fail to
have enough when the next dead-
line rolls around, you'll be killed.

To make sure you have the spice
available, the first six Fremen you
recruit should be ordered to mine
spice. These six should be left as

spice miners for the rest of the
game. Their skill will increase rapid-
Iy until they are experts, at which
point they will mine an area clean in
a very short time. Keep an eye on
them, and when an area becomes
black move the troop else-
where.

It is best and most efficient if only
one Fremen mines an area, as your
resources are then used more effec-
tively. In the early stages of the
game, spice mining is slow, so make
sure that you equip Fremen with
harvesters as soon as you can. When
Duncan tells you about the worms,
equip all Fremen mining spice with
Ornithopters within five days. If you
do not, the harvester that they have
will be lost and your capacity will
drop dramatically.

ARMIES

¥You cannot choose the Fremen occu-
pation of ARMY until you have
found their leader Stilgar. When you
encounter him, there will be anoth-
er troop with him. Make sure you
speak to Stilgar first. When Stilgar
joins you more Seitches will appear -
visit them all and select the ARMY
occupation for each troop. S5end all
of the troops you now have training
in Combat to the same seitch and,
when they arrive, send them all to
search for equipment,

It is imperative that you visit your
army troops at least once every
seven days, else their morale will
drop. Also, take Gurney to the seitch
your troops are training in, as this
will make them train faster.

. Sietch E
Carthag-Harg

Any new troops you encounter
should be trained as army. After you
encounter Kynes you can train
troops in ecology, the decision is
yours. Send these troops to seitchgs
close to the seitch that Gurney is
located in. NOTE that you can only
have a maximum of seven troops at
any one seitch. When you have a
Fremen who is an.expert, send him
to a seitch that has other troops
training in combat. This will affect
the speed at which these troops
increase in agility.

The second troop to reach expert
level should be sent on espionage.

Make sure this troop is close to the
blue area on the globe map. If you

are told that there are ne
Harkonnen fortresses near, move the
troop elsewhere and try again
When a troop locates a fortress
leave them there for at least three
days, contacting them every day
After three days, move him back tc
a seitch and send him off again.
The next” four expert troope
should be grouged together. Make
sure that each of these four troops
has a weapan. When they are all at
the same seitch, send them to 2
fortress and they will attack it. Whes



3 the
f yau

no
e the
gain.
ress,
hree
day.
ck to

oops
Nake
oops
all at
to a
Vhen

you have taken a seitch, check the
equipment there and give it to the
troops that attacked it or, if they
already have weapons, to other
troops. Go to the fortress you have
just acquired - most of them have
Fremen troops in them. Rally the
troop and select an occupation.

The first area of the map that
should be cleared of Harkonnens is
the area above the seitch where you
first encountered Stilgar. When
there is room at the seitch where
Gurney is, send troops there to be
trained.

When attacking a fortress, you (as
Paul) can go there yourself. Your
presence affects the battle, improw-
ing the morale of your troops and
making them fight more fiercely.
This can, and usually does, sway the
battle in your favour. But beware -
Paul will die if you lose the battle, so
always save the game first.

ECOLOGY

Ecology is a useful way of removing
Harkonnens from seitches and
fortresses. It is also the quickest and
most effective way of increasing
your troops’ morale, Before planting
seeds, make sure the area is free
from spice, and that the two areas
above are clear also. The seeds pro-
duce moisture and any spice in the
vicinity is lost. Remember though
that where there is no spice, there

will be no Harkonnen troops.

If your troops are low on morale,
change their occupation to Ecology
and make them construct a wind
trap. When the wind trap is com-
plete, revert the troops back to their
original occupation. Their morale
will halve, but it will still be better
than it was originally.

SEITCHES

Spread troops out across large areas
of seitches. Leave them there for a
few days and then visit them. Do not
talk to them at a distance - always
visit them at the seitch. The Fremen
troop will have searched the area
and rmay very possibly have encoun-
tered a seitch, if they will tell you the

direction in which to travel. Make
sure someone is with you at all times
when looking for seitches.

You can also find seitches by fly-
ing, or riding a worm over an’area of
the map. Look at the spice density
map - any large areas that you
can see probably have a seitch
in them.
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It's back and its BAD. Yep, i
part of our complete Adda
solution. So, continuing from

off last month...

Climb down the rope and enter the
door, drop off the platform and
walk left into the wall. There are
hidden points here. Get onto the
maving platform and proceed right.
You must jump the spike whilst on
platforms. If you cannot see a jump,
jump slightly out to the right, then
pull back to the left - this will scrall
the screen. When you come across
the first switch, hit it and then go
back until you reach a hole in the
floor. Fall down and collect all the
cains, then return to the right and
exit.
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SPOOKY!

¥You are now in the graveyard. Once
again proceed right, watching out
for the fire that falls from the pump-
kins above you. You will reach a
large white monument. Enter it
from the side you approach from.
You're now in the crypt. This is
where Wednesday is being held.
Walk onto the lift and go to your
right. You will face three flying
skulls - go past these, jump the gap
and drop down the next gap. Collect
the coins, drop down and hit the
wall on your right. There is a “Super
Gomez" hidden here. Walk left and
go through the side of the screen,
walk straight through the green
baddy in front of you and hit the
switch to make a section of the floor
disappear. Drop through and then
down to the left. Collect the heart
and fall right and walk off the
screen to the right. You will
come across another switch -

B

the secohd
Family

Here we left

hit it and continue right until you
reach the end of the level where
there's another switch. Ignore this
and go right.

You now enter a room with some
tricky jumps. Firstly fall straight
down and, at the bottom, pull in to
your right and hit this switch, then
jump up and to your right. You must
make your way up and around and
down to the far right. Hit the switch,
then make your way to the top right
and exit the room. Continue right
but watch out for the fish-firing can-
nonballs, You come up a screen with
a Fezcopter above you. Use one of
the jesters to get the height to make
the jump,

Go back left with your hat, where
the three stars are falling and rising.
Fly up to the top of the middle col-
umn avoiding the stars - this is a
short cut. Walk right along the this
carridor and collect all the pick-ups.
Keep going right until you reach a
switch. When you pull this the blocks
below will disappear - pull right and
fall down the hole to the far right.
You will fall on a block. Walk right
and fall down, then go right again
You'll come to a switch that creates
blocks above. Make your way to the
top, jump left and you will land on a
ledge. Collect all the coins, fall down
and right and exit.

FISHY

There are twao fish here, firing to the
right, and above the first one is a
speed-up. Collect this, go right and
hit the switch. Use the balls fired by
the fish to jump up and right, and
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continue right until you reach a
moving platform. You must crouch
in front of this so that it will push
you through the gap. You will come
across a switch that is out of reach,
so to get to it bounce off one of the
balls fired by the fish. Repeat this for
the second switch but ignore the
third one. Continue to the right until
you come to another switch that is
out of reach. Ignore the next switch
and carry on to the right.

You will then enter a room with
a switch directly below you. Hit this,
jump across to the right and hit the
other switch, Exit the room at the
top right, then go across to the top
right again and hit the switch, then
fall down the hole in the middle,
Jump from the bubble to the plat
form above and left, procecd left,
drop down and walk right until you
see a swilch above you. Hit this and
drop back down, bounce off the
bubble, jump right and you can

enter the wall and collect all the
cains in the secret room. Jump out te
the right, then exit to the right.

RESCUING
WEDNESDAY

Continue right - you will have te
use the bubble to get across some
of the fire pits. You will then see 2
switch and a heart slightly higher te
the right of it - hit the switch ane
collect the heart by jumping on :
bubble. Walk right until you see &
wooden door. Enter here and yos
will meet the Goblin. Jump on the
blocks and then onto the Goblin®
head to kill him and collect the nex
code.

Drop to where Wednesday &
standing and walk-left through the
wall to exit the room, You will col
lect three extra lives, Exit through
the door and out above you to the
left.

FyE i g—
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COME OUTSIDE

You are now back out in the grave-
yard. Jump on a baddie and spring
right onto the top of the Crypt, then
walk right and off the end. Continue
right until you reach a gravestone,
Walk towards this and you should
drop down underneath the grave-
yard. Make your way left and up col-
lecting as many lives and coins as
possible. (NB: There are two exits on
the left side, top and bottom. The
bottom one goes nowhere but con-
tains three extra lives, so come here
first if you're short of lives.) Then go
up until you see a "Super Gomez"
icon which you can collect by bounc-
ing off the rabbit underneath. Once
you've got it, go left then down and
continue left until you come to a lift.
Go down it and collect the coins and
Fezcopter. Get back on the lift and
go right, fly up to the top, collect the
coins and go right again, collect the
heart and lives then drop down to
the right. Go a little to the left and
then down. There should be some
coins near the floor - collect them
and go left to come to the end of
this section. Exit to the left and there
will be some coins in front of you
and an extra life above, Collect these
and continue left, collecting the
icons as you go. Although this looks
like a dead end if you jump up onto
the ledge at the top left you can
walk through the wall,

NEW
SENSATIONS

You're now in a new section with an
exit up and a level left. Don't go left
as you will return here later. Jump
up through the exit and make your
way left. You will come across the
front of the house but you will
natice that the baddies are different.
Do not go into the house, but con-
tinue past it until you come to the
gallows. There is a hole underneath

but do not go down it - instead climb
the rope and collect the Fezcopter,
Fly up to the roof and go down the
chimney, collect everything you can
find and go out the other door.
When you come, cut pull down and
enter the chimney again. Collect all
the icons and exit,

Now jump up to the next part of
the roof and collect the coins and
heart. Fall off the house and enter
the hole under the gallows. As you
fall through, pull left and you will go
through the wall. Collect the coins
and heart and walk through the bot-
tom right wall. Continue right, col-
lecting the icons as you go, jump up
through the exit at the end and you
should find yourself back at the gal-
lows. Climb the rope and collect the
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Fezcopter. Fly straight up and you
will come across a Super Gomez.
Collect this and then complete the
chimney sections again, as they are
now different. Return to the house and
enter the very top door to get to..

THE TORTURE
CHAMBER

Proceed right (you can jump through
and duck under the chains). Enter
the first door on the right, drop
down and enter the door below.
Ignare the first door and carry on to
the right. Bounce off the bubble and
enter the door. Collect all the coins
and exit. Return 1o the left and enter
the door between the two blocks.
Go right and enter the doaor.

When you are on the next screen,
jump on top of the door and enter
the secret door there. Collect all the

lives and coins, then exit and con-
tinue to the right exit door- You will
then be in a room with two doors in
between two columns. Collect the
coins and enter the door on the
right. Continue right-until the end of
the level, but jump above the door
and enter a secret door above. This
is another bonus room - collect the
coins and exit.

Enter the door below, go across to
the right and enter the next door.
Once in this roem, drop down and
walk into the wall to collect the hid-
den points. Then carry on to your
right and use the bubble to jump
across the spike pits. Enter the secret
door above the normal door and col-
lect the bonus coins. You will see an
extra life - jump on top of the door
and onto'the platform above. Walk
left through the wall to collect the
life and exit via the right-hand door.

RESCUING PUGSLY

Drop down and enter the door
below you. You now have to fight
the executioner to free Pugsly. Use
the ledges at the side to jump on his
head, avoiding the spinning discs. Do
not exit through the door. When you
have beaten the executioner, stand
on the pipe. pull down and collect
the coins. Repeat this until you've
got them all, then exit through the
door to pick up the next code.
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NEXT MONTH! With Wednesday and Pugsly
rescued, we’'ll go and get Uncle Fester and
Granny Addams...
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It's showdown time! Guybrush and LeChuck square off for the very last time...

PART THREE -
LeCHUCK'S FORTRESS

Having clambered out of the packing crate, go right and up the stairs. You
should find yourself in the sign room. Go down the left passageway...

...Where you'll find a series of carvings. Did you remember to write down
the words from the song that your Ma and Pa sang you earlier on? No? Oh
dear, you really should have. The bizarre carvings are in fact secret doors -
give 'em a push and they'll open, letting you through. If you go through
the doors marked with the correct sequence of bones from top to bottom
then eventually you should find yourself in the hallway to LeChuck's
throneroom. Ignore the locks - just use the door and a doggie door will
open. Step through into...

2

PART FOUR -
DINKY ISLAND

On the beach at Dinky lsland, grab the bottle on the
shore, the martini glass at the bottom of the still and the
crowbar. Use the crowbar on the barrel to be rewarded
with a crunchy cracker, which you should give to the par- |
rot. Remember what he says. Go left into...

ISLAND

...The jungle. Turn left at the T-junction and keep trotting on until you find
a tree with a bag hanging from its branches. Use the crowbar to smash the
hottle and use the broken bottle to slash open the bag. Pick up the cracker
mix that falls out and return to the beach. Fill the martini glass with salt
water. Use the glass with the still to produce some salt and use it with the
cracker mix to get two crackers. Have a chat to Herman about his beliefs
and then, when he asks you a question, go back into...

MONKTEY
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Fs - «.In the dungeon with Wally, hanging over a pit of acid. Use your straw on
] that green goo you made earlier and spit on the shield to your right. Keep
im spitting until you put the candle out with some nifty deflection. Use the
«.The throneroom itself. Try to pick jail key on the wall. You'll have no luck matches (they're in the Ju-Ju bag) to cast some light on your current
because LeChuck will capture you first and chuck you... predicament.
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e ~-The jungle and get the rope from the box. Open the box with the crowbar and take out the dynamite. Follow the parrot’s earlier directions. Keep giving

the parrot crackers for new directions until find out how to reach the cross. Use the shovel on the cross then, when you hit concrete, light the dynamite
and put it in the hole...



Continued

LeChuck’s
Revenge M

In this storeroom open the boxes until you find the voodoo doll and the
balloon.

Tie the crowbar to the rope and use it on the metal rods above your head
and then hang around and wait for help. When the lights go out again hunt
out the lightswitch and use it. LeChuck will appear and repeatededly hassle
you by magically sending you to different rooms. Depending on where you
go, here's what you do in each...

In the elevator push the lever when LeChuck appears to trap his beard in
the lift doors. Now grab the beard.

Having done all these tasks, wait around for LeChuck to appear. Give
LeChuck the hanky Stan gave you earlier. Now, work quickly! Put the
skull, the hanky, the underpants, the beard and the voodoo doll on the
Ju-Ju bag. You now have a voodoo doll of LeChuck...




Y ISLAND 2

e

s

LW ol
PARENIS

In this first-aid room pick up your dad’s skull, open the bin and get the sur-
gical gloves from inside and take the hypodermic syringe from the
medecine drawer.

In this room use the gloves and the balloon on the helium cylinder.
Operate the coin-return slot on the grog machine. When LeChuck appears
and bends to pick up the coin make a grab for his underwear as he bends

over.
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...Now, when LeChuck appears, use the syringe with the doll and when LeChuck staggers off follow him to find
out the secret of Big Whoop. And if he moans about it. try pulling his leg... #
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TIPS

LURE OF THE

Is Virgin's British-
made adventure
causing you muchos
brainache? Never
fear, the game’s cre-
ators Revolution are
here with a fine
selection of clues for
some of the game’s

thornier problems...

THE FIRST BIT

There's nothing worse than getting
stuck in an adventure right at the
start, 5o to help anybody who's still
having trouble making it into the
outside world, here's how to escape
from the Skorl dungeon...

First off, ensure that the Skorl is not
about to enter the cell - in other
words, wait until he's just left. PULL
the torch from the wall to set the
straw on fire. Then stand in the bot-
tom-left corner by the door and wait
for the Skorl to come in. When he
runs over to the fire, walk out of the
door. Once outside, CLOSE and then
LOCK the cell door.

Go to the Guard Room and GET
the knife and the bottle. Then USE
the knife on the sack. LOOK at the
sack to find a coin, then LOOK at the
barrel to discover the tap. USE the
bottle on the tap, then go to the
Torture Room. USE the knife on the
leather cord around Ratpouch's feet
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to release him. Go back to the outer
cell, GIVE the manacled prisoner the
bottle, then TALK to him. Once
that’s done, TELL Ratpouch to push
the bricks in the wall, and then fol-
low him to freedom. You'll now be
outside the castle in the village,
which is where you'll find these inci-
dental clues useful...
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THE VILLAGE -
SOME CLUES

If ne-one is willing to tell you where
Goewin is, visit Morkus. He has the
information you're after - but you
need to make it worth his while.
Examine all the signs in the village -
one of them will tell you what to do
with that gem you've found.

B If you're having trouble getting
intoc Taidgh's house, remember
that's it's not good enough just to
have a lockpick. You need to give it
someone who can use it properly...
B Unable to work the aperatus in
Taidgh's house? You -need the
Tinderbox, Taidgh's diary and an
EMPTY flask.

® If you want to know how to find
the dragon, find the monk's |ost
book for them (after freeing
Goewin), and they will help you in
return.

B In need of a herb to give to
Goewin? It's a very long story, so
find the right person to tell it to
you...

B Need to get through the
Weregate? Talk to Ultar then find
yourself a pair of false breasts or a
real woman.

H You need to be in two places at
the same time in order to get
through the Skull doors, so you had

better get some help from Goewin
B If you're having trouble getting
into the castle after visiting the
dragon, you need to lock into the
Skorl's behaviour...

OH, AND...

Some interesting things you might
like to try. For example, try getting
into the Monk's Lodge when the
door is locked. Or persuading Gwyn
to help you enter the caves. Or look-
ing Ratty in-the cell with the Skorl
Go on, give "em a whirl...
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4 couple of smart titbits for Sid
Weier's strategy epic. If you're find-
ng that it's always the same enemy
swing you hassle, hold down ALT
and press R to instantly randomise
#e personalities of the leaders of all
e Civilizations! Also, on some early
rersions of the game, holding down
HIFT and pressing 123456789 in
wrn gives you a complete world map
Tat allows you to see into enemy
ities and generally peek behind the
«enes. This feature was discontin-
sed after the game's first release,
sut it's worth a try all the same.

Jcean for this complete set of level
wdes for their top puzzler. ¥

. 00512
2. 01536
3. 01024
4. 03072
5. 03584

60

15878
14854
14342
10246
10758
11782
11270
09222
09734
08718

B |
L

oo

Pd Bd B B D
h k.

|'.| 4
. 06144
9. 06656

07680

11. 07168

05122
05634
04610
04

P
3 \D B0 ~J

26126
25614
27662
28174

oS WM

N s W
o

2
3
=
3
3
3

LT W W LY LA
-]

W 0g =

31246
32270
31758

WIZZY'S QUEST

(The One)

jolly little PD game featured on our
coverdisk two issues back - including
a glut of hints, tips and cries for help.
5o, with thanks to Greg Pankiewicz
among others, here’s the complete
set of level codes to help you reach
that oh-so odd end sequence. (Note
Level 25 doesn't have a code, as it is
a bonus round).

5 - WISEMAN
10 - DOORWAY'S
15 - MAGGIT
20 - X-MAN
30 - HAWKEYE
35 - AMIGO
40 - CADE
45 - ASTRONUT
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SNIP
TIPS

We've had a terrific response to this  Phew! After that hefty main course of detailed
hints, clues and solutions, what you need to settle
your stomach are some wafer-thin, bite-size
morsels of choice cheats. So here they are. And if
your indigestion persists, you can always pop
along to our regular Games Surgery to make an
appointment with the good Doctor.

NARC

(The Hit Squad)

With this little baby recently released
on budget, we thought we'd dug up
this cheat that should help relieve
some of the frustration. At the start
of the game, walk right until the first
dustbin appears, kneel down and
keep shooting it until it turns blue.
You should now find that typing
BLAST will set off a handy smart
bomb.

PROJECT-X

(Team 17)

Actually, this is a bit of an un-tip.
You may remember that last issue
we (amongst others) printed a cheat
that supposedly got you into the
game's bonus level. It now transpires

that the tip was a hoax and no such
bonus level exists. We thought we'd
better let you know in case you were
going out of your heads wondering
why it wasn't working. Sorry chaps.
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THE GAMES SURGERY

GAMES SURGERY

Due to circumstances beyond his control, Doctor David

Upchurch has been forced to check into a private alcohol reha-

bilitation clinic for a few weeks. Fortunately, Doctor Gary

Whitta has returned from vaccinating orphans in South

America to fill in for him while he's drying out. The surgery is

now open, would the first patient please step this way...

Dear Doc!

There is only one way of say-
ing it - | need help! | can't get
far on Fire & lce or Harlequin,
and I've been trying for ages!
Are there any cheats for either?

Yours sincerely,
Simon Barker,
MNorwich.

Tut tut tut. Normally | don't
approve of dispensing medication
to patients who think that short-
term medicinal remedies are the
answer. Considering that Fire & lce
hasn't been out very long, | find it
difficult to believe that you've been
trying "for ages”. Unfortunately,
no help is available anyway, as
medical science has tried and failed
to find any cheat modes for either
of the two top platform games.
May | suggest you try out the old
adage “practice makes perfect”?

Dear Doctor

I have been playing R-Type ||
for one month and it is driving
me mad! So please could you
tell me if there are any cheat

modes at all.
Yours hopefully, Hadi
siddiguee,
Newcastle on Tyne.

OME MONTH? Is that all the time
you give a game before resorting to
medical science to solve your prob-
lemns for you? Hmmm, I'm not sure
if you really need my help, | think
a little more patience would be
more in order. But seeing as you
said please, I'll help you just this
once with an experimental remedy
you might like to try. During play,
pause the game and hit the left
mouse button. The screen border
should turn green. If it doesn't, hit
F1 and that should do the trick.
Now, when you unpause, you will
be invincible to the aliens and can
only be killed by running into the
background. I'm also sending you

my leaflet on cheat mode addic-

tion. | expect you to read it.

Dear Dr Upchurch

I was wondering whether you
have any cheats for Hybris and
Battle Squadron. | have been
playing them for one year and
only got to the 3rd level of
Hybris and the 2nd level of
Battle Squadron. They are both

really annoying me.
Yours hopefully,
Ross Stephens, London

| can indeed help you with both
games. For Hybris, enter your name
as COMMANDER on the high-score
table. F10 will then make you invin-
cible, F9 skips levels and F2-F8
equips you with extra weaponry.
Also, hit space on the title screen
{after the cheat) to access a special
options menu. On Battle Squadron,
typing CASTOR during play gives
invincibility. Use the function keys
to cycle through the warious
weapons and power settings.

Dear Doctor
Please can you help me, | am in
a terrible state! | have been play-
ing and enjoying the brilliant
Sensible Soccer for the last
month or so, but one aspect of
the game is causing me terrible
frustration. HOW DO YOU DO AN
OVERHEAD KICK? | can do the div-
ing headers and everything else,
but the scissors kick is a complete
mystery to me. Is there some spe-
cial control not mentioned in the
manual? Please reveal this tech-
nigque to me, as | am bursting to
do some bicycle shots like Pele.
Yours frustratedly,
John Corrigan, Bath

Mmm... yes. I'm afraid it's not good
news, Mr Corrigan. Would you like to
sit down? Unfortunately your condi-
tion is terminal. You see, despite
claims to the contrary on the game's
packaging and advertising, Sensible
Soccer doesn't actually have overhead
kicks in it. The feature was removed
just before the game's release. It's just
one of those things, I'm afraid.

Dear Doctor
I have recently purchased
Graham Taylor's Soccer

Challenge, and | am having a
particular problem that hampers
my enjoyment. It is that after
the first couple of games my
players’ overall skills start to
slowly decline. By the time |'ve
reached the half-way stage even
my best players wouldn't get
into the Northwich Victoria Il. |
don't know what's wrong as |
train them three times a week as
the manual suggests. Maybe it's
something to do with player
training. The manual gives very
little information of how to use
this system, apart from that you
should use it sparsely to avoid it
having a detrimental effect on
your players. Please can you help
me enjoy this game to the full by
sorting out this small problem.
Tim Pankhurst,

Harpenden, Herts

If you read last month's tips on
Graham Taylor, you would have
found aut that, for optimum results,
you should train your players four
times a week, not three as the man-
ual incorrectly states. Now, if you'd
like to make your way out, | have
patients with real problems to see...

Dear Doc

| am having a lot of trouble
with Ocean’s arcade adventure
Elf. Please could you prescribe
something to help me reach the

later levels.
Yours tragically,
Carl Blackyard, Brighton

I can indeed help you, young man.
Recent breakthroughs in this tricky
area of medical research have
revealed that f you type
CHOROPOO during play, you will
receive 99 pets. You will also find
that pressing W and H turn you into
a wolf and hero respectively. If you
have any problems, do not hesitate
to call me, but remember that | am

unable to make housecalls be
the hours of 9pm and 9am.

Dear Doctor Upchurch

I have recently boug
Domark's Star Wars trilogy cor
pilation, and one aspect of
first game is driving me nuts.
the final trench section,
Kenobi says “Use the forc
Luke,” and I'm told there's a bi
bonus for doing so. The o
problem is, | don't know how
use the force! Please can
help me, as it is making it v
hard for me to get big scores

Andrew Dividson, Cardif

Dear oh dear, | thought we'd vaco
nated this particular complaint ints
oblivion years ago. But obviously
odd isolated case still crops up.
solution is simple - refrain from firing
all the time you're travelling do
the trench, until you reach the
exhaust port at which time you shao
fire a single shot to destroy the Deat
Star. This does of course mean t
you have to avoid the incoming lase
fireballs instead of blasting them, b
as you will see the hefty bonus make
it well worthwhile.

THE SURGERY IS NOW CLOSED
And so another day of healing
the sick and caring for the
needy draws to a close. Doctor
David Upchurch will be back in
his office in time for next
month’s surgery, so if you have
a complaint of any kind, pleass
do not hesitate to write in.
Remember, most things can be
cured if they're caught early
enough. Write to DOCTOR
DAVID UPCHURCH MD, The One.
Priory Court, 30-32 Farringdon
Lane, London EC1R 3AL.
However, Doctor Upchurch
regrets that he cannot reply
personally by mail or answer
queries over the telephone, as
he is often in conference with
his partners Jack Daniels and
Jim Beam.
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COMPUTE-A-RACE +

'THE HORSE-RACING PREDICTOR’

...Brilliant piece of software....Never had so many winners....'
- Mr B Worthing (CR + User)

Written esclusively for the Amiga, Compuie-a-Race + is
THE Hicese Aacing prediclion progeam! Cver 2 years of
elpnsio lisls have ensuned aicuraie forecasting and
superh betling advice on any Flal Nalional Hunt race
Feaharing BET SELECTOR, BET CALCULATORA
STATISTICS Screens, MOTE BOOK, On-Screan HELP
INFORMATION and an ease ol use

Mail Drder Dinly

Betting For Profit I5 Betting For Fur

Comoule-A-Aaces . {Standard Edition ). £9.59

{Executive Edition).. £14.99

ya C CHEQUES/PO PAYABLE TO HANDISOFT
£ 1 t'—‘I: = 9 ) HANDISOFT, 37 Hearsall Lane, Spon End
COVENTRY CW5 6HF

—

DIAL-A -TIP |

Cheats, Tips, and Game Solutions

CHEATS GALORE
0891 101 234

MEGATIP GAMESLINE
0891 445 987
AMIGA GAMESTIPS
0891 445 786
AMIGA HOTLINE
0891 445 985

SHADOW OF THE BEAST I AND II
BARBARIAN 11 SOLUTION |
0891 442 022
FIRST SAMURAI HELPLINE
0891 445 926
MAGIC POCKETS/RODLAND
SOLUTION
0891 445 928
COMPUTER FUNLINE
0891 445 799
WHIZZ KID COMPUTER QUIZ
0891 101 255
FOR INFORMATION ON ALL OUR
HELPLINES
0891 445 904

ALL LINES UPDATED WEEKLY

PROPRIETOR:- Jacquline Wright, P.O. Box 17 Ashton-Under- Lyme
Calls cost 36p per min at "cheap rate’ and 48p par min at other times

Football Masters is the very latest Multi-Manager Football Simulator for 16
bit computers. After 4 years of development we are proud to announce the
release of the most comprehensive football management game ever. It's
waiting to test your skills right now! Features Inchude:-

Multi-Manager game for 1 to 4 Players. Three levels of difficulty

Match highlights minute by minute, make substitutions or team changes at any time. Live
injuries, vellow/red cards and named goalscorers, 1MB version has extra Graphics,
animations and realistic digitised sounds. [An option can tum this feature off)

Full UK and European Cup itinerary. Includes FA, League, Zenith Data, Leyland Daf,
European, Cup Winners and UEFA Cups. All cup match rules have been made as accurate
as possible. Two Leg Ties, Extra Time, Away Goal Rule, Seeded Draws, Byes, etc

All 4 league divislons with play-offs and league expulsion.

Real initial, surname, league career records, height and age entered for all players as at
the start of the 91,92 Seasan. Five skill ratings per plaver, separate five for goalkeepers.
Plus 15 other special attributes like Captain, Super Subs & Mobility

A lively and real-time transfer market, with an approach facility, negotiate wages and
contracts, Plus loans, free transfers and trainees. Unigque and simple training system to
improve player skills

High quality printer facilities to list all the vital information. Masses of historical statistics
on past games, plavers and manager. Quick game data load and save.

All screens updated quickly and displayed in a pleasant format, which is easy to use and
comfortable to read. Fully mouse operated. Printed instruction booklet with plenty of
diagrams. A separate Editor is available to change saved/initial details

There are many, many other little things that make this game the most addictive and
accurate interpretation of a Football Managers season. [t would be impossible to list all the
features in this adwert but we assure you that this is the best. We hawve tha wands of satisfied
customers from our previous edition of this game, many are still playing it 18 months after
purchase. See the order form below for details on how to order this incredible game.
Available for all Atari ST's and Amiga's. PC version ct}m]r}g SO

(N 155 €85] "I8g-UO-PUMANOS ‘PR INIDIENGG BEE “Eses 45

48 hour dlspm:h available

Phaaria rati 5 12K smriom will el mciuy

An amazing graphical strategic simulater that's fun for all the family. 0, 1
or 2 players on keyboard, mouse or joystick, Pick your moves from the
selection available and watch your animated warrior battle it out. Watch
the energy bar indicators and plan your moves

You can edit your very own new wrestler or amend a wrestler already
created (16 are provided on the game to begin with). You can change any name, colour
of tights, linings, flesh tone and halr together with all the fighting skill values, weight etc.
Instructions are also provided which show you hew to change the way any wrestler looks
or you can create whole new ones. Amiga 1MB RAM. Only £19.95

24 HOUR CREDIT CARD HOTLINE

F N (0702) 600557 iz o "

Allt hmrmqmn':sdelnﬂetl iry thils acheart areaﬂvemulhblﬁﬁqhdlreﬂmﬂf‘ruﬂ ESP Softuare

Name ........ T G SRR T T, o i Pl e e R l
.............. vennernnss POGSICODE .. S el ;. Y I
I | have an computes, p]ease send me the follnwlnq iterns: l
I Cruantity | Description Unit Cost Total | I
Football Masters 512K 19.95 ]
|': | Foothall Masters 1MB 24.95 0 i
' _| Football Masters Editor (Mot 512K Amiga) 12.00 I
Wrestling Masters (AMIGA 1IMB OMLY) 19.95
i Amiga 512K RAM Expansion 29.00 |
I Amiga 512K RAM Expansion + Clock 34.00 I
POSTAGE {Non UK add £1.00, not BFPO) 1.00
l o Feve & chwnguar quaraniee card of Crecet card peass wrile iis number on Ihrrlﬂ,. ND TOTAL I
reverse of your cheque ., doig 8 wil enmee dspatch within 48 houes ol receipt
I] enclose a Cheque,/Postal Order made payable to E ‘iP SOFTWARE. l
Cut out and post this form to:{photocopies or written crders are acceplable)
L Jl' _h.':'lEﬂ Southchumnch Roed, Essex 551 ZND. UK. J
o [l — e L
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Welcome one and welcome all to the best bargain basement in any Amiga mag. If you've

got no cash, this is the place to be. Although there's not exactly a mountain of software

released this month, never doubt that whatever the weather we’ll always be here to

guide you through the eternal maze that is Cheapos.

SOCCER PINBALL

Codemasters £7.99

t's flippin' fabby football fun®,
lclaims the the blurb accompanying

the Codies' latest offering. Obvi-
ously with hyperbole like this the
game’s got a lot to live up to, so cou-
pled with the inevitable comparisons
with the really rather good Pinball
Dreams, Soccer Pinball has a lot of
work to do in the box, Brian.

The idea behind the game is inter-
esting, if not a whole lot else - it's basi-
cally computer pinball with some inter-
esting graphics. The first table we come
across is, unsurprisingly, based loose-
ly on a footballing theme. Pop-up pins
representing the goalie and defenders
can be removed by a firm boot with
the ball, leaving the goalmouth free to
score - a task made frustratingly diffi-
cult by the lack of power that the flip-
pers supply to the rather
Lego-looking ball. Two
goals later and it's on to
the next table which,
quite obviously in a game
called Soccer Pinball, is all
about playing cards(?).

After that we move to a
fruit machine and after
that.....Well, you dont
want me to spoil it

for you, do you?

Unfortunately, Soccer Pinball simply
fails to stand up either as a pinball sim-
ulation or just an entertaining diversion
for bored soccer fans. The graphics are
fairly colourful but the sound’s restrict-
ed to spot effects and the ball move-
ment is as unrealistic as it possibly
could be, with the sphere soaring off
into completely random directions
which bear little resemblance to the
laws of physics. The gameplay seems to
require the minimum of skill, the tables
are confusing and the instructions give
no clues as to what should be going
on. All in all, it boils down to an excep-
tionally unrewarding experience and
ane which, untartunately, cannot be
recommended.

RATING 41%
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CAPTAIN DYNAMO

Codemasters £7.99

aptain Dynama is not your aver-

age sort of grandad. He doesn't

it about all day, talking about
the war, moaning about the youth
today and going on about how much
better it was in his day. Oh no, Captain
Dynamo doesn’'t sit about at all. He's
far too busy retrieving the world's
largest diamond collection from the
mad scientist Austen Von Flyswatter
{(who writes this stuff?). This is not your
ordinary platform adventure hero. This
is Captain Dynamo!

What all this boils down to, of
course, is a fairly pleasant platform
romp, the idea being to clear each level
of diamonds whilst progressing ever
higher up the platforms until the level
exit is reached. From here our heroic
pensioner is transported to yet more of
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the same. It's a game whid
doesn’t offer anything new or
ticularly exciting but is well pr
grammed and designed.
graphics arequrh! attractive, s
satisfactory and the overall fnﬂ
very, um, ‘nice’. (One of my Engls

&l word for some reason, he used |

say “It's not in the dicthnw"

I've just looked it up and it is, so
just goes to show that you shouldn
believe everything that the growr
tell you, right kids?). :

One of the best things about Cap-

learning curve. With each subsequer
go | progressed further through th
game and it never became a chore hav
ing to replay the early levels.
suited to younger viewers it's a wa
while way to spend a few hours h:
and there and is certainly
playable than a few full-price titles
could mention. Playing Captai
Dynamo is rather like w:tcl'nrm
Arnold Schwarzeneggar film - :_' 0
exactly a wealth of :urpruubm
able none-the-less.

RATING 75%
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SWITCHBLADE lI
aBH £/.99

he assault on those confound-
ed consoles continues with the
re-release of Gremlin's follow-up

ts Core Design-ed hit Switchblade.
game received critical
ypraisal when first published in May
st year, being one of the first of a new
ped of slick and flashy platform
itnes that have appeared on the
niga with increasing regularnty ever
we, But does it stand the test of time

d the competition of newer games
«2 Zool and Robocod?

Right from the start it's obvious that
e designers set out to create a
panese style scrolling shoot-"em-up,
id they've succeeded. The main sprite
suld not look out of place in Akira
wl the rest of the visuals are similarly
with all manner of flying

one ships, supersonic jets and beefy

bots zipping about - exactly the type

f eommuters you'd expect to see trav-
dling to work in a futuristic, post-Apoc

yptic city

The gameplay is finely tuned as well,

th the overall player control fairly
traightforward. Running, jumping,

mbing and squatting are all easily
wecutable and the Jump’
ecomes second nature after a few
minutes, It's also a fairly tough gamae

th large levels and a wealth of bonus

oms 1o explore so there isn't really
any chance of a guick completion
snless you're some form of gaming
sper-breed (a bit like us, actually)

Owerall, there 1sn't much wrong with

witchblade 11, It's yust that now, since
nngs have ;‘)rf:-{_‘;r{":s{:d on a-pace, it
joesn't seem to be the Amiga’s "Con-
ole Beater’ that most people said it
vas initially. It's hard to find fault, or

leed highly praise, the game, it's
stween average and good really. If
ou buy this game I'm sure you'll not

e disappointed, but | feel had it not
een so highly appreciated in the first

ace | would be happier giving 1t the

ghtly unimpressive rating it's going
receive, which is...

ATING 70%
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SUPERCARS 1i
GBH £7.99

e-release time again, Budget
RFans! Programmed by driving

game maestro Shaun Southern
(Lotus 1, 2 & now 3), this is the follow-
up to Supercars, a well-received vari-
ation on the overhead SuperSprint-ish
racing game style. The objective is to
race through three groups of seven
courses arranged in increasing diffi-
culty, eventually emerging as the
Supercars |l Champion.

Easier said than done, really, as the
tracks aren't standard by any stretch
of the imagination, maost being
blessed with jumps, tunnels, oil haz-
ards and level crossings which all
make the qualification place (you've
got to be in the top 5) hard to achieve
in some of the later levels. If that
wasn’t enough the opponents will
think nothing of throwing a few mis-
siles your way or dropping a couple of
mines here and there (a tactic being
looked at by the Maclaren Team to

improve their
chances of catch-
ing Mige in next
year's Formula 1).
Of course, you
can use these
devices as well, as
long as you pos-
sess the readies to
buy them. Money
is earned by finish-
ing l'fNE” Dl.b‘y con-  EOSNTT lanet |
versing with the KRS SR
lowest form of life up! f
- journos from the
tabloids. They'll offer hard cash for any
sort of dirt or revelation as long as it
will sell their papers. These conversa-
tions happen at random after each
race and are presented as a multiple
choice affair. Reporters aren't the only
people you can chat to and it's possi-
ble to gain or lose championship
points depending how well you fair
against (can you believe it?) Driving
Examiners. If you have any friends they
can join you in the guest for glory by

racing simultaneously in a split-screen
duel, whirh, unfortunately, means you
lose half your field of vision.

At the end of the day, Supercars |l
is a smooath, playable overhead racing
game, and if that's what you're after
then there is probably none better
than this, at least until Team 17°s
Overdrive appears, anyway.

RATING 80%
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A BRAND NEW A600!

PLUS!

10 Copies

for the grabbing!

tle Hoi. The game just turned up in the post,

out of the blue - no warning, no nothing.
And here at The One we nearly spontaneously
combusted with excitement when we loaded it
up and sampled its hyper-cute graphics, devious
game design and creamy-smooth playability. In
fact we were so entranced by Hoi's all-round
wonderfulness that we awarded it a more-than-
deserved 90% rating.

And now you too will be able to sup on Hoi's
delight as it should be hitting a software shelf
near you right at this very moment. And to cele-
brate this fact The Software Business are offering

This summer's surprise star has to be cute lit-

¥
L]

b LS B Y

-
v
r

1\:1\

ten lucky readers the chance to win themselves a
copy of the binary beauty to play in their very
own homes and, even better, one of them will
also win a gleaming new A600 to play it on!
Good enough for you?

LET'S HEAR THE CHALLENGE THEN

Every top celeb has a catchphrase. Michael Bar-
rymore has “Alwight!”, Jim Davidson has “Nick-
nick!", Mike Reid has “Migraine!* and Bruce The
Rug’ Forsyth's got loads, including "Mice to see
you, to see you nice!”™, “Give us a twirl, Anthea!”,
“I'm in charge!”, “Didn‘t he do well!” and “It
could_still be a big night if you play your card's

e el e o i e e e el

of HOI

right!”. And Roy Walker who hosts a gameshow
called ‘Catchphrase’ has his own catchphrase
which is “Say what you see!”. Weird, eh?

And Hol, who has now achieved celeb status
himself, has a catchphrase too, of course. It's not
quite as good as those telly comedians’ men
tioned above but it'll do and it's ...

HOl, LET'S PLAY!

What we want you to do is make as many words
as you can out of the letters in his catchphrase
Bear in mind that each letter can only be uses
and each word must be three letters long at least
And no rudies or lewdies - Gaz'll probably be
opening the entries and he's very easily shocked
List all the words on a neat piece of paper ang

send it to us along with the coupon below. The

ten people with the most words will win a copy
of the game while the person with the utmos
will win the AB0OD. In case of a tie at the top thers
will be a random draw for the winner. Got that?
Then get thinking! -

THE RULES

This competition is not open to employees of
EMAP Images or The Software Business, the
friends or relatives. The competition closes on

October 21st. The Editor’'s decision is final ang

no correspondence will be entered into.

Fill in this coupon, attach it to your list and
send it to: Hooray for Hol Compo, The One,
Priory Court, 30-32 Farringdon Lane, London
EC1R 3AL.

NaMR:...coorecrnrsassness
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ICITIZEN

ALWAYS A GOOD IDEA
FREE DELIVERY

Meat Dary - Aeswhera in the UK manland

FREE STARTER KIT

Wiorth 7938 - 'With every Cilims dat matr
impact peinter feom Sdica.

2 YEAR WARRANTY

Siica ofer 4 2 year waranty (ncleding the &l
matrix: printes Bead) with svery Ciiizan prinbe

WINDOWS 3.0

Free Windows 3.0 drives
Inciudes] with the Gikca Starte: K

FREE COLOUR KIT

\With awery Prodok 9, Swilt 3 and 224

FREE HELPLINE

Technaal suppor helpline open during o¥ce hours

MADE IN THE UK

Ciizen prinders ane manufactured (o high !lll'liil'd%_.i

(‘silica presents Some greaf
offers on the award winning
range of high quality matrix
printers from Citizen. Each
Citizen printer is buill in the
UK to exacling standards,
@nsuring superb rediability and
output. Owr confidence in
Citizen's quality is such that
we are pleased fo include a 2
year guarantee with every
printer. Plus, if you buy a
Citizen dot matrix printer from
us, we will give you the Silica
Printer Starter Kit (worth
£29.38), FREE OF CHARGE!
N el

DOT MATRIX

INK JET AND NOTEBOOK

PRINTERS

LOW PRICE 9rin PRINTER
144 crs 80 coLumn

& (Citizen 1200+ - 9 pin - 80 column

T2 120, ¥
: 3 # Parallel or Seral Interface
L

| » FREE Silica Printer Starter Kit
. ... E188

SILICA BTARTER KIT.£28

TOTAL VALDE E£X4
SAVNG: E109

SALICA PRICE: _EN1B

inierlace as standard, I you require & sedal inlerace insiead,

Tho Citisen 1200 printer comes supplied with a paralial
please st rel: PRI 2128 when placing your onder with Sikca.

SWIFT 2
SERIES

NEW!

Dl
=
|

i
H
g

® {82cps Oraft, Bdeps LO
& BK Printgr Buffer + 4 Fonis

® Graphics Resolulion: 360 x 3G0dp
& Epsan and [BM Emu
® FREE Calour Kil
» FREE Siica Printar Starer Ki
COLOVA RIT ______E38
SILIEA STAATER 07 578

FOTAL WiGE £390

SAVING £

i AICE: £108 (- B o PR L)

& AK Prnter Buffer + 4 Fonls
® Favalai Imeface

® Graphics Aesolufion: 360 x J60dp
® Epson, IBM and NEC P§ Emiabon
» Coipur Option Avallable

® FREE Silica Prnder Starfar Kil

SWIFT 240m
MONO PRINTER
(COLOUR OPFTION AVAILABLE
_ 1 Kl e 4 o Ak COLOUR PRINTER )
300 cps 80 coLumn| 192 ces 80 corumn [ 192 cps 136 cotumn | 300 cps 80 coLumn  SWIFY 240 MONO
& Cifizan Prodal § - § o - 80 comn | ® Citizen Swit 9-8 pin- 80 calvmn | » Giiizen Swif @ - & pin - 136 cobmmi | » Citnen Swil 20240C - 24 pin - 80 cslumn T
¢ o Do e G | & e Do et o | § e ot e L0 TR 2
:M*’F’"” :m+3|’m = 910 Font + 2 Scalsbl Fords (8-4006) swabl E115
o e s o | § e e sor iy | £ SR S ks B e
and L] 4 = CAraphees A6l x
o PREE Golour Ki ® Calour Cplion Avanilabie ~ Eccon, B, NEC P20 & CEL Emutons SWIFT 240C COLOUR
® FAEE Silca Printer Stavtar Wit ® FREE Siica Printer Staries Kit e~ e iy e A o (S0 T S )
[ - Aukes Evtuiation Distection ST
EDLSUR T = = Command Ve IV Frant Controf Panel o ik
-~ s £ 49| sman e
il i e BB - * Cotour Prn mwa;;zw s it B8 (= e

I e ¥

LM 80 coLumn WORTH £14.10
IMHE‘M-agqﬂE?uHmN F:;Er.mgi.r.aum The A Priet Masager iy | PRA
Divaft, mr’rﬁaﬂm‘:m and

120cps NLOD
Mozsks Hand - Whiser Qusal £70504)

Graphics Agsaihon:
 HP Deskjed plus amwanon

STARTER KIT
WORTH £28.38

This starter il wil belp vou 0 el
uf and ranning wth your few
Migen dob i pAEke fron.
Sibca Sysees
& 35 ik - kg § 5T Db

7 Diesh - Briver o Wheakns 1
Printe Cable

AMIGA
PRINT MANAGER

mpare: AFapl  BOTEH  pREE
[ T - PR A et
ol MOt WOl Ay BN

T
EZpny

\ +T (337 0 el PRI 2100 )

| RRP E14.18)
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BUSINESS + EDUCATION + GOVERNMENT: Valume discounts available 081-308 0888,

SHOWROOMS: Demansiration and fraining faciities al our London & Sidcup branchas.

THE FULL STOCK RANGE: Al of your requiremants from one supplier.

FREE CATALOGUES: Will ba mailed by you with offars + software and peripharal detaits.
® PAYMENT: Major credit cands, cash, cheque or monkhly lesms.
Balore gecide whan i bu,rwurmmmr.wsmtymwrﬁmyuamfulrmeEHEm
by it gidar what it will be like 8 few months aRer you have made your purchase, whan you may
require addfional peipharals and accessones, of halp and advice with wour new purchase. And, will the
company you buy from contect you with details of new products? Al Silica Sysiems, we efsure Mal you
will have nothing o wary about. We have bean established lor almost 14 years and, with our unrvalled
Expananca and supertiss, we CAn now claim o meel our cushomers' requinemerils with an unoarstanding
which i sscond Lo none, But don't just take cur word lor it Complete and resurn the coupen Adw lar our
|atest FREE litleratura ard begin to experience the “Siica Sysiems Sarvcs”,

B

MAIL ORDER: 1-4 Thi Mews, Rd, Sidcup, Kent, DAT4 40 Tel: 081-309 1Y
SILICA SYSTEMS OFFER YOU ) | | o e e s
LONDOM SHOP: 52 Tofienham Gout Road, London, W1P 084 Tel: 071-580 4000
ERNIGHT DELIVERY: On all hardware orders shipped in the UK mainiand i TN 5k BV T
® FREE OV : al in the : i 1A 1 Tel: 071 1
@ TECHNICAL SUPPORT HELFLINE: Team ol \achnical expans at your senice. mwmm- Mon-Sat nm&gmu e MLL;- Night: mﬂdﬂ’r‘:‘“w Ewu-m::ﬁd.
& PRICE MATCH: We normally masch compelitors on a “Same product - Same price” basis. ZIDCUP SHOP: 1-1 The Wiews, Hatherley Rd, Sdoup, Kent, DAT4 40K Tek: 081-302 BE11
® ESTABLISHED 14 YEARS: Proven trsck recced In professional computer sales. Cipenisg Her: St 0,008 Fricay 1l Tpm Fax Mo 081-308 0017
& ©12 MILLION TUBNOVER (with 50 staff): Solid, reliable and profitable. e — e R - -
"
™
®
L]

s S S S S— S — e —————

[To: Siica Systoms, ONEAN-1092:55, 14 The Mews, Hatheriey R, Sidcup, Kent, DAT4 4DX )
[l PLEASE SEND A BROCHURE ON THE CITIZEN RANGE

Sumama: ...

I MrMrsMisaMa: ... Initials: ...
Company Mame (if apphcabla): ..
I Address: ...

Postcoda: ...

I Tel (Homa): ... Tal (Wiork):

I Which computar(s), it any, do you own?_ ...

e e — — — S S— S —— —

ERDIE - Adwerhand prioss and specilvzalions miry changs - Plesss relum i coupon lor the b inforTrarbor
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PREMIER MAIL ORDER

Titles marked * are not yet available and will be sent on n"u]. nf release.
Hease send cheque/ PO, ess/V HH No. and ex {:urr date (Cheques & PO's payable to Premier
Mail Order) lo:
Dept THO10, Tryb ¢ Ltd., 8 Buckwins Sq., Burnt Mills, Basildon, Essex. S513 1B].

Please state make and mn.rh-! n,f computer when ovdering. PEP inc. UK on orders over £5.00. Less
than £5.00 and Europe add £1.00 per item. Elsewbere please add £2.00 per item for Airmail. These
offers are :u ailable Mail order only..Telephone orders: mon-Fri 9am-Tpm. Saturday 10am- dfrm.

Fax orders : 0268 590076. Tel Orders : 0268 - 590766 Next Day Service available ring for details

JOYSTICKS

‘1‘;"';‘20 Drive (1 meg).. ;E ? Fun School 4 under 5 ... 3 | Plan 9 From Outer Space ...................
i Mag Upgrade.... 3 GLec i R i Player Managar j Ll o o ickij 1 — T
112 Mag Upgrade with clock 26549 Games 92-Espanad ..., 1 Platoon P P - E‘iu;lﬁ]ﬂ? JEtflghtE!" 104
30 Canstruction Kit 209 | Global Etfect 1 meg) 19.4 Poals of Darkness (1 Meg| 21,99 ghter sersersaseerss .98
;?_'Ei'lgnl_-imr-*e: 'Eﬁ Gauniot Ao.....eci.e. 1 Populous......... Quickjoy Turbu 2 FAR—
ot To Handle 16.9 Ghostousters 2 B9 Popuilous 2 (1 M=-;|-
Alian 3° . 14 Ghouls And Ghosts 505 | Powsdil Quickshot 3 Turbo
i"SEﬂFJ' PI[E; % Gobling® _.........-.. 16.5 Powarmonger ..., (Sega Comp) ...ccrnsmssnsnerness 9.99
shas of Empeng * e GRO0E i Fuwerm.ﬂgp Data Disc * icki
Award WInOars ... 3 Godiather Alion i Pramicra{1eg) Quickjoy Topstar............... 16.99
Addams Family._...... Godiather Advaniurs * 11 mgl R Type Speedmousa ............cccn... 15.99
AlrBius . o Graham Gooch & A Typa 2 8
Air Dual® _.............. Graham Taylar . REI2 Basaball ._....._...... ...
Air Land Sea .. Gunship 2000 * Rambo 3
Air Suppon * Guy Spy....... Aainbow Collaction
':IIEFF?‘ HFi:ch Hard Driven Rainbow Islands T - U d
s5aull on Alcatraz | Harpoan [ 1keg) Railroad Tycoan [1 Mg) i / 1
AMOS : 5 Harpaan lel'.h:"g&-E‘. 9. Ramparts* My Up Qudllt}' Ilh'l."d[ldf
AMOS 30 ... Harpoon Batleset 4. Raaderes (1 Meg) e I—}igkg
AMOS Compiler.. Harpaon Scanaria Editor Fiad Banon (1 Meg) .o 2 ol o
i'ﬂﬂﬂf 'l'"l?'D"ﬂ : Head Over Heels . Fod Heal...........oocoes
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Only three months into its creation, and Andrew Braybrook’s
Amiga sequel to his all-time C64 classic is already shaping up with
the potential to be the greatest 16-bit shoot-"em-up of the
decade. And the only place you'll hear the FULL story behind its
creation is here, in Andrew's own words in our exclusive serialisa-
tion of his on-going development diary. The control mode is work-
ing, some of the aliens are in and bullets are flying everywhere -
but there's still a long, long way to go...

PART THREE - JULY/AUGUST
Tuesday July 21st

Following on from the minor crisis
reported last time that all of the plot
routines were slightly flawed in a
couple of obscure situations, I've
been re-writing them all. Not from
scratch, you understand - that would
take ages - just the meaty bits that
talk to the blitter. The required end
result is a set of routines that are
more efficient to run and amend to
create new plot routines. That pro-
cess took all morning. At the
moment the game consists of a
mish-mash of all the different types
of enemy that we've created so far.
This is so that | can test them all by
blowing up the ones | don't want to
test. It also means that | can see if all
the general routines are working.
The objective in the early days of a
game is to create a library of routines
that are all thoroughly tested so that
when complex stuff goes in later |
know that any problems that occur
cannot be blamed on what | call the
‘core’. Once all the core routines are

working and they're as efficient as |
can make them | can just forget
about them, knowing that they're
reliable. That's the theory anyway.
Mew additions to the actual game
are a slightly changed palette to give
more different colour combinations
and a mine-laying meanie that drifts
about, attempting to deposit static
mines around the screen. The meanie
tries to stay on-screen by selecting
a new direction that sends it right
across the screen. With a fast
scrolling game it's important that
the bad guys get seen, rather than
lagging off-screen behind the action,
vainly trying to keep up with the
player's movement. This one's only a
simple meanie but it's beatable,
which gives the player a reward in
out-sussing it. There's no point in
having mega-intelligent meanies
with the latest missiles and cloaking
devices such that they are totally
invincible. | might as well just print
‘Game Over' on the screen in the first
two seconds and not bother to write
any more,

Wednesday July 22nd

This morning's tasks were two-fold.
One was to get the homing missiles
nice and slinky so they get drop off
from both sides of the Manta ship,
then power off forwards before
selecting a target and chasing after
it. The second task was to think of
something easier to do in the after-
noon than code in the robot control
mode. Unfortunately, | couldn’t.
Rather than have the simple ‘fruit
machine’ sub-game of the original
Uridium, | want a more complex
arrangement whereby the Manta
flies over the runway, transforms
itself into a giant robot and then
drops to the surface, breaking
through the hull to the deck below.
An alternate control mode then sees
the player battling it out with the
dreadnought’s occupants Paradroid
‘90-style, only much simpler and
quicker. And a right barrel of fun
sorting it all out was. Grab routines
from Paradroid "90 and Fire & Ice,
add some new ones, smooth them
out to make them faster and watch

them not do what | wanted them to
do. Background collision detection
never was my idea of fun, but if
everything in the game obeys the
physics of solid objects properly the
overall effect is better. It's one of
those things you only notice if it's
not there. | hate meanies that move
through solid walls and floors that |
can't go through.

Thursday July 23rd

A final bit of tweaking on the robot
control mode allows me to walk it
backwards while firing. Great for
that dignified strategic withdrawal.
MNow to tie everything together. A lot
of things need doing at once: the
Manta-to-robot transformation
sequence, setting up a second level
with the surviving robots on it, trig-
gering departure from the robot
shoot-out, and finally getting to
another airborne sequence. Such
things as starting co-ordinates, a dif-
ferent sized scrolling window and
setting up surviving robots from the
previous level rather than the play-
er's lives all need to be arranged.

Friday July 24th

Put in a control mode for the drone
robot. Unlike in the main game
where the drone follows the con-
stantly-moving main ship, the drone
robot can collide with the player's
main robot. It needs a cunning algo-
rithm to keep it out of the way. I've
rigged it to move away from the
player if it is very close, and
walk towards the player if far
away. This currently works in
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opén spaces but it remains to be
seen how well it copes in confined
spaces. Of course, the drone can be
backed into a wall and approached
and is unable to do anything about
it. Also put in a robot weapon that,
when fired, releases a bullet casing
from the gun. This falls to the
ground with a shadow before com-
ing to a stop. Looks guite swishy.

Monday July 27th

Phillip supplied me with the robot
animation frames, three in each of
the eight movement directions.
That's not really enough to show
convincing walking, even from
above. 5o, faced with either adding
at least another 16 animation frames
or finding another solution, my
money's on thinking of a way out.
How difficult can it be to control two
feet separately, he says, remember-
ing the ‘Justice’ episode of Red
Dwarf IV, when the lads had
mechanical boots on to escort them.
| tried nearly all the possible combi-
nations of add and subtract instruc-
tions before arriving at a workable
system involving a leading foot
which spawns a trailing foot. The
idea of two independent free-think-
ing feet is nice but they'd probably
go off on there own separate ways,
rather like seven league boots when
not properly supervised. 5o the lead-
ing foot does all the work, setting up
positions for itself and the trailing
foot. This system is incredibly simple
now that it's done, and the feet look
great as one of them is always locked
to the floor, just like real life. How
many video games have managed
that? Most tend to ‘moonwalk’, |
also slowed down the robot speed to
show off the walking a bit better and
it's a 500% improvement, and as a
beneficial side-effect the drone robot
now behaves much more life-like as
it fidgets about if you chase it.
There's no stopping me now, I'm on
a roll.

Tuesday July 28th

“Twas again a Firey lcy sort of day. |
only mention this because otherwise
you might think I'm taking a sly day
off and also it illustrates that a pro-
grammer hasn’'t finished with a
game just because it has been
released. | spent much time writing
some playing tips which would be
finished but for the fact that the edi-
tor crashed on me while saving out
the final version. Luckily | had most
of what I'd written still on the screen
so | wrote it all on paper and retype
it tomorrow.

Wednesday July 29th
Bit of a wondering-what-to-do day.
The game is now waiting on ideas
and for fatty Phillip to draw the
robot feet, which he's trying to
use as blackmail to get me to

{Left and below) With the
game's ten power-up
weapons now full imple-
mented, Uridium 2 is
starting to look a lot
more impressive graphi-
cally - even if much of the
action is still taking place
over a blank experimen-
tal backdrop. The alien
waves are becoming
more intelligent, too - all
good early pointers
towards a top-quality
blast when the game is
finally finished.

(9
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(Left) The Paradroid '90
style walking-robots
section, where players
can earn top bonus
points by destroying
the big internal reactors
before bugging out and
escaping. Note the little
“thugs” that constantly
attack our heroes.
Fortunately, the robots
can leave at any time
via one of the level's
emergency exits.
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{Left) The graphic
frames for the Manta's
intelligent homing
missiles, showing how
they turn to track a
moving target. The
strange mine-like
objects at the bottom,
though finished, are
still waiting for
Andrew to decide what
he wants to use them
for.

{Left) And here are the
animations for the
robot that the Manta
transforms into for the
end-of-ship sub-game.
You can't see the feet
here, as they are
drawn as separate
objects and added by
the program later.
MNote how the frames
haven't simply been
flipped - each ene has
been painstakingly
drawn to ensure a real-
istic lightsourcing
effect.
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{Left) The famous ioniser
“toothpaste" lasers, origi-
nally used in Defender
and lifted by Andrew for
Morpheus make a come-
back in Uridium 2. Look at
those zingy beams go!

(Below) At the end of
each dreadnought, the
Manta craft(s) transform
like those famous "Robots
in Disguise” and crash
through the hull. Note the
tank with two indepen-
dently-firing turrets - a
programming headache if
ever there was one...
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take out something that probably
won't stay anyway. How cheap can
you get? 50 | wrote the high score
and initials entry routines.

Although boringly mundane tasks,
they are still tricky to do because |
like to present them differently in
every game which means | can only
nick tiny bits out of my old games. It
has to be done sometime and it
makes people think I've nearly fin-
ished if the presentation side of
things is finished.

With possibly two players playing
the game it has to work out if either
player has just lost their last life, if so
are they on the high score table and
then what input device are they
using to enter their initials. I've got
the letters of the alphabet swinging
round in a large oval with a Manta
ship pointing to one of the letters.
You just move the stick to rotate the
letters and hit FIRE to select the let-
ter which then slides into place.

Thursday July 30th

Drew some robot feet myself. By
having one frame with a low shadow
and one with a higher one it looks
like the robot is lifting each foot off
the ground in turn. Had a go at
drawing a robot body too, which
wasn't too bad but | can't face rotat-
ing it in eight directions with all the
lighting done properly. Finished off

the high score routine bar some text
to say well done.

Friday July 31st

Had another go at drawing a simpler
robot body, and threw in as many
colours as possible. This helps to sep-
arate the different parts. 5till can't
face rotating it in eight directions.
Although DPaint gives as accurate a
rendition as is possible rotated at
45°, it has no idea what | wanted to
draw in the first place, so the maths
takes liberties with my straight lines.
What | need is one totally unlit frame
drawn at 45° which can then be spun
to get the three diagonals and then
lit. Human ray-tracing, no less. Also
created another plot routine to dis-
play an object in one colour for
showing that an object has been hit.
It plots in this colour for one cycle
before reverting to its original
colours, giving a nice flashing effect.

Monday August 3rd

Phillip has yet again come up with
something outside the scope of my
software.

Mot satisfied with a tank with a
turret, he wants a tank with two tur-
rets, each with limited rotation. 50 a
guick re-working of the turret-facing
routines to allow limits to be speci-
fied on the amount of rotation
allows me to put his tank in.

During this process | also hit upon
another snag with the targetting-on-
player bits. The tank turret needs to
get position and rotation data from
the tank body, with other data com-
ing from the player to decide where
to point. 5o | need another pointer
to the player (as there could be two
players) for the turret to remember.
This is all helpful the other way
round as the homing bullets of the
players may need multiple pointers
for their target and their parent,
because a new weapon | developed
today involves launching a smart
missile which selects a target, fires at
it and then moves on to the next.

Tuesday August 4th

Finished off the double-turretted
tank which is suitably deadly, and
put in a pair of ships that fly past
lobbing a bullet between them, an
old trick from a vector game circa
1982. You can destroy either ship to
make them stop or just don’t get in
their way. Working out the direction
and speed for the lobbed bullet
involved a bit of Pythagoras to get
it to disappear in the right place, and
getting the communication between
the ships right was a pain.

Wednesday August 5th

I've noticed some weirdness going
on every now and again when using
homing missiles. Occasionally one
will come out and chase nothing in
particular or another homing missile.
This is, of course, impossible. Track-
ing it down involved putting in little
tests in various places in the code to
identify when the mistake was being
made. | thought that maybe if a tar-

get was destroyed by something
other than the homer on its tail, the
homer would still have a lock on that
object's data record, so if a new
homer was fired, it would use the ald
target data and be chased by the
first homer.

| shored up that bit so that targets
dying hold on to their data record
for one game cycle so that the
homer always spots that the target
is destroyed. This did not fix the
problem. The homing missiles are
smarter than that! If their target is
destroyed they are supposed to
select a new target and chase that.

So0... scenario 2: A homer chases
its target, the target dies but not by
being hit by the homer, the homer
spots that the target dies but is not
able to select a new target as there
isn‘t one. The homer then dies natu-
rally by timing out and hasn't cleared
out its pointer to its original target,
so it says “Well | didn't kill my target
so someone else should give it a go”.
Thus it designates its target as an
unselected target for new homers
unaware that the target has long
gone and is now a homer itself. 5o
all | needed to do was clear out the
target from the homer so it forgot
about it once the target had died.
Problem solved. You're nine tenths
of the way there if you can just iden-
tify the problem but sometimes you
only see knock-on effects and it can
take a while to sort out which
haystack the needle is in.

Thursday August 6th
Today is a rare day indeed - there are
no known bugs in the program. That
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(Left) Yes, you
guessed it... it's
the high-score
table. Erm... and
that's about it,
really.

It may look very pretty, but Uridium 2 will almost definitely NOT be look-
ing like this Deluxe Paint mock-up. Andrew isn't sure about the organic
feel of the backgrounds, and will probably end up reverting to the more
familiar shiny steel constructions that original Uridium players will be

familiar with.

is, it's not embarrassing itself due to
mistakes in my code! That means
that | can write some sparkly new
code and know what to blame when
something goes wrong. Today's new
features then are: a new graphic and
algorithm for the chaser weapon
that now sits on meanies until they
die rather than fire at them from a
short distance which was a bit unre-
liable for moving targets. Also added
some little meanies that I'm calling
thugs, which run around inside the
ship for the robots to shoot at. Also
a fast laser shot in one of three
snazzy colours, no less. Get ‘em
while stocks last. Jason, our sound
super-hero, says he's written a bar
of the title tune. A whole bar, mind.
And not just any bar either, but one
from the middle!

Friday August 7th

Day off due to Hairy Paul thinking it's
a good idea laying a carpet at 3am.
It wasn't, but it was fun while it
lasted.

Monday August 10th

Put in some new weapons for the
Manta, namely an orange laser, a
bomb to drop onto the dread-
nought to shake the enemy up
a bit, a Defender-style ioniser

gun, and a wide-spread twirly
thingy. With all these new weapons
a method of obtaining them is
required, and the hooks were all
ready to allow the releasing of an
object when a wave is destroyed. A
bit of tampering produced a pod,
looking very much like a homing
missile as no graphics are yet avail-
able. Collect it and the weapon
changes. One little un-anticipated
side effect is that in drone mode if a
weapon is collected both ships get
the weapon. Not sure whether | like
that or not, let alone whether | can
stop it. Two-player mode is unaf-
fected so either player can pick up
the pod for a weapon change.

Tuesday August 11th

Drew the graphics for the ground
bomb which, if it misses the deck as
it falls, heads off into the wvoid.
Changed the chaser bomb to slow it
down as it nears its target. That
stops it from buzzing around as it
damages its target, then once
destroyed it selects a new target and
off it goes, at speed. Put some cop-
per fading into the control panel to
get some more colours on it and got
itup to 39. It's in a bit of a wonky
format so getting it from DPaint to
the game involved writing a small

routine to re-arrange it. | also speed-
ed up our age-old collision detection
routines to get them running faster,
which could easily save a couple of
raster lines. All game routines are
measured not in the number of
instructions or micro-seconds to exe-
cute but the depth of a border
colour bar. You set the border colour
to a real sexy purple at the begin-
ning of a routine, then back to black
when you finish, and see how big a
bar it makes, i.e. the distance the
monitor scans as it's building up the
picture each frame.

Wednesday August 12th

Put in some more test attack waves
of ships to have a go at shooting and
producing pods to try out all the
weapons available. It's no good wax-
ing lyrical about how good the
super-smart gargantua-bazookoids
are if no-one can actually see them.
Changed the control panel colouring
to a dark green and implemented
the remaining ships or robot hit
points display. These are inter-
changeable as they are never
required at the same time. The panel
update is running under multi-task-
ing so that it doesn’t waste valuable
time. If the game is busy then the
score display might not be updated
immediately, it will get done when
things aren’t so busy.

Thursday August 13th

Just for presentation’s sake | put in
the text for the high-score entry
screen and also for the player ready
screen, which has to say which play-
er is in control or, if both players are
playing as a team, which one is con-
trolling the lead ship. I've also been
carving up some of the Paradroid 90
background graphics to use tem-
porarily for the interior battles. Then
| can check out the background col-
lision detection routines a bit further
and try and set up a deck to see how
difficult the game is. Must put in a
main title screen soon. I've cut out
the Uridium 2 logo so | can drive it
about the screen as sprites. Of
course the game name might
change so there's no point in getting
too carried away.

Friday August 14th

Having had a further play with the
robot control mode, especially with
the drone robot attempting to fol-
low the player, it is clear that the
drone is going to get itself caught on
narrow bridges and do its "I'm com-
pletely stupid” impersonation and
try to home in on the player and
plough into the bridge sides. Let's
see if | can fix it. This is the fun bit
because | know the control mode
well so | can adjust it fairly confi-
dently and know that | won't wreck
it (but | made a backup just in case!)
After some investigation | decided to

rig the drone ‘intelligence’ routine
s that the drone ignores homing s
on the player if he didn’'t move las
time and wait until he's walked hs
way out of trouble before resuming
It looks very clever and handles the
background better than a plays
who's not-really-concentrating-toe
hard-at-all actually.

Monday August 17th

Put in a title sceen to get the game
logo in. This needs to be bigger reat
ly, but it'll do for now. I've rigged up
the inside sequence to allow the
player robot(s) to be destroyed by
the thugs rather than escaping by
taking off after the last point of
energy is removed. The main task
will still be to destroy as many gen
erators as possible within a time
limit, but | don't want to put that i
yet as there's nothing more annoy
ing than getting to an impeortant bs
to test when a time limit suddenly
destroys everything.By the way
thanks to Steve Allan for his king
words in September’'s The One
Graftgold have no immediate plans
to put Morpheus on the Amiga
Uridium 2 will take a few months yet
and after that I'd like to tackle
another original project. It might be
fun to do, though.

Tuesday-Thursday August 18th-
20th
Another Fiery Icy session.

Friday August 21st

| wanted to put in a meaty mass-
devastation weapon which has a
slow reload time to ensure that not
too many go off at once. That's the
easy bit, and | can stop the two-play
er team from getting one each by
only releasing one at a time, but the
drone mode gives the new weapon
to both ships. Each has its own
reload time but they can both fire
on consecutive frames. Time to do
this properly and set it up so that
each Manta gets its own weapons
It's not too tricky to do, butitisa
bit messy, with pointers to weapons
tables, object and player data all fly-
ing about at once. Picking up
weapons needs to be smarter too
as there’s no difference between the
player and a drone, 50 the weapon
exchange from a pod to a player
must be done by the player, not the
pod. All the pod knows is that it has
hit a player's ship.

NEXT MONTH!

More graphics! More

game design secrets!
More exclusive info! Can
you handle it? We can't!
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DONKEY KONG

Public Domain (512K).
17 Bit, disk 2069.

love platform games and,
Ialthnugh I admit that modern

genre examples like The Addams
Family and Fire & Ice are brilliant, I've
never yet found a game to beat the
old arcade stalwart Donkey Kong. In
terms of graphics, sound, variety and
(if we're being honest) playability
these young striplings walk all over
their venerable ancestor but
somehow, for all their silky
smoothness and polished perfection,
they don’t have quite the same
hook.

sl ol - e i i BT e

Once, a long, long time ago, a kindly King was riding through the
forests near his castle when he came upon an old lady, crying.

“Why cry thee, wizened one?” he asked, concerned.

The red-eyed crone looked up and replied, “O noble sire. | am at
a loss. Where can | find a half-decent guide to what's good and
what's not on the Amiga PD scene?”

The good King smiled at the old woman and lobbed her his per-
sonal copy of The One. “There you go,” he smiled, “It's called PD
Zone, it starts on page 114 and it's well smart.” With that he gal-
loped off, his horse kicking up dust into the face of the now-smil-

ing old lady.

Perhaps it's Donkey Kong's wvery
primitiveness of look and feel that
makes it so attractive, harking back, as
it does, to a more innocent and per-
haps happier time when the ZX81 was
THE machine to aspire to, 16K RAM
was considered more memory than
you'd ever be able to fill and you'd be
lucky to get 32 colours on a TV set, let
alone a computer.

This is a spot-on version of the orig-
inal - darken the room and you'd could
almost believe you'd been
whisked back to 1984, The aim
is simply to guide Mario (what-
ever happened to him?) to the
top of a rickety arrangement of
ladders, platforms and convey-
or belts, jumping over barrels
and dodging roaming fireballs,
in a perilous quest to rescue his
girlfriend from a rampaging
giant ape.

There are all faur of the origi-
nal levels to tackle plus a mystery
bonus level if you manage to collect all
of the bonus items scattered about on
the walkways. It's wonderful, heady
stuff to a nostalgic old duffer like me
and if it affects you the way it affect-
ed me then I'd advise you to play it
with a clase friend to wipe away the
tears. Recommended without hesita-
tion.
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FLAG CATCHER
Shareware (1Mb). Fortiss
PD, Assassins 28.

ou can't beat a simple idea and
Yideaﬁ den't come much simpler
than Flag Catcher. Basically you
hawve this grid of tiles and hidden under
one of them is a flag. You're given a
limited number of ‘goes’ to find it by

turning over the tiles.
Now this sounds be a bit pmntless
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but the skill comes from the fact that
none-flag tiles conceal either an arrow
{indicating in which direction the flag
can be found), a number (indicating
how many squares away the flag rests)
or a bomb (which recovers any tiles you
have already revealed), so using these
as clues you can logically deduce the
flag's hiding place. It's good, clean fun
and very well presented. Although it
can become a bit ‘samey’ it's still well

worth a look.
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O i 2 germs, you see; make a line four or
Public Domain [‘IMb]. maore long and the guilty parties disap-
17 Bit. disk 2097 & pear! Get rid of all the germs and you

= P move on to the next level, though at a
Fortiss PD, Assassins | ... ifficulty, of course.

28. Once you get used to the weird joy-

stick control (LEFT and RIGHT to move

vet more Mario! Well not quite,  the pill, UP and DOWN to rotate it and

E .j coloured pills with identically-coloured

to be honest. Apart from the FIRE to make it drop) it becomes seri-
game's title, the famous mous-  ously addictive. Add to that the fact
tachioed Brooklyn plumber doesn't thatit's got a simultaneous two-player
even get a look in. Not that he's essen-  option where you can compete against
tial to the game (it's basically a Tetris  a friend and you have here one essen-
variant); one can only guess Mario was  tial piece of PD. But whatever will Min-
brought in as a ‘guest star’ to help the  tendo say?
game sell a few more copies.
Mot that it
needs any help
because it's a
cracker in its own
right. The player's
job is to get rid of
the gruesome little
germs at the bot-
tom of the screen
with the aid of the
medicine pills that
drop down from
the top. And how
is this achieved?
By lining up the
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FIRE FIGHTER

Public Domain (1Mb).
17 Bit, disk 1989.

There’s nothing | like better than
a good laugh and Fire Fighter
provides them by the bucket-
load. Not intentionally, mind. It's a
shoot-‘em-up with a twist, with you
cast as a water-squirting fireman given
the task of extinguishing any confla-
grations you come across in your slow,
vertically-scrolling meander up the
screen. | guess you could call it a squirt-
‘em-up.

Apart from the obvious fire threat
to your London’s Burning extra, there
are also clouds of poisonous smoke to
avoid (although these mercifully float
away from you up-screen) and rogue
storms which lob out forks of deadly
lightning in all directions. However,
these present very little danger and it's
easy to make progress through the
graphically-diverse levels very quickly
(well, as quickly as the turgid scroll will
allow).

Although the basic idea is quite
appealing, the ineptly-drawn back-
grounds and sprites (that's being char-
itable), non-existent challenge and
repetitve gameplay soon sap any
enthusiasm you might have originally
had. But it's just on the right side of
the “50 bad it's good’ line, so there are
still a few giggles to be had for your
money.

BALL BRIDGER
Public Domain (512K).
Fortiss PD, Assassins 29.

bvicusly semi-inspired by Lem-
Omings, Ball Bridger is another

entry into one of the most
popular PD game genres, the arcade
puzzler. A slowly-rolling ball drops into
play at the far-left end of a long, hori-
zontally-scrolling play area. Using the
platforms and pipes scattered about
the landscape (which can be picked up

N

and moved with the mouse), the play-
er has to build a safe path over the
deadly floor to the exit to the right of
the level. Easy enough. But each plat-
form, pipe or whatever can only be
used a limited number of times and
inevitably there are only just enough
pieces and allowed uses to get your
fragile sphere from A to B.

It's an excellent game concept and
very addictive, but enjoyment is marred
by the somewhat fiddly control. Rather
than locking the bridging pieces to a

grid when they're dropped off, so tha
the player can just throw them roug®
ly at the right area and they'll still dres
into place correctly, each must be pos
tioned precisely by hand. At first th
isn‘t so bad, but as the pressus
increases on later levels this cas
become annoying. 5till smart stu®
though.
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BOUNCE N’

BLAST
Shareware (1Mb). For-
tiss PD, Assassins 30.

aargh! | absolutely HATE this
game! It's a sort of cutesy Tur
fican, with the player hunting

for the exit to a series of multiway
scrolling landscapes, with a multitude
of aggressive baddies to off as you ge
along. It looks and sounds great, and
the player's control over the main
sprite is lovely and responsive, In fact
everything seems just fine and dandy
until you start to play.

It's so hard. And I'm not talking
adrenalin-pumping, gotta-have-anoth-
er-go hard, I'm talking gnashing-teeth
foot-through-the-telly hard. The nasties
spew bullets like they're going out of
fashion and require an inordinate
amount of peppering with your lazes
before they keel over even after you've
picked up the power upgrades. And
while | don’t mind a challenge, after
playing Bounce n’ Blast for a few min
utes you feel like you've just spent fif
teen rounds in the ring with Chris
Eubank. And unless you're some sort of
pervy masochist, that's not a lot of fun
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You've seen
Noww experié

The worlds of Marlo,Somc,CD
technology and Virtual Reality ‘

collide this December when Channel
4's Gamesmaster is transformed into
a fantastic three day festival of fun
and frolics at the NEC December
4th,5th and 6th.

Be a part of all that's
hottest in consoles,
computing, hand-
helds, coin-ops and
all sorts of games-
related shenanigans.

presidas Q elebrlty
chnllong%;&ompatltmng
~and more! o
See the Gamesndaa_;t_'_: i
himself, Jovial Jock,
Dominik Dmmandb

%J' f4

1» . kgl

Shoot each other in Quasar
Lazer Dome! Take a trip N
back in time to the old Wild Virtual Reality! See |
West and free the sheriff, what all the fuss is
but watch out for those  about on the banks of
pesky Terminators and their linked VR machines!

death-type activities. ‘ Blow the cack out of a | GAMESMASTER

friend or a complete |
strangar
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1it all on TV-
|ence it LIVE!?

It's an essential experience for all games fans,with hundreds of
the latest releases and hot new titles from companies including
VIRGIN, ELECTRONIC ARTS, GREMLIN, MICROPOSE, ANCO,
IMAGINEER and COMMODORE before anyone else, and then
use your new-found gaming knowledge to win friends and
influence people. GamesMaster Live! will be packed with top
celebrities from the worlds of pop, sport and train spotting (well,
probably not this last one), all of whom appear in the new series
of GamesMaster, there'll be live bands shaking their funky
thangs and of course the MEAN MACHINES and CVG crews
who'll be on hand to help with games,
dispense top secret information and To get your no doubt
autographs (and accept bribes).  already sweating
Whatever your-gaming interests there's palms on a ticket for
guaranteed to be something there for  this jaw-salivatingly
you, from top beat'em ups through to = smart experience,
the latest fishing simulations to get fill in the form and
your dad interested! Where else can  send it off to us, but
you meet your favourite stars whilst  hurry, tickets won't
playing on the latest in fab games? last long.
Nowhere, that's where (apart from
Priory Court that is)
GAMESMASTER LIVE-
CAN YOU AFFORD TOMISS IT?

UGN s WEEh g SR
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DayTime Tol. No. S8 8% £ 5N ESSSEEMENOES. ... !

Please sendme || tichets abi6.00 gach i
Fordth [ | 5th O 6t [ e i pofomed el Alornatoate ... i
| enclose a cheque\Postal order forf ... Cheques payable to NEC (Games 92)
Flemdurge my Visa\Access\American Express\Diners Club

II[_UTTTITHITDEWM

Signature......

yTERLIVE! BEWARE OF CHEAP IMITATIONS!
GAMESMASTER LIVE

IN ASSOCIATION WITH ﬂ”ﬂ
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Only a couple of months left until
Christmas now. At The One it's our
favourite time of the year, not just because
of all the holidays, prezzies and great soft-
ware, but because it gives us something to
write in the Previews intro apart from the
usual non-committal babble. So put your
feet up by the fireside, kick off your
loafers, pour yourself a fine glass of
Brandy (that's Irn Bru for all you under-
18s) and take a leisurely stroll through this
fine set of first-looks. Yule love ‘em!

(Clear your desk - Ed.)

INTERNATIONAL

RUGBY CHALLENGE
Domark

all its transparent razzmatazz, could ever be, Rugby is a game of real

men but not, until quite recently, one to be successfully adapted to
the Amiga. It took the immense licensing possibilities of the World Cup ear-
lier this year to finally convince softcos that Rugby was a *happening’ sport
to simulate. Of the two games that appeared to cash in on the unprece-
dented TV hype, it was Domark’s Kick Off-style effort with the inspired
title of Rugby: The World Cup that arguably won out over Audiogenic's
glossier offering.

Now, with the International season just around the corner again, Domark
is revving up to jump on the sporting bandwagon once more with Inter-
national Rugby Challenge, the official sequel to World Cup. This time the
game’s based around league action rather than the shorter, more imme-
diate tournament scenario, with up to sixteen teams competing in three
championships - the Triple Crown, Five Nations and, of course, the World
Cup - as well as tours and friendly matches. And whereas World Cup was

Rﬂugher, tougher and more entertaining than American Football, for

TolyonTRALEE Vg (=
EEMTUS KN BOUREDH-

a straight arcade-based game, Rugby Challenge has a smart managerial
section where sguads are picked and team tactics put together.

Once out on the pitch, the game plays much the same - although the
graphics have been radically revamped and look much nicer than World
Cup's rather basic visuals - and there's also an action replay facility (no good
sports game is complete without one). Due out on Amiga in October, Inter-
national Rugby Challenge looks like it could be the best conversion (pun

fully intended) of the sport yet.

RAGNAROK
Mirage

orse legend has
it that one day
the world would

come to an end in an
epic battle between the
great Viking gods of
good and evil. A typi-
cally Apocalyptic sce- T
nario, wouldn't you . AR ) |
think, for a computer . & B . ol
game? Well, don't go :
sending it in to any
software houses
because Mirage has
already thought of it.
Taking a few liberties
with the legend, the =
plot of Ragnarok
reveals that Odin, most
powerful of all the
gods, becomes worried
about being destroyed
in the upcoming battle,
so tries to avert his
death by travelling to
Earth in the form of a raven and challenging a bunch of humans to rounds
of the old boardgame King's Table. Don't look at me, | just write the stuff
Similar in style to Chess but theoretically more complex, King's Table is
played over a tiled board where one player, whose pieces start out in the
centre of the board, has to get his King into one of the corner squares while
his opponent, his pieces camped around the border, has to prevent it get-
ting there, Like EA's old favourite Battle Chess, the pieces in Ragnarok are
living characters - Odin is the good king, Loki the evil one, with famous
faces from Viking mythology scattered around in between. And when a
piece takes another, the action switches to one of 800 animation sequences
showing the bloody battle between the two characters.
Featuring a wealth of options that would do any conventional Chess
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After a succession of RPGs and, of course, the inimitable A320 Airbus,
this is one of Thalion's first major action-based products - it's certainly its
most ambitious. The company is proudly proclaiming it to be the most tech-
nically-advanced console-style Amiga game the machine has ever seen.
These Germans, you know, they're not silly when it comes to squeezing
every last ounce of juice out of the Amiga, and the early demos we've seen
so far are enough to have us convinced that, technically at least, Lionheart
will be a real bobby dazzler when completed.

The game itself is an “unpretentious hack and slash” that's probably best
compared to something like Core Design’s Wolfchild. It does, after all, fea-
ture a half-man, half-beast character battling through eight multidirec-
tionally-scrolling levels. As you'd expect, the game’s originality (or lack of
it) is being played down, and its stunning technical achievements hyped
up instead. Like Team 17 games, it's not offering much in the way of inno-
vation, but should score heavily in the playability and graphical stakes -
we've been promised that the game features the biggest sprites ever seen
in an Amiga game. Thalion is, of course, confidently predicting that this will
be the big surprise hit for Christmas. Only time will tell.

game proud, Ragnarok should prove to be a big hit with Tefal-heads across
the land whao'll probably just turn off the fancy animations and play in 2D
mode anyway. It's released next month.

LIONHEART
Thalion

crolling
arcade adven
ture beat-‘em-

ups like Strider and
Beast are two-a-
penny, right? Well,
yes, but it never
put the Germans
off coming up with
their own “tributes’
to the genre. It's a
mystery how they
do it, but every
now and again the
Jerries come up
with a game that, for all its unoriginality, knocks spots off everything com-
parable to it. Turrican was one such game and, if early indicators are any-
thing to go by, Lionheart could well be another.
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THE GADGET TWINS
Mirage

set in a faraway cartoon world that looks like a kiddie's colouring

book and everything has a nice smiley face, you and a pal play the
Gadget Twins of the title, two characters called Bop and Bump (oh God).
The cute cliche-ridden storyline describes how they're on a mission to
retrieve the Magic Gem of Gadget Land, which has been stolen by the evil
Thump. Don't nod off just yet, there's more. Gadget Land gets its name
because every last one of its inhabitants is some kind of... you guessed it...
mechanical gadget.

50, Gadget Twins has Bop and Bump chasing Thump through six colour-
ful and multidirectional scrolling levels. Because of the twins' remarkable
gadget-like powers (starting to sound a bit like a Viz strip, isn't it), they can
transform to fly through the air or swim underwater - amazing! - as well
as pick up a bountiful supply of pickups and weapons to do battle with
Thump’s minions - Thump himself makes regular appearances through-

out the game, piloting the
mechanical guardians that
crop up at the middle and
end of each level. And, in
the tradition of the best
cutesy arcade games,
there's not really a great
deal else to say. It's good,
solid, old-fashioned fun - or
at least that's what's being

C utesy time again. In this, seemingly the fifteen billionth game to be

“ promised. The game’s

still in the early stages
of its development over
at Imagitec (responsible
for this month’'s The
Humans and the forth-
coming Ragnarok - see
previous page), so
there's not a great deal
to see at the moment.
Rest assured we’'ll be
taking a closer look
nearer to the game's
release at the end of
the year.
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hey think buying a game is easy. Well, they're wrong. Very wrong. We know what its
I like. There you are in your local software shop, that thirty quid in your pocket just
itching to be spent on some tip-top piece of games coding, and all you can do is
stand there, mouth open like some sort of village idiot, staring blankly at the rows and
rows of shiny boxes, each crying out "Buy me! Buy me!". Which one to choose? They all
look so good, don't they?

Which is, of course, why we decided to create the Games Index. The Index covers every
game reviewed in The One over the last ten months or so. Provided for each entry are the
full ratings that we gave the game (Graphics, Sound, Playability, Lastability and, natural-
ly, the all-important Overall) and a brief three-line conclusion, explaining what sort of
game it is and its major good or bad points. In addition, we tell you who publishes the
game, whether it'll work on 512K or 1MB Amiga, in which issue of The One the game
was originally reviewed (in case you want the full low-down on it) and even where you
can find tips. It won't take all the heartache out of choosing which game to buy but it
should help you sort the wheat from the chaff. Happy hunting.

THE COMPETITION

Once again it's time to get your thinking heads on as we present the sixth of our monthly
Games Index Competitions! (Cue fanfare of trumpets.) As usual there's a not-
inconsiderable amount of prime Amiga games software on offer to the reader who can
correctly answer the three quezzies below and also be lucky enough to get plucked from
the bulging sack of entries on the closing date. Don't forget - all the answers to the
following posers can be found somewhere in the Games Index. Okay? Let's go...

(1) Centaur Software only have one game listed in the Index. What is it?
(2) Which game feels like "Pinball on a football pitch”, according to its Index entry?
(3) Which game was reviewed in the December 1991's The One and tipped in May 1992's?

Get your answers on a postcard to us at: Games Index Compo 6, The One, Priory Court,
30-32 Farringdon Lane, London EC1R 3AU. The closing date is 21st October 1992.
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Oooh, | bet you're all tired out after all that, aren't you? Go on, you sit down and have a
rest for a moment or two. After all, you're going to need it because this is the page
where | tease you with veiled hints as to the goodies that are heading your way in next
month's smasheroo of an ish.

I bet you thought that things couldn't get any better after this month's three quite
unbelievably good disks and the equally unbelievably good features and reviews in the
magazine. But - o, unbeliever - how wrong you are.

Position yourself comfortably in your armchair and grip the magazine firmly with both
hands. I'm not going to make any fast moves, I'll take it all nice and slow. | know the risks
- one superlative too many and you could end up a drooling vegetable, overloaded on
excitement - but I'm a professional and | know what I'm doing. Ready? Then I'll begin...

777 MYSTERY WORK IN PROGRESS 777 - In yet another major coup, we present a
completely EXCLUSIVE mega-huge Work In Progress Special on one of the most-eagerly
awaited Amiga games of the year and a sure-fire cert to be this year's Xmas Number One
bestseller. We can't tell you too much at the moment, but suffice to say that the game’'s
coming from US Gold, it's a beat-'em-up, it's a conversion of a wildly-popular arcade coin-
op and in its title it has the words STREET and FIGHTER and the number 2. (Geddit?)

PLUS! PLUS! PLUS! - All the usual goodies you've come to expect from Britain's biggest
and best Amiga games mag, including reviews of the all the big-name games, as many
pages of tips as you could ever seriously want, a heady mix of the first-ever news and
screenshots of major games coming your way, in-depth interviews with the people mak-
ing the software headlines, behind-the-scenes looks at games in development, superb
budget and PD round-ups... In short, the usual excellence.

Don't fret. A month's not that long a time to wait, really.

THE ONE

November Issue on sale October 21st
Created by Amiga games fans for Amiga games fans
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