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TWO COPS - BOTH LETHAL

A multi-level shoot 'em up based on aspects of all
three LETHAL WEAPON movies. You can choose
to be either one of the two high fire-power cops...
each having his individual strengths - and
weaknesses! There are many missions to
complete including the rescue of a kidnapped
girl, the pursuit and arrest of drugs runners,
finding and arresting a police murderer,
plus many more. You choose the level to suit your
4l i B® objectives within the
game-play.
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14 NEWS

Ooch, what a rush! WWF2 revealed,
and this time it's set in Europe!
PLUS spend a night on the tiles
with Scrabble and much more!

21 LETTERS

Yet more semi-coherent rantings
from our ever-beloved readers. It's
like grammar was never invented!

25 WORK IN
PROGRESS

Yet more first-time-ever looks at
games in dvelopment. This month
there's US Gold's much-awaited
Streetfighter 2, MicroProse's
superb Gunship 2000, Core’s fanta-
sy RPG Darkmere and EA's Desert
Strike.

DISKS......cxs...8

Can you believe it? The Chaos
Engine, Lionheart and FIVE Pub-
lic Domain games!!! Are we just
totally mad or what?

41 THE ONE ON ONE

Sensible Software let their hair
down as they have a chat to us
about Sensible Soccer V1.1 and
Cannonfodder, plus all matters
Amiga gaming.

49 REVIEWS

The full list of all the games we've
covered this month is over to the
far right. Get stuck in!

84 TRAIN WITH THE
S.A.S.!

Right, you 'orrible little men! Fall in
and enter this great Fireforce
compo to win a weekend training
with $.A.S. hardnuts!

89 KILL ZONE

Eye of the Beholder 2, The
Addams Family, Hook and
countless others are all tipped into
oklivion. PLUS! Doctor David
Upchurch's surgery re-opens!

STREETFIGHTER 2......25

All you ever wanted to know but were too afraid to ask

about the ultimate coin-op conversion in our massive
Work In Progress Special.




ROAD

RASH ...........59

Electronic Arts' latest Megadrive-
to-Amiga conversion is a ripping
road racer where your aim is not
only to beat the other racers, it's
also to beat them up!

86 SUBSCRIPTIONS

Can't be bothered to leave the
house? Then have The One deliv-
ered direct to your door for a
whole year! And get a free game
into the bargain!

102 THE DIARY OF A

GAME
Part four of our EXCLUSIVE seriali-

sation of Andrew Braybrook's latest

blockbuster-in-development Uridi-
um 2. It's 2 good 2 miss!

107 PD ZONE

Power to the people! We delve
once more into the ever-burgeon-
ing network of free games.
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111 CHEAPOS

month, rounding up the best
buys this month for all you
tightwads.

121 PREVIEWS

v Gary Whitta lifts the lid off
another bunch of software pot-
boilers, coming your way real

soon...

125 GAMES INDEX

All human life is here. You name
it's it's in - the full rundown on just
about every Amiga game released
iin the last year. How do we do it?

DARKMERE.32

After so many years languishing
in the 'Where are they now?' file,
isometric-3D games are back -
and with a vengeance. Core
Design's latest is leading the
attack...

don't mess about, you know.

THE LEGEND OF
KYRANDIA ......76

EXCLUSIVE! The first ever review of
Virgin's Monkey Island 2 beater! We

A bumper FIVE PAGE special this
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We've spent a year, ensuring that both "Desert Strike ™"
and "Road Rash™" come to you with all the enhanced
graphics and sound quality that you've rightly come to expect

from your Amiga.
The Middle East's looniest dictator is about to nuke

anyone who stands in the way of his mad ambitions.
A desperate US President turns to you to undertake a

covert mission piloting a heavily armed Apache helicopter.
From a 3/4 top-down perspective, you'll be taking off on 27
different missions including; rescuing MIA's, defending
oilfields and taking out SCUD missile launchers.




All a million miles from the uncontrolled mayhem of
"Road Rash", a scorchingly fast biker race across America
with no holds barred.

Punch, kick and club your way to the prize-money and
upgrade your bike to an ever more frighteningly fast
machine, like the terrifying Diablo 1000.

The other competitors are not the only danger as you

speed along five of America's most lethal highways. Hard-
nosed cops, oncoming traffic, oil-slicks, even wandering
cattle and deer.

Whether you yearn for the undying gratitude of the
entire Western World or the grudging respect of Helldog
the club wielding gypsy biker, these two fun-packed hits

are at last yours.
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RS e ELECTRONIC ARTS®

and Sega™ Mega Drive™.

Sega and MegaDrive are Trademarks of Sega Enterprises Lud, Electronic .AI"IS. gﬂ Hemn D‘f‘i'u'E, Lan;E'E}". BEI"(S 5'.3' B){P TEF: {”53 549‘1“‘1 Fax: U?Si 5%&?1




THE CHAOS ENGINE

REII egade (1Mb only)

The Bitmap Brothers have been
.am;fu”: qlllir;lt re :-I‘IT"‘,' The reason?
Why, they've been hunc
their keyboards for the
years beavering away on The Chaos
Engine, a game which will, they
hope, send them to the top of the
saftware charts yet again. On offer
for you this month is a complete and
fully-playable level from the Bros’
latest which should keep you well

ed over

satisfied until the game is released
in the near future.

PLAYING THE DEMO
The demo will load and launch into a
rolling-demo showing off some of
the pretty character selection screen
graphics if you leave it alone. How-
r, tapping FIRE or ESCAPE will pre-
sent you with the options scree
One or two players can participa
the action and once this decision has
been made it's into the game prop-
er. If you have opted for the one-
player game, you'll notice that the
ather character is computer con
trolled so either way you'll be play

The characters are moved in the
usual way (for the thick that means

you want him to travel) and pressing
FIRE will er, fire your weapon. The
object of this level is to turn on all
three nodes (the grey pillars) which
in turn will open the exit. Nodes are
activated by shooting them (which
them illuminate) and a com-

puter voice will confirm your actions.
There are a number of special
weapon tokens which can he col-
lected by either player and will affect
both players differently. Both players
have different special abilities which
can be used at any time during the
game, Player One (the Brigand) can
produce a spectacular shot-burst
effect which should wipe out most
snemies on the screen. Player Two
(the Gentleman) has the ability to call
up a map of the surrounding area
These special powers activated by
holding down the FIRE button, and
the number of times you can do this
is shown on the panel at the bottom
of the screen which will deplete

every time you operate your ability.
Collecting the little black bottles scat-
tered around the landscape will
increase the number of times you
can perform your special trick

There are also keys dotted und
the landscape. 5il vital to
progression and must be collected to
open other parts of the level. The gold
keys, however, open secret rooms and

keys are

bonus sections which contain a num-
ber of collectables, If rome
stuck, though, you can try shooting at
the rocks and pillars as this can some-

vou do bec

times open up other areas.

The '¥ing-Yang' tokens store the
party’s status when they are collect-
od. When both party members die
they are restored to where the last
token w
dies he
is found before he can resume pla

to-there you have it, an entire
level packed full with features and
effects. The final version will contain
a of six characters, each with

and disadvan-
a load more lev-

picked-up. If one player

aust wait until the next token

a cho
their own advantac
tages and, of course
als to blast and puzzle your way
through. Can you wait?
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After the three disk bonanza that was October we've returned to
the usual two but they're both packed full with excellent demos
and Public Domain software. We're committed to bringing you the
best value for money that Amiga Games Mags can offer - why pay
for a measly one disk when you can have an infinitely better time
with two. Simon Byron guides you through the wonders of this
month’s selection

LOADING YOUR DISKS

(1) Both disks contain some of the
highest quality software ever to
appear on a coverdisk so choos-
ing between them is going to be
difficult. You could either toss a
coin, mix them about or just pick
one out of a bag or something
but, believe us, there's going to
be a lot of hard decision making
before you choose which disk to
play first.

(2) Insert the selected disk into
the drive slot on your Amiga.

(3) Turn on your Amiga.

(4) A menu will appear from
which selection is made by press-
ing the appropriate function key
or clicking on the name with the
mouse pointer.

(5) When you've finished playing
your way through both the disks
it'd probably be best if you have
a shower or - at the very least - a
wash, because four weeks of solid
gaming really will make you
sweat.

ATTENTION AS00HD OWNERS!
Due to the extreme amount of
memory reguired by the Lion-
heart demo, you may experience
a few problems loading it straight
from the boot menu.

If Lienheart fails to load, turn
off your computer (but leave the
disk in the drive) and reboot
whilst holding down BOTH mouse
buttons. A menu should appear -
click on the ‘Advanced Options...'
icon at the bottom of the screen.
A new screen should appear list-
ing all the drives. Click on the
‘Enabled’ icons (they should now
read ‘Disabled’) next to all the
drive names EXCEPT DFO's. Now
click on the 'USE’ icon and then on
the ‘DF0’ icon. Finally insert your
disk and everything should be
dandy. If you make a mistake just
reset the machine and try again.

Sorry about the hassle but we
think you'll agree it's worth it.

FLAG
CATCHER

(1Mb only)

Described by Dave Upchurch as “well
worth a look” in last month's PD
Zone, we've included it on the disk so
that you can do just that, The object
of the game is to find the flag before
you run out of ‘moves’. The fewer
moves you take to find the flag the
more bonus points you get at the end
of the level. Move the cursor around
the screen using the joystick and
press FIRE when you’ve decided on a
square to try. One of the following
five things should now appear
+ A flag - hooray! If this happens then
the level is complete and you'll move
oh to the next, tougher screen
A honus square which will give you
extra points or moves.
* An arrow indicating that the flag is
somewhere in that direction,
although not necessarily on the
same ‘line” as the arrow,
A number meaning that the flag is
that many squares away, moving
harizontally and/or vertically
* A bomb causing the screen to clear,

losing all the clues that you'd previ

ously built up

Every time you select a square your
‘moves’ will be depleted and if you
run out then the game is over. Before
each level you'll be shown a screen
depicting the amount of each of the
five different squares on the next
level so that you'll know exactly what
hazards you‘re up against. Enjoy

L]

BIPLANES

This is a fantastic little game that is
bound to keep you entertained for
years, if not decades. It's an air com-
bat game and the basic idea is to
obtain fifteen points before your
opponent does by. Points are
achieved by either shooting the bal-
loons that drift gracefully up from
the middle of the screen or by down-
ing the opposing biplane.

When the game first loads you
will be presented with a set of
options which are selected by mov-
ng the joystick left or right. You can
play against a friend or the comput
er (and if you choose the computer
there is a choice of difficulty levels),
automatic acceleration and fake or
real stereo (whatever that may be).
Once these have been set it's off to
the battleground

The first thing you need to do
before you can perform any gravity
defying acrobatics is accelerate to a
certain speed fast enough to allow
take-off. If you've chosen automatic
acceleration just push the joystick UP
to start the run-up. If you're on man
ual acceleration you'll need to hold
the joystick UP at all times. Leaving
the ground is as simple as, er, flying
a plane. Just move the joystick LEFT
ar RIGHT, depending on which way
you wish to rotate the plane and
Bob's your uncle - you should then be
in the skies. If you haven't reached a
successful speed you'll find yourself
desperately clinging to the air before
crashing and it'll be a point to your
opponent. You can shoot a maximum
of two bullets at a time by pressing
the FIRE button

The plane behaves exactly like a
real machine - if you point yourself
vertically up you'll stall before too
long. If this does happens you'll need
to point the nose at the ground and
push UP to build up your accelera-
tion again and just before you hit the
ground, move the joystick LEFT ar
RIGHT depending on which way you
wish to fly. If you've performed all
those actions correctly you should
find yourself flying peacefully once
again. It's all easier to do than it is to
explain but by now you should get
the idea and before too long you'll
be looping and soaring amongst the
clouds with the best of them

TANK
ATTACK

(1Mb only)

Here's some frantic two-player action
based loosely on the old Atari VC5
Combat cartridge. The object of the
game |5, quite simply, to blast your
opponent before he blasts you. Move-
ment is achieved by mowving the joy
stick in the direction you wish to trav
el and blasting by pressing the FIRE
button. The various walls can be used
as hiding places or, more sneakily, for
rebounding bullets off of. At first you'll
be able to fire a large number of bul
lets at one time but as the game pro
gresses your gun will take time to
replenish so it's often best to leave a
short time between firing sessions. The
energy of each player is displayed at
the top of the screen and when a tank
reaches 0% it explodes.
During the game a number of

special tokens will pop up which
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have different effects when collected
{such as making you invisible or invinci-
ble). These properties will become
apparent on collection but you should
take advantage of them quickly as they
soon wear off. Up to four players can
participate at one time and the various
options are selectable from the title
SCreen.

That's all there is to it. Have fun

and try to remain friends

LIONHEART

Thalion (1Mb only)

Yes, we're fed up as well with demos
that enly offer you thirty seconds of
play and a real feeling of disappoint-
ment at the end of it. This EXCLUSIVE
and BLOODY HUGE demo will cer-
tainly keep you engrossed for sever-
al hours before you manage to com-
plete it {in fact, I'm the only member
of The One's team that has managed
to do this yet, brag, brag, brag).

THE GAME
Lionheart is a scrolling beat-'em-up
along the same lines as Shadow Of The
Beast except underneath all the unde-
niably beautiful graphics there's a real
stormer of a game. The object of this
demo is to reach the cave entrance
hidden amongst all the nasties and
treacherous platforms, collecting as
many spinning crystals as you can
along the way. As well as the usual
running and jumping the character
can perform a number of fighting
moves, activated by moving the joy-
stick in any direction and pressing
FIRE.
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BRIDGE BALL

An unusual little game, this, but
one worthy of inclusion as it pro-
vides many hours of top quality
puzzle entertainment. The object
of the game is to guide the ball
from the starting point to the
large expanse to the right of the
screen. This is performed by plac-
ing platforms next to each other
to form a bridge to the exit.
Using the mouse you can pick
up the platforms (by pressing the

The two best ones we've found are
joystick DOWN and FIRE whilst in the
air (which produces a fantastic down-
ward lunging move - just the job for
getting rid of any creatures that
you're currently leaping over) and
pressing FIRE and moving the joystick
in the opposite direction to which
you are facing (which will perform a
spectacular roundhouse swing with
the sword - handy for disposing of
any beasties that are stood behind
you).

During your time at holiday camp
Lionheart you'll come across a num-
ber of spinning platforms which can-
not be traversed whilst in motion. The
best way to over come this is to give
them a bloody great whack with your
sword or foot which will stabilise
them for a few seconds allowing you
to leap on and off them before they

LEFT mouse button) that are
already in the level and, with the
button still pressed, guide it to
the position you require and
release the button. You can only
move the platforms a set number
of times and this amount will be
displayed when you pick it up.

There are a number of differ-
ent tiles, each requiring a differ-
ent tactic. Ordinary platforms can
be placed next to or below other
tiles, pipes raise the ball, tunnels
need to be placed so that the ball
rolls ‘into’ the entrance and fixed
tiles cannot be moved at all so
the ball needs to be guided onto
them to take advantage of their
ball-carrying properties. If the
sphere falls into the water then
the level is over and you'll have
to restart.

start revolving again. Be wary of the
numerous areas of spikes and deadly
plants as they’ll send you back to the
start of the level quicker than you can
say “Morning Campers”.

If you reach one of the two rope
sections in the demo, pressing UP
will cause you to grasp hold of the
line and the usual direction move-
ments will then apply, including just
a simple FIRE to swing your sword in
the direction you're facing.

The final version will contain a
number of sound effects, end-of-
level Guardians and a number of
restart points in each level - this one
unfortunately slings you straight
back to the start! And that’s it, real-
ly, 1 think you'll agree that it's a HUGE
demo and we all can’t wait for the
full game which should be arriving at
a cinema near you Very soon.

LIONHEART COMPO

We've teamed up with Thalion to offer you the chance to win your
very own copy of Lionheart - simply by playing the demo! To stand
a chance of winning one of the ten copies we have up for grabs you'll
need to prove your game-playing skills. We want you to complete
the demo and write down the last line of text that appears before
the demo restarts. Once you have successfully obtained this infor-
mation, plop it on a postcard or the back of a stuck down envelope
and send it to: | CAN PLAY LIONHEART AS WELL AS SIMES, The One,
Priory Court, 30-32 Farringdon Lane, London, EC1R 3AU. The first

ten correct entries we receive will receive a copy of Lionheart when
it's fully finished. Good luck!

Mid Glame

and within 2

10.30 am and

THE SMALL PRINT

1. Whilst wee here at The One make every effort to
chieck the coverdisks for all kmnown wvineses, we can

accept no responsibility for damage caused by
viruses which may have escaped our attention

2. The One and its retailers are not kable for any
unnotified changes to the contents of the
coverdisks which may oocur,
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REVOLUTION
(1Mb only)

Our final offering this month is a clever
little puzzle game which will appeal to
everyone from beat-'em-up fanaties to
flight sim gurus. The object of each level
is to collect all the batteries and warp to
the next level. Batteries can only be col-
lected whilst at least one of the blue-
framed Cubes is ‘charged'.

Controlling the white ball using the
joystick, the Cubes can be charged by
‘bouncing’ into them. Once hit the Cubes
fill up with green charge which depletes
rapidly. Batteries can then be collected
by bumping into them and once the level
has been cleared of all batteries the warp
to the next challenge is activated by
charging both Cubes at the same time.

This may all sound a trifle easy but there
are numerous traps and tricks. Many
squares contain an armow which will, when
landed on, send you in that direction. Most
of the time the armows are dustered togeth-
er, meaning that if you land on one you'll
be transported quite a distance before con-
trol is handed back to you. Other squares
have a dircle in the middle which acts as a
sort of magnet, slowing you down.

If this wasn't enough there are also
aerials which drain your power if

1 touched so avoid them as once all your

power has gone you lose a life. The time
limits are particularly tight making for a
challenging game right from Level One,




BETTER GRAPHICS.
BETTER SOUND.
BETTER SOFTWARE.

Better take note. One CD inserted into the new Amiga
CDTY stores the equivalent of up to 700 floppy discs. That's
550 megabytes of memory or 250,000 A4 pages of text.

CDTV also gives you access to over 3,000 Amiga titles
and over 100 CDTV discs, covering everything from arcade
= — quality games to education. And
"= CDTV can be used as a regular audio
CD player when connected to your stereo. The Amiga

| = e

CDTV Computer Pack, complete with qwerty keyboard,
disc drive, mouse and infra red remote control can be
yours for only £499.99 including our free Public Domain
Collection disc. The Amiga CDTV Player Pack comes in
even lower at only £399.99. All of which proves one thing.

When it comes to the ultimate in AMG A
home entertainment, you won't find c DTv

anything better than the Amiga CDTYV,

THE WORLD’S MOST INTERACTIVE INTERACTIVE HOME ENTERTAINMENT SYSTEM

COTY IS AVAILABLE AT SELECTED STORES OF ALLOERS, CALCULUS, COLOAVISEIN, COMET, DIXONS, TECKD, TEMPO, VIRTUAAL AEALITY AMD ALL LEADING INDEPEMDENT COMPUTER SPECIALISTS, INCLUDING NASCA. PRICES CORRECT AT TIME OF G0IRG TO PRESS 510/
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I *Choose from 24 batflefields.
nspired by James

Lovelock's Gaia hypothesis,
Sim Earth looks at the world
as one interrelated living
organism offering you the

*Use the powerlul icon-driven
command language: with a simple
point and click, robots can be
instructed to commence a full
melee.

ultimate experience in
*Challenge your friends (and
enemies) fhrough netwark suppor!
for up to four machines.

planet management. Design
and nurfure planets from

their creation through the

“Use modem and serial link fo mix_ _I .
and maich games on Macintosh,
Amiga or Windows versions.

evolution of life fo the
development of inelligence
and fechnology that can

reach for the stars.

M & = 1990 Maxis and Will Wright.
A rightts reserved

AVAILABLE FOR: Macinfosh,
IBM PC, Windows and Amiga.

(WNIPC, i1, PR, PR,

AVAILABLE FOR: Macintosh,
Windows and Amiga.

*Choose from seven different
planed scenarios.

Armed with bombs, bullets, missiles, grenades and mo

I eiel ol e you control teams of Robofs that compete in five differ

e e o sports: Survival, Treasure Huni, Capture the Flag, Hostage a

“View your worlds as llat Baseball. By combining the factical challenge of chess wi
projections or spinning globes.
the infensity of guerrilla warfare, RoboSport provokes fol

*Unleash volcanoes, earthquakes,
mefenrs and lidal waves. strategic mayhem. i & = 1991 Maxis and Edward Kilham. Al rights reserved.

OCEAN SOFTWARELTD . 6 CENTRAL STREET . MANCHES
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= and dabble in the stock market as well. Six
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Sure A-Train  has
frains... but there's a lof
more fo if than making
fracks.  This  new |
simulation gives you the
friple  challenge of
designing and running a | .
profitable  railroad,

*Simulated 3-D graphics provide

map and salellite views.

*Choose from 19 different train

S “Pick any 24 OTC stacks fo reap
S extra profits,

: “Build apartments, offices,

lactories, ski resorts, amusement

parks and mare.

“Get all of the professional advice
you need from fhe many on-screen

experts in A-Train.

AVAILABLE FOR: IBM PC,
Macintosh and Amiga.

growing a city and building a financial empire. You
can borrow money, invest in subsidiary business

scenarios will fake all the organisational talent,
planning skills and fiscal genius you've gof.

Maybe more. 1 & = 1991 Aridink and Masis. Ml rights reserved

MANCHES 5NS . TEL: 061 832 6633 . FAX: 061 834 0630
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he World Wrestling Feder-
I ation returns to the Amiga
at the end of the year with
Ocean's official follow-up to its
chart-topping WWF Wrestlema-
nia. Although the original sold
bucketloads and was Number
One last Christmas, it got a well-
deserved panning from the crit-
ics - something that Ocean is
well aware of and is going to
lengths to prevent happening
again this time around.

With WWF popularity increas-
ing in Europe, the European
Rampages - in which the beefy
superstars jet over here to
wrestle - are becoming more
and more frequent. The recent
SummerSlam at Wembley 5ta-
dium was a sellout and
Ocean, never one to miss a

trick, is using the Euro theme as
the basis for the new game,
WWF European Rampage takes
the player to venues around the
continent, battling all the famil-

iar opponents. We've been
informed that much more
attention is being paid to game-
play, with work on the new
game dating back to the start of
the year. There's a new team on
it two, with Arc Developments
replacing Twilight, who handled
the original. Strangely, there
doesn't seem to be a lot to
show for nine month's work -
these exclusive shots come
from an early playable demo
version. As you can see, the
graphics have been revamped -
the ring now occupies just a sin-
gle screen, and Tag-Team
matches have been incorporat-
ed too. Beyond that, details are
still woefully vague. More next
month, with any luck.

NEW
AMIGA:
LATEST

The rumpurs of a new Amiga, aimed
squarely at games-players, are get-
ting stronger by the day, with the
latest bit of gossip hinting that the
fabled machine may be in the shops
by Christmas,

This latest news comes as Com-
modore launches the latest in a long
line of Amigas - the high-end A4000,
which for just £1999, offers almost
limitless graphical potential - how
does 16.7 million colours, sprites the
size of the entire screen and “perfect
scrolling” grab you? Admittedly the
machine's aimed at the more serious
user, although the new AA chipset
technology that it employs to pro-
duce such stunning results will
almost definitely be used by the
mystery games machine as well,
according to Commodore boss Kelly
sumner. 50, weighing up all the evi-
dence, we could be a seeing a new
games Amiga, with a super-low pri-
cepoint and FIVE TIMES the graphi-
cal power available before the end
of the year! It's still all educated
speculation at the moment, but
enough to get a few mouths water-
ing - not least of all ours.

STOP PRESS! it's highly proba-
ble that, come next month's
issue, we'll have CAST IRON
details of the new machine - stay
tuned to this channel.
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NETBUSTERS!

Round Two

Your Sensible Soccer goals continue
to flood in, at a rate that's fast
becoming as frightening as Alan
Shearer's goal tally. Poor old postie
kas had to have a metal rod surgi
cally implanted into his back to help
carry the heaving mailbags of High
ights that arrive daily on our
doorstep. Believe us, having to work
our way through this little lot is no
picnic - certainly not when we'd
rather be playing the game our
selves, anyway.

But we digress - to business. This
is the second month of the Renegade
Sensible Soccer Nethusters competi-
tion, in which six lucky winners put
forward by The One will play in a
European tournament against the
winners of doppleganger competi-
tions in the continental mags, with
the final victor jetting off to watch
any European football fixture of his
choice next season! Each month we're
selecting the best of the saved-out
Highlights we receive, and the winner
not only goes forward to the final six,
but also picks up an authentic Ark
wrights old-style football jersey!

“Scrabble like you've never
played it before.” That's
what you're being promised
by US Gold, soon to bring
out its official version of the
classic board game. Quite
why they think that the
world needs another com-
puter incarnation of Scrab-
ble at this particular time is
way beyond us, but it
doesn’t do to turn your
nose up at the Greats, so for
the record... US Gold's ver-
sion comes with 12 skill lev-
els (the hardest of which
has won the Computer
Olympiad twice, so it's no
pushover), tournaments
with up to four players,
every word in the Chambers
Official Scrabble Dictionary

e

B s JEE, SR, N - LR

This month's winner is Julian
Smith, whose goals as Sheffield Unit-
ed against European giants Club
Bruges, Ajax and Kaiserslautern earn
him a place in the finalist’'s roster
The goals are cutstanding not just
because of the final touch (although
there was some super finishing), but
for the whole set-up, in one case
comprising an incredible after
touched ball in from the halfl.'..-r'!gr' line
that the striker picks up first time
and blasts into the back of the net.
Like we said, we're not looking for
one-off flukes, but for consistently
fine goals that prove the scorer's skill
beyond doubt

The competition still has four
months to run, so there are four
finals places still to be won. To be in
with a chance, all you have to do is
score some BLINDING goals, stick
them on a Highlights disk and send
them to us at SENSIBLE SOCCER NET-
BUSTERS, The One, Priory Court, 30-
32 Farringdon Lane, London EC1R
3AU. And remember that you MUST
write your name and address on the
disk label, or David will come round
your house and show you his holiday
snaps. Eurgh!

(over 126,000 at the last
count), a printer option to
commit the final board
position to paper and - it
says here - stunning graph-
ics. The pictorial evidence
here tells rather a different
story, but then what do you
want from a Scrabble
game? Dancing letters with
tu-tus on? Personally, we
never quite understood
why somebody -~ would
want to go to all this trou-
ble when they could play
the real thing for a fraction
of the price and hassle, but
each to his own, we sup-
pose. Should be quite
good for people with no
friends, anyway.
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At last! Street Fighter II, currently the most

popular arcade game, is about to become available

for your home computer. Ask your dealer when!

'YOU HAVE BEEN WARNED!!

Available on: Spectrum cassette,
C64, Amsirad CPE cassette & disk,
Atari 8T, Amiga and PC Compatibles.
Sireel Fighter 11 £1982 Capcom USA Inc. All rights reserved. Street Fight:
registered (rademark of Capeom USA Inc. Manufactured and distribut
from Capeam USA Inc by US, Gold Ltd, Units 27 Holford Way, Holford, Birs




NEWS

aving already had two rather impressive
successes with Storm Master and Ishar,
French outfit Silmarils is back this month

|:|

with a pair of newies to tantalise you between
now and the new year (just around the corner,
you know).

STRIPTEASERS

TWO NEW FR

The first is Bunny Bricks, a game that - get this
- combines brick-breaking Breakout action, Base

ball and rabbits (!). Exactly what it's all about
hasn’t been made that clear, but we're told that
on each screen Bunny must destroy every brick he
sees with his trusty baseball bat (sounds famil-
iar enough}, while being hindered by a support-
ing cast of colourful characters. The whole thing's
supposed to be very cartoony, and inspired in
part by the work of Tex Avery, so expect plenty of
slapstick touches along the way. Look out for
Bunny Bricks next month .

Hot on the trail of that comes Transarctica, an
altogether deeper atfair from the creators of
Storm Master. Along much the same strategic
lines, its decidedly Midwinter-esque staryline tells
of a scientific experiment that goes horribly
wrong (do scientific experiments ever go RIGHT
in these game scenarios?) that triggers a second
lce Age and destroys the human race. 50, cen-

R NP — -

turies later a new civilisation emerges, travelling

through the snowy wastes in giant trains
between primitive shanty-towns, As the idealistic
captain of Transarctica, the biggest train of the
lot, the player's job is to find a way, as prophe-
sied, to thaw out the planet and return it to its
former glory. Doing 50 means going up against
the cynical power block of the Viking Union, who

like the planet the way it is - and so the scene is

set for a bit of strategy and political intrigue,
french-style. Transarctica is due out in January at
£29.99, Just between us though, it's Bunny Bricks
we're really waiting to see...

the flashier Multimedia Pack are
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....Grandslam releases a bumper
Amiga compilation at the end of
this month, featuring no less than
TEN of its old titles. The games on
The Grandslam Collection are, in
no particular order, The Hunt For
Red October, England, The Flint-
stones, Scramble Spirit, Leavin'
Terramis, Trivia, The Running Man,
Terry's Big Adventure, Terramex
and Espionage. Mone of them are
particularly outstanding, which
probably explains why they've
been collected together en masse
here, but at £29.99 for the lot (for
the less mathematically-inclined
among you, that's just under three
quid per game) no doubt some of
you software skinflints will be
splashing out...

...More compilation news, this
time concerning yet another in

a long line of football collections.
Following in the tradition of Gas-
coigne and _Lineker, England
defender Stuart “Psycho” Pearce
has this month lent his name to
UbiSoft's soccer compendium. The
Psycho Soccer Collection (yes,
that's really what it's called) con-
stitutes the weak International Soc-
cer Challenge and World Champi-
onship Soccer, and the rather
better Manchester United and Kick
Off 2. £30.99 is the asking price,
but if there is anyone left in the
world who doesn't already own a
copy of Kick Off 2 in some form or
another, we'll eat our pants...

...News reaches us that Konami's
Batman Returns adaptation is now
in the capable hands of Denton
Designs, and not Rage as original-
Iy reported. If memory serves, the

development team haven't had
anything out since Wreckers for
Audiogenic, which was alright we
suppose. Don't expect to see any-
thing just yet - the first previews
aren’t due until Christmas, and the
game's not expected to hit the
shelves until well into 1993...

...Meanwhile, we hear that David
Braben's Frontier may not make it
out in time for Christmas. The
finishing touches still being put to
the long-awaited Elite sequel are
taking slightly longer than expect-
ed, and Konami has said that Jan-
uary is now looking like a more
realistic release date...

...Commodare continues to drop
prices in its Amiga range, this time
with the CDTV. As of this month
both the CDTV Starter Pack and

slashed by £100 to £399 and £499
respectively. The move comes after
the AG00 was cut to £299, and
has been selling like hot cakes
around the country ever since.
CBM’s obviously hoping that its
slow-starting CD machine will ben-
efit from a similar kick-start. So, as
they say on TV, there's never been
a better time to buy...

...5trange to see, is it not, that the
blockbusting Patriot Games still
hasn't been snapped up for Amiga
conversion. It's about the only big
movie of the year that's still wait-
ing to be licenced, which is
strange when you consider how
well its plethora of action
sequences could be adapted, if
put in the right hands. Softcos,
rectify the situation immediately...



OURNALISTS see new titles every

week, each one claiming o be the
best of it's kind, to date. Yet at the recent
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only way to really find out what all the

. fuss is about is to experience it for
yourself. LEGENDS OF VALOUR - The
Dawning will be available on Amiga, ST
and PC very soon.

Ask your retailer for more details or
jida S5.A.E. to Danielle Woodyatt at the

address below for an information pack.

iﬂﬁl:“n"’

1992 SYMTHETIC TIMENSIONS LT & LS. 40000
AL G HTS RESERVEIL SUANUFAUTUREL AND DISTHIELTED
HY U5 GOl

LS. Gold Lid, Units 23 Holford Way, Holford,
Birmingham. B7 6AX. Tel 021 625 3366,

N E ECY OF THE SHADOW = THE 3U i
DARKMOON (EYE OF THE BEHOLDER 1) = DRAE OF E 50 £l L @839 634 139 DFERATIO
Fi CORPSE TEL o839 &54 284 LUCASFILM HELPLINE » LECHUC REVENGE (MONKEY |SLAND 2} & INDIAMA
MCKRACKEN = MANIAC MANGION = LOOM = SEC ‘ | LAND + BATTLE OF BRITAIM TEL: 0829 654 133 INF
OF ¥ ATEL: OB3I® 993 266 + A PLINE TELy OB39 454 394 » 5IR TECH HELPLINE [
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RECOMMENDED...

It's frightening how many new games are released on Amiga each month. And it's even more frightening to consider how few of them
are actually any good. So every issue we remove a little strife from your life, and present for you here, in easily-digestible form, what we
believe to be the very finest pick of the latest crop...
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TRODDLERS FIREFORCE ZOOL ARCHER
(Storm) (ICE) (Gremlin) MACLEAN'S (System 3)

Well, is it like Lemmings or
not? It depends on who you
speak to, but one thing's for

One of those games you'll
either love or hate - and we
love it. Sure, it lacks techni-

Sanic the Hedgehog? Chron-
ic the Smedgebog more like
Zool makes no attempt to

POOL
(Virgin)

we've
seen since Wizkid, and one of
the most playable too. Putty

The weirdest thing

sure, it's a Premier League cal sophistication. Sure, the hide the fact that it's The follow-up to the mega- is like Rainbow Islands on
game. Combining tradition- graphics are nothing to inspired "by the 5ega selling Jimmy White's Whirl- acid, an incredibly frantic
al puzzle and arcade ele- shoutabout. But playability's favourite - but it does every- wind Snooker, Archer platform epic based around
ments, it certainly sounds where it counts, and Fire- thing bigger, better and Maclean's Pool uses the same the upwardly-mobile exploits

like Lemmings on paper

guide the hapless little men
across traps and pitfalls to a
safte haven
is plays with a style and
verve all of its own. If the
only thing you use your
brain for is to keep the top
of your head caving in, this
is not for you, but if you're
after a mental challenge to
keep you going into the

but in practice

force has got bundles of the
stuff. Take your Green Beret
hardman through 12 mis
the
shooting down and blowing
up everything in his path, A
plethora of nice touches
raise Fireforce above the
usual shoot'em-up ranks,
and anyone who isn't put off
by its rather graphic por-
trayal of violence will have a

sions around world,

brighter. One of the most
chaotic and colourful plat-
form games ever seen, Zool
manages to retain its fine
playability even at the apex
of its breakneck speed. Prob
ably not to everyone's taste
(it's the sort of thing that
gives parents migraines), but
if you can stand the pace,
there's little that can offer
more in the way of high-

jaw-dropping 3D graphic
technigues to depict the
action, but the game is, if
anything, more playable this
time, simply because Pool is
more immediate, accessible
and Snooker,
There's not really a great
deal more to say, except that
if you don't enjoy playing
this, there must be some-
thing fundamentally wrong

fun than

of a blob of Putty that can
bounce, stretch and absorb
his way around any game
play eventuality. Loads of
levels, exguisite cartoon-style
graphics and a cacophony of
vibrant sampled sound from
beginning to end makes
Putty a supersonic assault on
the senses that you won't
want to let up for quite a
while. It deserves to be a big

small hours, you'll love it. very merry time here. speed thrills than this with you hit
85% 90% 87% 90% 87%
MICROBYTE Month Ending 27th September 1992
FULL-PRICE TOP 40 13 ROBOCOP 3 (Ocean) 5 F-16 COMBAT PILOT (Action 16) 13 RAINBOW ISLANDS
I 100L (Gremlin) 24 PRO TENNIS TOUR 2 (UbiSoft) &  PANG (The Hit Squad) (The Hit Squad)
2 BEAST Ill (Psygnosis) 25  DYNABLASTER (UbiSoft) 7 BATMAN THE MOVIE 14  BATTLE CHESS
3 SENSIBLE SOCCER (Renegade) 26 ROBOCOD (Millennium) (The Hit Squad) (Star Performers)
4 PGA TOUR GOLF 17 DARK QUEEN OF KRYNN (551) 8  LOTUS (GBH) I5  JACK NICKLAUS GOLF (Kixx)
(Electronic Arts) 28  AIR SUPPORT (Psygnosis) 9 DIZIY PRINCE OF THE 16  SWITCHBLADE Il (GBH)
5 JIMMY WHITE'S WHIRLWIND 19  ASHES OF EMPIRE (Mirage) YOLKFOLK (Codemasters) IT  NEW ZEALAND STORY
SNOOKER (Virgin) 30  KNIGHTS OF THE SKY 10 FANTASY WORLD DIZZY (The Hit Squad)
b LEGEND OF ISHAR (Silmarils) (Microprose) (Codemasters) 18 IK+ (The Hit Squad)
7 MANCHESTER UNITED EUROPE 31  DAS BOOT (Mindscape) Il TREASURE ISLAND DIZZY 19  TURRICAN Il {Kibox)
(Krisalis) 32 MEGASPORTS (US Gold) (Codemasters) 20  POPULOUS (Star Performers)
B  OH NO! MORE LEMMINGS 33  STRIKER (Rage) 11 JAMES POND (GBH) The One's Amiga charts are provided by Microbyte.
(Psygnosis) 34  THE MANAGER (US Gold)
9 PREMIERE {Core Design) 35 A320 AIRBUS (Thalion)
10 FORMULA ONE GRAND PRIX 36 THE PERFECT GENERAL I
(Microprose) (UbiSoft) o.
I MONKEY ISLAND 1 (US Gold) 37 CHAMPIONSHIP MANAGER 4
12 LURE OF THE TEMPTRESS (Domark) B
(Virgin) 38 GRAHAM TAYLOR'S SOCCER ;
I3 PROJECT-X (Team I7) CHALLENGE (Krisalis) W
14 HOOK (Ocean) 39 SPECIAL FORCES (Microprose)
I5  CIVILIZATION (Microprose) 40  ALIEN BREED (Team 17) WE BUY AND SELL ALL
16 WIZKID (Ocean
7 FIRE & ICE (hemegade) TYPES OF SECONDHAND GAMES
18 SPACE CRUSADE (Gremlin) BUDGET TOP 20 HUNDREDS OF TITLES IN STOCK FROM OLD TO MEW E.G.:-
19 LOTUS 1 (Gremlin) | SUPER CARS 2 (GBH) RISKY WIOODS, MONKEY ISLAND 2, ETC.....
20 BEHOLDER 2 (US Goldy 1 FALCON mﬂiﬂﬂ Iﬁ} Phone Between Write o SOFTSW.AP
11 THE GAMES ESPANA 91 3 PANIA KICK BOXING (Kixx) &pm -10 pm Weekdays P.O. BOX 124
(Ocean) 4  CAPTAIN DYNAMO T 0732872261 = WEST MALLNG
22 EPIC (Ocean) (Codemasters) KENT ME19 5RN
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WATCH THE CREATURES OF
HIERONYMOS BOSCH
COME ALIVE

RAVEL THROUGH THE
MPRESSIONIST WORLD
OF GEORGES SEURAT

- and most of all hours of entertain \
‘Fatal Strokes is simply the art of adve

SNITERMNATIONAL COMPUTER ENTERTAINMENT LTD

INTERNATIONAL » COMPUTER + ENTERTAINMENT
BRIDGE HOUSE MERRYWALKS STROUD GLOS GLS 1QA
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THEY'RE BACK...

with new skills, for a new world!!!

* 12 Brand New Tribes of Lemmings,
each with their own skills.

* Skiers, Surfers, Balloonists, Archers...
* 256 Brilliant VGA Colours

* Hilarious Animation

Pavenosis Limited

South Harrington Building, Sefton Street,
Liverpool L3 4B(), United Kingdom.

production designed by

* §-Way Scrolling

* Enhanced Sound Support with
Digitised Lemming Voices.

* Riveting game play & more!

Tel: 051-T09 5755
Fax: 051-709 6466

|
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Ne haven't got much space this month so you'll
and general self-congratulatory quips and write

32 Farringdon Lane, London, EC1 2AU if you've

The

can FAX us too, so all you Faxers dial 071 972 6703.

MOVE OVER
KILROY

The question of game diffi-
culties in last month's Let-
ters pages certainly
increased the volume of let-
ters we've received over
the past few weeks, so let's
not hang about too long
and dive straight in...

Dear The One,
Personally | find games far too
easy to complete, either that or
they are too short and dbo no last
very long. Midnight Resistance,
Pang, Lotus 2, Switchblade 2 and
Turrican 2 only lasted three days
and Project-X was beaten after just
five days. You don't believe me?
Well, the end sequence has some
explosions and rather nice music.
A message says ‘Try again without
loosing a life’.

The worst offender must be Bat-

| STAR & LETTER _

Dear The One,

Last month the question of game difficulties

that it's high time that somebo

in di

iculty until real talent is requ

Games such as the original Lemmi

Beholder were fin
an end to a game
es think they can
ucts then they hay
armes Whicn nave no 5
the best value for mo
ided games this sho
r offers far mor

@amples of thi
- it has to come somewhere
p fobbing us off with
got another thing i

wart Wicks

Abe

d be grateful. (Only joking.)

tle Squadron which took me only
one day to complete. Only Popu-
lous 2, Lemmings, SWIV and Rain-
bow Islands have given me true
value for money. The best thing
that companies can do is provide
difficulty settings in the games.
When | buy Zool | will put the dif-
ficulty to maximum and the lives
and credits to minimum as this will
be the only way | can have some
challenge.

Mathan White,

West Midlands.

Dear The One,

In my opinion games are too hard
| consider myself to be a fairly
average game player but some
games just start at an impossible
difficulty level and get harder
After a very short time frustration
makes you stick the game at the
back of the shelf, never to be
played again - £30 down the drain.
| must admit that such games are
not that common but there are
enough of them to make it a wor-
rying trend.

A more common problem with
games is the difficulty of the end
of-level guardians rather than the
levels themselves. A good example
of this is Rainbow lIslands and
Parasol S5tars - two games in my
top ten of games. In my opinion
guardians should be in a game to
(a) let you know that you've com-
pleted the level and (b) to leave
behind lots of points and power-
ups once they are killed. They are
not there to slow the game down
or to use up all your lives trying to
kill them. | can get as far as Level
Three in Rainbow Islands and Level
Four in Parasol Stars. When you
consider the amount of those
games that I'll never see you can
understand why I'd favour built-in

) without the

One,
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Court, 30-

ot anything interesting to say. You

cheats

Now | don't mean the hidden
cheats that get printed in maga-
zines like yours but cheats that can
be started from the main menu of
the game itself. This way the not-
so-good games players could be
catered for and as you learn more
about the game you can also up
the difficulty yourself, increasing

the game's lastability.
Carl Surry,
Barnet, Herts.

Dear The One,
| have owned my Amiga for near-
ly two years now and of the games
brought in the past year | have
completed 80% of them, most
within the first few weeks. | feel
that although the majority of
games have certainly improved
graphically and sonically | wonder
whether some companies are per-
haps more interested in a game's
looks and not its lastability. | still
find ‘old’ games such as Xenon 2
and Rainbow Islands a challenge
whereas the new games (such as
Myth, Guy Spy and The Addams
Family) are far too easy and | com-
pleted them within a few weeks,
I know | might be going on a bit
(Zzzzz! What? - Ed.) but | feel that
size is important. Games like Hook
and Guy Spy, which are by no
means terrible, suffer due to their
diminutive size. Others such as
Monkey Island 2, Premier and
Harlequin gain marks because of
their size which permits far mare
scope and variety. | would forgive
an easy game (even Another
Waorld) if only it was bigger.
Mick Turk,
Kent,

> > > >
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LETTERS

SHADY
GOINGS ON

Dear The One,
Please can you help me. | have just
exchanged my Megadrive for an
Amiga 500 with over 200 games. |
have It Came from the Desert and
Maonkey Island, both without manu-
als. Please could you let me know
where | can get the manuals from,
lasan,
Londan,

Well, this all sounds a bit fishy to me.
If you really have got over 200 games
then I'd say that most of them are
pirated - especially as you say you
have no manuals for them. The ONLY
way to obtain the official documen-
tation for all games is to buy the orig-
inal which | really think you should
consider.

THE PIRACY
PROBLEM

Dear The One,

It does NOT MATTER how many
times people in the business decry
piracy, it comes down to the same
old thing.

Problem: Games cost too much
resulting in piracy

Solution: Reduce the price of games
There is NO other solution that can
stop piracy and it is naive to believe
anything else. If games companies
are making encugh money to con-
tinue in business without acting
positively to stop piracy then you
can only conclude that they are not
being adversely affected all that
much by it,

The movement of programmers
away from computers to games
consoles is inevitable as that mar-
ket is growing most rapidly. When
the market for consoles has
matured it too will cease to be
more attractive to programmers
and new formats will undoubtedly
become the magnets to games
designers.

Carol Hunter,
Middlesex.

Letters

.
-

P.5. Has anyone, anywhere ever
completed Rocket Ranger? If so,
please tell me how.

BETTER THAN
AVERAGE

Dear The One,

Thanks for a brill magazine - keep up
the good work (Aw, shucks - Ed.).
The reason for my letter is to ask
why your overall percentage mark
isn‘t an average of all the other
marks. Surely this would give a fair-
er view of the reviewed game. For
example, in last month's mag you
gave Pool 90% although its average
score would have been B6.25%
which is high enough without leav-
ing yourselves open to criticism
when, in the future, better games
will still be under the magic 100%
rark.

In the October issue when com-
paring the Overall scores with the
average scores all the game per-
centages would have been similar
except for Fireforce (Overall 90%,
average 83%, which accounts for
the crappy graphics - unacceptable
on the Amiga). Nova 9 and Match of

the Day have almost exactly the

same Overall and average (59 &

59.75 and 66 & 66.5 respectively)

which gives a fairer impression
What are your thoughts?

lohn Alfred

Hyde, Cheshire

We think it would be unfair to intro-
duce average marks simply because if
a game plays exceptionally well but
has only okay-ish graphics then over-
all it wouwld end up being rated lower
than perhaps it should be. We have
enough problems working out
whether we've got enough enough
money for beer at the end of the day,
let alone all this ‘average’ business.
Don't you think we work hard enough
as it is?

SOCCER SILLIES

Dear The One,

Wow. Sensi-Soccer 2, already! What
famtastic news! | have a few ideas
which | think shauld be implement-
ed which | would be grateful if you
would pass on to the boys at 5ensi-
ble Software.

First of all there should be a man-
agerial aspect to the game where
you can play Graham Taylor, chop-
ping and changing the England side
in the run-up to the World Cup until
the team looks a vegetable patch.

Unemployed Saint and Greavsie
should be seen wandering around
the side of the pitch collecting litter
and scraping around in the bins for
food. Before the match dancers
could come on and perform the fan-

JUST A COUPLE OF POINTS...

tastic BSKYE ‘Alive and Kicking'
dance whilst desperately trying to
smile during the torrential rain, Oh,
and of course, QPR should be invin-
cible, y
Stephen Paul,

Hayes.

There's a couple of good ideas in there
fespecially the QPR bit) and we'll cer-
tainly pass the letter on to Sensible,
What do other readers think? Is there
a feature that you think should be
included in any sequel, be it in the
pipeline or not? Let us know and you
could win some groovy software,

Dear Sarge,
| had a £200 debt and was in gquite
a bit of trouble. My brother was
really upset about my problem so he
sold all his games for around £60 to
help me out. He now has no games
and is very upset. He showed me
reviews of Sensible Soccer, Lotus 2
and Microprose F1GP. | think the
software would be a great way of
saying “Thank you".
Muala McLoughlin,
Co. Kilkenny.

Dear Nuala,
Well, it shows that you haven't been
doing your homework, doesn’t it? |
think you should keep up to date with
all the changes in the magazine (like
no more Sergeant Software, for
starters) before you write scrounging
letters to us.

The One, London,
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PATRICK TAIY TADMNA

SYIFIREFORCE - Join the ELITE fic ]f ting force of the fearless
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PROJECT: Streetfighter 2
PUBLISHER: U.S. Gold

DEVELOPER: Tony Bickley (Producer)
Creative Materials -

Gordon Thong (Programmer)

Adam Steele (Artist)

Michael Guy (Artist)

INITIATED: April 1992

o the,uninitiated it's hard to see why Street
fighter 2 has become quite the game-play
ing phenomenon that it is. After all, it"s sim
ply a beat-'em-up with flashy graphics,
right? Wrong. The arcade machine has been
packing in the punters because of its innovative six-but-
ton control, extreme violence quotient and "extra touch-
es' such as the special moves (including the infamous
Dragon Punch}. People spend literally weeks at a time
learning the different character’s strengths and weak-
nesses, eventually becoming so proficient that they can
perform the "Hundred Hand Slap” in their sleep (and
as such wake up with.extremely bruised parts of
their anatomy).

When | first heard that Streetfighter 2 had
arrived in the local arcade | popped out
one lunchtime to see what all the fuss was
about. Three days later | returned back
down to The One haggard and physically
exhausted (and really rather smelly). There
was a lot more to it than | had ever imagined. Apart
from being a simple beat-"em-up with endless thrash

g ing on the buttons there is a certain amount of "strate-
gy’ (for want of a better word), with all manner of sit-

uations requiring different tactical play

Whilst playing against the really hard blokes who
practically live in the arcade | found myself more often
than not being backed into a corner having the brown
stuff beaten out of me. It was only after some of the

maore sociable chaps pointed out the games intricacies

The sensation that's sweeping the nation will shortly  that | found out what to do when, and not just ran-
. domly bash on the fire buttons in no particular order.

L X383

be arriving on your AI‘I‘Iigﬂ- Eﬂpettﬂtiﬂﬂi are ""““il‘lg Converting this game is a not job for the faint-heart-
higl‘l and there's a wealth of fighters 5implr dri"g to ed and Creative Materials have been chosen to perform

= H - what, at first glance, seems like the impossible. With a
tr’ their 5‘"*"5“" in the ultimate street-brawl. We've proven track record including Final Fight and The God-

received so many phonecalls this month that we've had father, Streetfighter 2 certainly is in capable hands. We
spoke to Tony Bickley, product manager at USG, about

to send Simon Byron off to find out exactly how things . .. qoing.

are shaping up. So then, "can you do the Dragon Punch Rather than being slightly wary of the project,
Tony is loving every minute of it as he's a huge

n
or what? Streetfighter 2 fan: "Unlike most beat-"em-ups it's
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Although the backgrounds aren’t animated, there s no
denying that they look almost identical to the coin-op
with all the locations from the original arcade version
represented in all their glory. A chance to brush up on
the old geography, methinks!

very easy to play and it's immensely instinctive - if you
want a move you can access it straight away knowing
exactly what wil happen on-screen, rather than just wWig-
gling the joystick and pressing but
tons. And this is something that we
feel it's critical to get into the floppy
versions. The Artificial Intelligence of
the opponents plays an impartant
it's certainly not the
‘learn one move to beat a particular

part as well

opponent’ situation, There is a choice
of moves which can not only be used
to beat them, they can - and certain
Iy will - use them to beat you’

Obviously with a coin-op conver

sion it's vital to include as much of the

ell ard!

A quiet stroll down the street will
reveal a whole range of tasty geezers
and geezettes. Let's take a look at
who they are and what they'll hit
you with...

“] sincerely
think that this is
going to be the
best beat-"'em-up

ever!”

Tony Bickley
Streetfighter 2 Producer.

original's features as possible. How much help had the
programming team had from Capcom, the designers of
Streetfighter 27 "We were basically only supplied with
an arcade ROM board so we've had to rely heavily on
the fact that our boys are experts at Streetfighter 2. In
fact, it's got so bad that we've had to ban them from
playing it any more,” laughs Tony. "Although the board
contained all the code we've had to break that down
ourselves - an operation known as '‘Reverse Engineer
ing' - which took our guys a solid week to do. After all
that it was a case of on-going tweaks during develop
ment to make sure that the programmers’ interpretation
of the game was exactly how we wanted it to play’

The entire game is currently just aver two megabyte:
big, a figure that's still rising. The graphics are obvious
y an extremely memory-intensive portion of Street-
fighter 2 and although they are not as colourful its
arcade parent (due to the fact that the Amiga’s sprites
are drawn in 32 colours as opposed to the 256 of the
coin-op), they certainly look remarkably similar. If you
asked Tony to describe the graphics he'd respond with
one word "Awesome”, but then he's bound to, isn’t he?

Converting the sprites was a mam
moth task in itself. When you consid
er that there are over 223 individua
frames of animation for every charac
ter (which works out at at least 2676
frames in all), you'll appreciate that the
two artists have certainly had their
work cut out. The characters are equal-
I:I‘I s :'Ilf_]l."' on TI-I‘_"' A"«f"'l(j'l Sscreen as aon
the ariginal, with each made up of a
number of sprites, each representing
different parts of the body, cut and
pasted on the play-area to give the

BLANKA )

The monster of the street,
Blanka possess the rather
unigue ability to electrify his
skin. He can alse jump onto
an unsuspecting opponent
and bite at their face.

4 CHUN LI

This sleek-n"-sexy fighter
packs a mean kick as well as

good looks. She often
stands on one leg and lashs
out with dazzling speed and
can also perform the spec-
tacular spinning-bird Kick.
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Left and below)

Whilst Chun Li may be an extremely
attractive young lady, she can cetain-
y hold her own when it comes to
fighting. Ken is no push-over either
and the two of them are currently
debating who's the toughest as we
speak. The actual characters are mov-
ng anly slightly slower than the
arcade's - gquite an achievemant

when you consider the size of the
huge sprites.

10

the player
will be alrr

(Top) A Dragon Punch certainly wouldn't go a miss here
as Ken finds himself in all sorts of trouble.

(Above) One of Chun Li s special moves is this super-
tough kick which produces a dazzling graphical effect
as well as a few sore heads. Ken is currently blocking
the deadly move so if he is struck then the blow will do
far less damage than it would have dona.

4 RYU

Kenpo and Karate is the name of his game.
One of the hardest humans in Streetfight-
er 1 he can perform the Dragon Punch and
the Hurricane Punch at the drop of a hat.

<4 E. HONDA

Mot a motorbike but; in
fact, a large sumo wrestler.
He may be big but he's cer-
tainly no lard ball and will
‘hundred-hand slap® any-
body who says otherwise.

V¥ GUILE
An ex-airforce soldier who
15 a master of combat
karate. He packs a mean
somersault kick which is
hard to avoid and is capable
of hurling a few cnergy bolts
here and there.
This Russian fighter has the most
powerful move in the game.at his
disposal - the spinning pile-driver
e - and if that doesn’t get you then
the devastating Lariat Punch sure-
Iy will.
bl | " -
- 3 B
= W) - 4 < KEN
4 DHALS'M a 5 Super-tough Ken has survived from
A frightening master of voodoo who can b the original Streetfighter game and
stretch his limbs to inhuman lengths to - has moved to Alnarica te fignt a
give you a whack even when he’s over the ' greater variety of opponants. He
other side of the screen. If that wasn’t ‘ is a master of the infamous Drag-

enough he also breathes fire. on Punch and and Cyclone Kick, 27

233 8 LS
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¥ou may well be wondering why Chun Li and Ken are
appearing so frequently among these pages. The reason
for this is that they re currently still testing the game-
play and making sure all the controls ‘feel right.
Elimey, you lot don’t half go on, don 't you?

(Below) Just for a change we've lined up the two fight-
@rs in another action-packed pose, this time in Russia.
Say cheese!

HF ] ; avoid the b bar-

"TI‘IE Al"tl"“:lal car to bits, kick some barrels and avoid the burning bar
i rels) have all been included as well,

II'ItE"IgEIICE of “To be honest I'm well pleased with how it's going”,

enthuses Tony. Whilst many may see these possible

he _
t ﬂPPoﬂE“ts compromises as a drawback, there's a strong argument

!_ . plays an lmpﬂrtﬂ“t that the joystick-only mode will make the game slight-
‘__é . Pﬂ-rt as WE", it's ly more easier and ﬂccet-f-_lhle to play. If you want a sim-
= ple forward kick you got it, as the Burger King staff will
| ':Eﬂa."'llr not the readily tell you, without the need to fumble with the
i keys

|
| Iﬁﬂl’l‘l one move to “The biggest problem has been the sheer technical

beat a Partl'ﬂulﬂr aspect of getting a massive game like this into home

T e T S r computer size,” bemoans Tony. "We're converting
ﬂ-PPﬂﬂ_EI'It Streetfighter 2 to almost everything from the Amiga

“Moving in any of the forward directions and press situation” right down to the Spectrum which is scary. As I've said
ing the fire button will make the character punch, whilst Tony Bickley we've got twelve -:haraﬂ."!iers each with at least 223
a backward joystick movement with the fire button will Streetfighter 2 Producer. frames of animation and eight backgrounds which is an
select one of the kicks, Up and down with the fire but- enormous amount of graphics to be manipulating but
ton will produce different actions according to the char- | sincerely think that the job we've done will ensure that

this is going to be the best beat-"em-up ever!”™

Finally, and in a desperate attempt to obtain some
‘Top Tips' so that | could beat everybody else when the
game final arrives, | asked Tony who his favourite char-
acter is. “1 always play Chun Li because she’s got good
legs [?]", he replied rather unhelpfully. Unimpressed
with his distinctly sexist.comments | did the Dragon
Punch an him to teach him not to be so rude in the
future. Tony wasn't shaken and after attempting a mean
Cyclone Kick the whole interview turned into a violent
and messy brawl (which | won, by the way). Street
fighter 2 will be bursting onto a shelf near you very
shortly and with a little luck we should be bringing you
the fully low-down next issue, Now please stop ring-

acter being played. Blanka and Chun
Li stand on one leg and kick straight
up in the air so it makes sense to
make the up and fire a "kick' for
them. Ken and Ryu, however, both
have a massive upward punch so the
up and fire will be a punch for them.
The Dragon Punch, performed by
Ryu and Ken, would be called up by
first moving down then up and fire
all in quick succession,
“Alternatively if you are prepared
to use the keyboard as well as the
joystick, then the final method

NG Y E A RS

GHTI

invelves using the keyboard as an == ing us up, will ':.-'Du:“
L ; g . - -
extra fire button, doubling the amount of kicks and YT ) 5 T T TE —— ) 3,0 7] {Above Left) Another of
punches that the player can perform. Some characters L _ — S ml Chun "'T;‘p,'s".'a'.
: : LR o 4R REE Y SRR moves. The Spinning
have two special moves whilst others have three and i ‘m !' ived Kick Is & rock-had

they're all going to be present in the game, with the con-
tral mapped as closely as possible to the coin-op.
"Apart from the parralax and the animated backdrops,
the only other thing missing from the Amiga that
appears on the arcade machine will be a certain amount
of moves in the joystick-only mode. Whereas an the coin
op you can perform three different speed kicks or punch-
es for each height with each move inflicting a different
amount of damage to the opponent, we have had to
pick the best of the bunch, for the sake of simplicity. The
proximity moves, performed when the two charac-
ters are near to each other, are all in with no prob-
lems. The bonus levels (where you have to kick a =SS

attack which requires
Miss Li to stand on her
hands whilst rotating
her legs. Although it
might not the most
lady-like of moves it
sure does the business.

3 R T

{Left) The actual back-
drops are two Amiga

z screens long and will
""" =" horizontally scroll dur-
ing each fight.
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PROJECT:
Gunship 2000
PUBLISHER:
Microprose
DEVELOPER:
Kevin Buckner
(Programmer)
Mark Langerak
(Programmer)
Mark Jones
(Programmer)
INITIATED:
Early 1992
RELEASE:
November

know what you're thinking: “A
conversion of a complex PC 3D
game... Hmmm that's going to
be really fast.” But let me put
your minds at ease. The team cod-
ing Gunship 2000 are the very same
guys who brought us Knights Of The
Sky, a PC conversion itself, and one
of (if not the) best flight simulations
ever to be released on the Amiga.
That out of the way, then, let us pro-
ceed.

The team's main goal is to make
the Amiga version of Gunship 2000
as good as, if not better than, the PC
one - a formidable task considering
the humhble Amiga’s capabilities. The
biggest problem, of course, is keep-
ing the whale game mowving at a rea-
sonable speed and much of their
time has been spent recoding the
graphics engine from scratch. One
advantage of rewriting the game (as
opposed to recycling whole chunks
of the original PC code) is that the
team have been able to enhance cer
tain game aspects and ‘borrow’
ideas from the PC's recently-upgrad
ed Gunship 2000 V2.0

Gunship 2000 is currently running
at between five and ten frames a
second, which is fairly impressive to
say the least, and the improvements
over the PC original are numerous,
as Kevin explains. “The crew mem-
bers and commanders of the other
helicopters that you fly with have
had their logic improved so that
they react more realistically. The arti-
ficial intelligence of the enemy has
also been tweaked so that they too
act more logically to various situa
tions. We are also currently werking
on the actual landing of the heli-
copter so that it will be possible
to land on suitable hills at the
correct angles - just as you can

With Thunderhawk currently holding the
‘Most Accessible And Enjoyable Helicopter
Flight Sim’ trophy, Microprose have decid-
ed to act. Their next foray into the skies
is Gunship 2000, a conversion of the top
PC game. Simon Byron takes it for a pre-

launch spin...

in real combat situations”

Like Knights of the Sky, Gunship
2000 will cater for inexperienced
pilots with the option of an 'Easy
Flight' mode. You won’t need to
wade through a huge front end
(although there's a wealth of options
and menus that alter any aspect of
the simulation if you wish) and after
only a few key presses you can bein
the air. The controls are fairly simple,
too, with a choice of the four main
control methods (mouse, keyboard,
digital joystick and even an analogue
joystick) available at any time.

There is a strong 'persnr\allt',-'
theme throughout the game and
there are a number of people to iden-
tify with and form a "bond’. "At first
you need to fly a number of solo mis-
sions before you do actually fly with
anybody”, claims Kevin, “but after
these battles have been successfully
completed a squadron crew is intro-
duced which you command and you
can promote or award medals to the
individuals as you see fit."

L
“Mmaﬁ}“
FFFFFFFFF:

T R
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There are three detail level options
present in Gunship 2000 which alter
the amount of polygons that the
landscape is constructed of. More
polygons means more detail and less
speed, and vice versa. Although the
frame rate on the maximum setting
is not slow, the lowest setting posi-
tively flies by.

The game contains a number of
scenarios (yes, including the usual
Middle East ones) and they're hop
ing to Tnclude some more unusual

Polar and City-based missions,
although these features cannot be
guaranteed at the moment. Kevin
makes no bones about the fact that
Gunship 2000 is more strategy ori-
entated than Thunderhawk. In this
game you can give orders to the
ather five members in your squadron
which they will follow as best they
can so.it's possible to set complicat
ed traps and ambushes - something
missing from Core’s simulation.
There are, at the moment, a total
of six different helicopters to fly and
each one handles slightly differently
“Each helicopter has its own charac-
teristics and will come complete with
their own sound effects which will
further enhance the feeling of indi
viduality. In real life every chopper
has its own distinct sound which
vie're hoping to accurately translate,

{ One helicopter may cut through the

air with two blades, making a sort of
a 'whooshing’ noise [and, it has to
be said, the accurate noise that Kevin
then made with his mouth made me
feel as if | was interviewing him in a
Huey and | spon began to feel quite
airsick] whereas other ‘copters will
make more of a ‘thudding’ sound.”

Microprose has built up a huge
database of military information
over the past few years and this was
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The rolling landscape certainly adds a degree of realism
to Gunship 2000 and makes you appreciate just how
empty’ some previous flight-sims were. This process
was originally pioneered on the PC and therefore suited
more to high-powered machines but the programming
team have managed to keep the speed surprisingly fast

on the Amiga.

Gunship 2000 contains all the usual-external views but
Kevin has added an extra one, just for good measure.
When you are locked on to an enemy the as yet
unnamed view tracks the target, following just slightly
behind. This means that when the enemy swoops and
climbs, the camera will follow wherever the target
moves, giving some pretty impressive shots - a bit like

being on a rollercoaster, really.

a great help to the programmers
when trying to work out the differ-
ent ‘handling’ of each chopper.
What we've basically done is study
the text book definitions of all the
helicopters featured and implement
ed the differences as best we could.
There is, obviously, only so much
each particular ‘copter can carry and
they all act differently when carrying
various loads.”

The number of external views are, {f;
nothing else, useful for fully appreci-
ating the rolling landscape effect.
Whilst it is theoretically possible to
fly the helicopter from these views it
is unadvisable due to the lack of
instruments and general information
found in the cockpit.

can be adjusted.

The landscape I1s pretty unigue
and there is a fair amount of move
ment on the ground with enemy
vehicles and trains ferrying to and
fro. Although the game slows down
slightly when there is a fair amount
of action, Kevin is confident that the
number of detail levels will strike a
happy balance between graphics and
speed. "There are different options
for both scenery and object detail

4k

things to come

contains a smoothly scrolling land-
scape which gradually gains and
loses height aver the varying dips
and bumps. You may not actually
think you're losing height while
you're flying level but your altitude
is changing all the time over the dif-
ferent heights of the ground. 5o
rather than a flat landscape with
objects plonked on it, what you get
here is a realistic undulating terrain.’

“You need a sense of achievement
when you've finally downed an enemy
in a dogfight but it doesn't necessarily

mean the game needs to be really

difficult (and frustrating).”

Kevin Buckner
Gunship 2000 Programmer

and the whole program is adjustable
right down to the camera detail on
the control panel,” comments Kevin.
"We're hoping that most peaple will
be able to find an acceptable con-
figuration that will optimise their
enjoyment of the game

“The actual terrain is fairly differ-
ent to most that you'll come across
in ‘ordinary’ simulations in that it's a
kind of ‘rolling landscape’. That
means that instead of the situation
in, say, Knights of the 5ky where you
had a flat landscape with a couple of
hills here and there, Gunship 2000

Although much has been said
about the rather unigue 'mission
builder’ which would have allowed
complete and unigque missions to be
generated from scratch, Kevin thinks
that, unfortunately, this feature will
not be included in the final version
before its release in time for Christ-
mas as there simply isn't enough
time. However, it may make it to the
possible sequel. The Automatic-Pilot
facility has been successfully imple-
mented, though, which means that
you can just set your destination and
watch the baby fly itself. There may

The display in the cockpit contains an excellent target camera which gives an
accurate display of the enemy that is currently being aimed at. This can be
turned on.or off and even the level of detail that the enemy is displayed in

not be quite enough time to pop out
and make a cup of tea though, as
control will be automatically
switched back To manual if any
enemy threat is sensed with an audi
ble warning to further alert the play-
er. There is also a rather neat ‘Terrain
Dodging’ feature which will, when
activated, automatically maintain
your height over the mountains.’

Kevin is satisfied that Gunship
2000 will blow all other helicopter
flight simulations out of the skies.
“At the end of the day, what we
have tried to do is make the game
essentially fun. We don’t want to
make it one-hundred percent realis-
tic and we don't want people to get
shot aut of the sky as soon as they
take off. You need a sense of
achievement when you've finally
downed an enemy in a dogfight but
it doesn't necessarily mean the game
needs to be really difficult (and frus-
trating). That's not to say that the
game will be easy, though...”

The fine job that the program-
ming team have done is evident
when comparing the Amiga version
to the PC. The game is running at
almost the same speed and the
enhancements found in Gunship
2000 on the Amiga (that are only
present in the PC's sequel) will make
this first foreray into the Gunship
world an even better one for us
than those boring IBM people
experienced.
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!.: Deep in the heart of the Orc Caverns Ebryn finds himself in yet another brawl. The programming team
are hoping to include flickering flames in the pit down below to give a real feeling of depth to the
chasms. Ebryn can perform three attacking moves and one defensive move so there is a fair bit more to

1 to combat than just stabbing at the firebutton. The tweo energy bars on either side of the screen show
that the pair are fairly evenly matched at this stage so there is a lot of fighting work to be done here.
he idea for Darkmere has been ate a believable, life-like Middle line were decidedly ‘eighties’. No as Knightlore were king. Whilst
v floating around for a couple of Earth-ish world which uld draw talgia probably had a lot t )
Lo years n although the game players in and capture their imagi- its su inding all th
has only really been in development nati Whilst looking a touch like gamers of those

| it for eight months Ca r. the boys stress that this Ultimate ruled

v 3 1ce it's an arcade adventure game is far‘ more iny d. "Ih**ri-' and games
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! acters and the action was

| < ting’-based

| { side it attracts all the scum - thieves, as Darkmere can be.

E brigands and, worst of all, orcs - Our game s~ far

{ [E aving a trail of destruction in its more visually excit

| ke, The King of this fan realm, ing with every

E o is naturally not too chuffed at screen having

! 5 all this mayhem upsetting his civil- animated back-

? ians, sends his only son Ebryn to sort grounds, things

| == out the fearsom q. which will help

| <:E Possessing only a d, hold the atten-

| ch glows wheneve i tion of the play-

! ) approaching, and a magical crystal er”

i from which help can be summoned The isometric-

five times during the game, the play- 3D genre has
er must guide Ebryn through myste- become so
rious locations and solve fiendish what

puzzles in an effort to eventually rid recently. The last

an important

THE

the kingdom of the Darkmere decent game of B, j . aspect of the
|' Mark Jones, the game’s designer, this type on the v - game and here Ebryn
! came up with the original storyline Amiga was Ocean's . ~Is thrashing around with
| thich e freely admits, has been Head which - , his magic Eleven sword.

Vultures swoop from the skies to

influenced by The Hobbit and was imme popular pick loose pieces of flash from the

similar books. He wanted to cre- ¢ zzles and story- i, " bodies of slain characters.
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PROJECT: Darkmere

PUBLISHER: Core Design

DEVELOPER: Arcane

Developments -

Steve lles (Manager/Pro-

ducer)

Mark Jones (Design,

Graphics)

Paul Hodgson (Program-

mer)

Andrew Buchanan

(Programmer)
Stewart
Gilray (Pro-
grammer)
INITIATED:
February
1992
RELEASE:
Christmas
1992

recome more sophisticated and
complexity and depth

in their games
Darkmere's designers intend to
e upon the typical ‘pick up
to another location, p 4

style of r1l4, As Mark explains,

“All these sound
effects should
actually spook
the player and

really draw them
into the game
and, coupled with
the actual
gameplay, make it
far more realistic
than similar

games we've
seen.”

Mark Jones
Darkmere Designer

WORK IN PROGRESS
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The temple is packed with action and a good deal of quick thinking needs to be done if the gorgeous
yaung lady is to be saved. Again, sound will play an important part on this screen with ear-piercing
screams shattering the silence. The programming team have specifically created special sound effects
for all the screens and, coupled with the immense amount of animation, should see Darkmere setting a
new standard by which other arcade adventures will be judged.

o kill and puz-
ssions often don't turn zles yo to use your brain on,
out to be straightforward and it is we’'ve tried to ¢ the game as

""-rlfTIFJI"' in one puzzle you need to this mesh of sub-plots that, we think, exible ir own particular play

ame meat to a u—irt-:ln charac- will make Darkmere a joy to play. ing style as possible.”

1_:-_1r_ Meat can either be obtained by What we've y tried to do is make The game begins with Ebryn in
killing rabbits or by purchasing it sure that every puzzle is solvable in the middle of a village, his task
from somewhere, which will obvi- two w 3t in a combination of the ahead unknown. There are three

These shots show a number of vari-
ous items and furniture that will be
found in the locations of Darkmere.
The graphics are all drawn in 32-
colour mode and the use of shading
to indicate the lights reflecting off
the polished wood and so on
makes the game look exactly

like a graphic novel.
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main areas of
play, the afore
mentioned
village, a for-
est and final-
ly Orc Cav-
erns, each

150 isometric-3D
locations. The villagers are
a mixed bunch, some helpful, oth-
ers just plain mad, and it is via con-
versation with them that the various
sub-missions are revealed. Conver-
sations are initiated by selecting a

‘topic’ to talk about from a menu. At

first the player only knows three top-
QOres, Darkmere and Malthar (an
old magician friend of the King's
who will offer help when found) -
but once conversations are started
key words in the responses will be
added to the topics menu and can
be talked about further

It is the graphics and more specif-
cally the sound in Darkmere which
will impress most people. There are
sounds effects for most situations -
winds howl, waterfalls roar, chairs
squeak, music plays,. the list is
almost endless. Arcane believe that
sound is an often overlooked aspect
of games but Darkmere contains
over 100K's worth of sampled sound
in each level, If the player is a few
screens from a fight ar an attack
then the sound of screaming will at
first be very quiet, building up until,

ICS =

when only one screen away, the
effect is at full volume,
Although there is no actual

speech in the game, audible mur-
muring can be heard in the many
public houses in the village. “Unfor-
tunately there was just no memaory
left for speech”, explains Mark. "The
game is already packed to the brim
with graphics and sound to convey
the atmosphere we want, Cobbled
streets will echo and bar signs will
blow in the wind with an eerie creak
ing sound. All these sound effects

containing over &

el s 2 N, ST ———

cRription :
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“Although there
are people that
you've got to kill
and puzzles you
need to use your
brain on, we've
tried to make the
game as flexible
to your own par-
ticular playing
style as

possible.”
Mark Jones
Darkmere Designer

should actually spook the player
and really draw them into the game
and, coupled with the actual game-
play, make it far more realistic than
similar games we've seen.

"All these RPG's are very well as
far as they go but who actually goes
up to somebody and, having decid-

(Below) We find ourselves in one of the more happier locations in the
game, the Waterfall. Birds tweet, the waterfall gushes and generally this
part of the forest looks like the ideal place to stop for a quick rest and

maybe a spot of skinny-dipping.

Ll

ed to fight them, throws a dice to
see who wins? It's ridiculous! Our
systerm actually relies on proper
fighting moves. The energy of both
characters involved in the dispute are
displayed on-screen so you can
decide whether it's worth taking the
risk and fighting or accepting the
easy way out and running for it",

The graphics are exceptional and
the tiny animations of all the various
backgrounds amazing. The images
really do feel dark and moody and it
is quite inspiring to see programmers
taking such a ‘realistic’ attitude
towards the artistry instead of opt-
ing for a more comical style of
graphics which, although fine in their
place, would certainly not belong in
the seedy world of Darkmere.

All is not dark and depressing,
though, as there are quite a few in
jokes for RPG fans (for example, one
of the pubs is called the ‘Tolk Inn’,
geddit?) and the game contains a
fair amount of humour within the
characters. There is an extremely
scatter-brained old lady who'll
spouts rubbish all the time whilst
swinging on her rocking chair and a
weapons enthusiast who sits on a
bridge all day talking about nothing
but swords and shields.

Mark is really happy with the way
the game has progressed. “It has all

Character interaction is
another important part of
the adventure - in fact, it's

the only way to make
progress. The cobbled
streets are usually crowed
with interesting people
and a few meaty facts can
be gleaned by asking the
right gquestions. One thing
that can't be made clear
from these static shots is
the amount of movement
on the screen. Everybody
in this shot will have an
associated animation so
that the place ‘feels’ like a
real street. The attractive

‘lady of the night' looks
fascinating and | wouldn't

mind a quick spot of “inter-
action' with her!

MU - T W=

The inn is positively
bustling with activity and,
once again, all the individ-
ual characters are busy
‘doing their own thing'.
People smoke, drink, tap
their feet and generally
perform all the actions
that you'd expect in a
local, friendly (7) public-
house. Whether the coders
will have time to introduce
a vomiting animation or
sequence showing drunken
blokes trying to get off
with some of the beautiful
womean remains to be
seen. Let's hope so.

Arcane Developments - the men
behind Darkmere (from bottom,
running clockwise): Steve lles, Paul
Hodgson, Andrew Buchanan, Mark
Jonesand Stewart Gilray.

turned out exactly as I'd planned it,
although | would have originally
liked longer to develop the game. |
don't think that the time restrictions
placed on us have meant that there
i5 anything we have purposely omit
ted, thera’s just a few extra things
that we haven‘t been able to add -
nothing important that will detract
from the way the game actually
plays, though, And | do want to do a
follow-up, s0 hopefully all those [t
tle things’ will be included in that.”
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Electronic Arts is in a unique posi-

tion - unlike most consale pub
lishers, who are bound by cast-iron
legal restrictions imposed by the
hardware manufacturers that decree
which games are fit for release and
which aren’t, EA has a ‘privileged
relationship® with 5ega that grants
them a great deal of freedom in
games they can put out.

It's a position that has allowedEA
to branch out and experiment with
original titles that stand out from the
usual platform dirge. Games like
John Madden Football, Road Rash
and, most notably, the superb heli-
copter-based blaster Desert Strike

Based loosely on last year's con-
flict in the Gulf, and firstreleased
while the bullets were still flying in
Kuwait and Irag, the game was, if
you'll forgive the pun, a storming
success - although it was criticised as
insensitive by some for using the
bloody desert campaign as the basis
fora shoot-em-up. Now that the
Mother Of All Battles is long since
over, Amiga Desert Strike’s bound to
be less confroversial but that
shouldn't stop hordes of gamers
flocking to snap it up. 50 impressive
is the game’s reputation that it's a
strong contender for this year's cov-
eted Christmas Number One spot

Unsubtly subtitled Return to the
Gulf, Desert Strike's story is dis-
turbingly familiar - a crackpot Mid-
dle Eastern dictator is on the verge
of obtaining nuclear capability and
starting World War I, so Uncle 5am
barges in, guns blazing, to put him
in his place. The player takes the con-
trols of a McDonnell-Douglas AH-64A
Apache, flying the gunship deep
nto enemy territory to completea
series of increasingly complex mis
sions. Objectives range from destroy
ing airfields and SCUD missile sites to
plugging oil wells (topical, eh?) and
taking out the general himself.

It sounds conventional enough,
but Desert Strike’s neither a straight
shoot-'em-up nor a serious military
simulation, but rather an interesting
mixture of the two. Anyone can pick
it up and start blasting immediately,
but it takes time to master the con-
trols and learn to play properly - fuel,
ammunition and armour is limited,
and players must plan missions
strategically if they're to be success-
ful, rescuing stranded allies and
winching up fresh supplies along the
way. Enemies range from foot sol-
diers to tanks, SAM launchers,
machine-gun jeeps and helicopters.

The team responsible for bringing
Desert Strike to the Amiga s the
samein-house team that did such a
good job on John Madden Football
last year. Headed up by Steve

Wetherill and programmer Gary

Roberts, they've been working

I n the Sega Megadrive market,

J WORK IN PROGRESS

As the world waits with bated breath, the team behind the chart-
topping John Madden Football is busy converting another of Elec-
tronic Arts’ Megadrive blockbusters to the Amiga. Desert Strike is
the game everyone wants to see - but will it be worth the wait?

Gary Whitta was airlifted to EA's Langley-based programming HQ

to find out...

AU [
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since March and are now pulling out
the stops to make sure the game’s
finished in time for its Christmas
release. When the team was initial
ly offered a choice of three projects
for Amiga conversion - Desert Strike,
Road Rash or EA Hockey - Gaz and
the gang promptly plumped for
Desert Strike, "We liked the look and
feel of the game, it was different,”
Gary explains, "It's very close to real
life as well.”

50, how 15 our version going to
stack up next to the impressive orig

M IR b fLge ™ V1T

PROJECT: Desert Strike

PUBLISHER: Electronic Arts

DEVELOPER: In-house

Steve Wetherill (Project Manager)
Gary Roberts (Programming)
David Colclough (Programming)

Jason Whitely (Sound)
Carl Cropley (Graphics)

Damon Redmond (Graphics)

ASD (Intro animation)
INITIATED: March 1992

RELEASE: Christmas 1992
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inal? Well, because the Megadrive is
better suited technically to run a
fast-moving sprite-based game like
Desert Strike, the Amiga version 15n't
quite as smooth as the original. The
graphics animate at only half the
frame rate - although when the
game's in action it takes a trained eye
to notice any real difference. "It's
mainly due to the way that the
Amiga‘'s hardware works,” Gary
explains, “"but the conversion is just
as fast - things move at the same
speed, it's just that they're not as

‘
-

smooth. But you don’t really notice.”

Apart from that, however, the
team haven't had to compromise on
anything - in fact, not content to
simply port the game across, they‘ve
enhanced many of its aspects to take
advantage of the Amiga's superior
graphical and sound hardware.
Although the original Megadrive
authors supplied the team with all
the graphics, including over 2000
animation frames, nothing has been
simply converted over instead,

every sprite and background block




has been painstakingly redrawn with
extra detail and in 64 colours., "We
wanted it to look more like an Amiga
game than a Sega game,” says Gary.

The result is a game that looks
noticeably better than the original -
and it should sound better too, with
all effects beefed up and sampled
speech included to add to the atmo-
sphere. Again, it would have been
easy to translate Rob Hubbard's orig-
inal theme music, but according to

“We liked the
look and feel of
Desert Strike, it

was different.

It's very close

to real life as

‘well.”
Gary Roberts
Desert Strike Programmer

(Far left) One of the yet-to-be-
finished frames from ASD's pre-
game intro sequence.

(Left) The cameo pictures of the
Apache co-pilots are actually EA
office staff - the final shortlist will
be selected from this motley crew of
digitised mugshots - the inflatable
sheep on the left is unlikely to be
included, though.

(Far right) The Desert Strike team -

from left to right, David Colclough,
Jason Whitely, Steve Wetherill and

Gary Roberts.

WORK

sound man Jason White-
ley that would have been
“boring”, and so every-
thing is redone from scratch, using
the Amiga's 4-channel chip.

As for the game itself, though, lit
tle is going to to change. “There isn't
any reason to change the actual
game, as it's good enough already,”
Steve explains. “If we wanted to we
could change it off our own backs,
but we wouldn't necessarily get US
approval.” There has been one minor
gameplay change however, which
has had to be made on grounds of

M

good taste - after British soldiers
were inadvertently killed by 'friend-
ly fire’ from American aircraft during
the Gulf conflict, it's no longer pos-
sible for the player to shoot his own
troop, which would no doubt have
been considered insensitive. Some of
the intro's more graphic torture
scenes have been removed too.
Amiga owners will instead get a
new version of the intro and a disk
featuring a special minute-long 3D
animation showing an Apache and
a Russian Mil-24 Hind dogfighting
over the sand dunes, “There’'s much

IN PROGRESS
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maore presentation on the Amiga ver
sion,” says Steve, "l think you can get
away with less on the Megadrive
The Amiga market expects more.”

Another pivotal aspect of the con-
version is the new control method.
Megadrive Desert 5trike's sophisti-
cated control is made easy by the 3
button joypad but for the Amiga the
team have had to rethink the whole
thing. “We've got three control
methods, mouse, joystick and key
board,” Gary explains. "On joystick
you use the keyboard to select
weapons. With the mouse you don't
need to touch the keyboard because
there are two buttons. We've got the
mouse control sorted out quite well,
50 hopefully most people will use it.”

Having seen Desert Strike running
on both machines, | predict that
Amiga gamers will have something
rather special to stick up the noses of
their Megadrive-owning mates come
Christmas. It's becoming increasing
ly heartening to see that anything
consoles can dg, the Amiga is still
doing bigger, better and beefier...
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"7 AAINBOW COLLECTION (MUBBLE B MBBLE RABBOW ULTIMA S,
880 LLTIMA & (1 MEG)
689 UTORIA

R —

BEAST 1
5.99

LOTUS TURBO 2
11.99

JIMMY WHITE

14.99

v T

FI5STREAGLE2 JACK NICKLAUS
14.99 6.99

SHADOWORLDS ... .

SFIRIT OF EXCALIBUR, CHESSEPLAYER Z150,

SUPER HERD

BUPREMALY
EWORAD OF S00DAN
T.N.T{AFB, HARD Dﬂl‘flt TW“
DRAGON BPIRIT, ITB-DTE]I;NGP']
TEAM YANKEE ...

o
. b
W9 TERMINATOAZ... . g h °
1648 THE LOST TREABURES OF INFOCOM | Yj

TITUS Thll FOX
TROODOLERS
TRACJAN - ALIEX l'LIEHT PH-IZEH Eil‘l
TRCJAN - CYBER ASEAULT [LIGHT FHALER Gi.'l
THCJAN - FIRESTAR (LIOHT PHATER GAME)
TACUAN - THE ENFORCER [I.HhITHﬂERGME‘
™ EPUHT‘.F{IDTHLLL N i
UGH .. rreen

UTOPIA MEW WORLDS DATA DISK
'l'IHl'{l:I.'B FIELD OF CONQUEST

VROOM x
VROOM DATA DNSK .. ;
WALKER ........

WHEELS OF FIRE (HARD DAIVSI, FOWERDRIFT,
CHASE H.O, 'runmnumu.uuunm 2
WG ﬁ{]_ll"n!. 1. o
WIL-KID -
WIZARDEY & - BANE OF THE COSMIC FORGE
WOLFCHILD =
WORADWORTH ¥1 I. I.'lﬂﬂp “.DCEBE’DR
(SPECIAL ENMANCED ZMEG YERSIIN WITH 1M
UPGRADE FOR AMIGA AS00 PLUS) ..........
WORDWORTH ¥1.1E ASND WPRDCESS0R
(GPECIAL ENSANCED JMEG VERSION WITH 1 Ill
UPGAADE FOR AMIGA AB00)
WOACWORTH WORD PROCESSOR || H:EG]
WWF WRESTLING ... i
WWE WRESTLING 2.
KENON 2 MEGADLAST , .,
ZOOL {1 MEG) ...

WICKED
PACK

MICROPAOSE GRAND PRIX, PUSH OVER, PUTTY, DELUXE
PAINT 3. BLALT-IN TV MODULATOR. 1 MEG RAM EXPANDABLE
TO 2 MEG

1 YEAR IN-HOME SERVICE WARRANTY WITH OFTION TO

EXTEND
FREE SPECIAL ARESERVE MEMBERSHIP

AMIGA
600HD CPIC
PACK WITH
INTERNAL 20
MEG HARD
DRIVE

449.99

EM: ROME, MYTH, TRIVIAL PFURSUIT,

LAMNGUAGE LAB, DSCTIONARY % LANGUAZES), DELUXE PAINT
3, BUILT-IM TV MODULATOR, 1 MEG RAM EXPANDABLE TD 2
MEG, 1 YEAR IN-HOME SERVICE WARRANTY WITH OFTION TO
EXTEND

FREE SPECIAL RESERVE MEMBERSHIP

ﬂHAHDWAHE PRICES INCLUDE VAT & CARRIAGE TO UK HAIHLAND!

._-. I

SONY |
KVM1410
14" FST
TELEVISIO
& MONITOS

WITH REMOTE
CONTROL

199. 9‘1

EMABLES MOMITOR QUALITY PICTURE FROM lﬂl'j
1 Vil

SUPER NES, MEGADRIVE OR MASTER SYSTEM
SCART CONMECTION. ALSO SUITS ATARI 5T AND
CONSOLES VIA NORMAL RF INPUT.

MCLUDES REAR SCARTEURD OR FRONT AN INPUE
(FROM SUPER MES STERED LEAD OR VIDED
CAMERA) TO AN CHANMEL. 80 CHANNEL TUNING
BLACK TRINITRON SCREEN, INCLUDES INDOOR
LOOP AERIAL. EXCEPTIOMAL QUALITY. l

FREE SCART LEAD [STATE AMIGA SEGA OR SHES|
FREE SPECIAL RESERVE MEMBERSHIF




CITIZEN 120D+ ppisrer

9 PIN, 30 COLUMM, 144 CPERSNLG,

T 1 FHLGY DRAFT FONT, 24 MTH WARRANTY.
HIGH QUALITY MOND PRINTER
9 LL MEMBERSHIF
EE PRINTER LEAD

WITH COLOUR KIT 8 PIN. 50 COLUMMN,
WITH COLOUR FACILITY AND FULL PAPER
TEE PRINTER LEAD
WiTH COLOUR KIT, 80 COLUSH,
QUALITY PRINTER WITH EXCELLENT
FHLE PRINTER LEAD
CITIZEN 240C 24 PIN
24 MTH WARRANTY. ADVANCED YERSION
MEMBERSHIF

STAR LC24-20 24 PIN
24 PIN QUALITY AT 8 PIN PRICE
CANON BJ-10EX
2L071 DAAFT FOMT. 12 MTH WARRANTY
OUTSTANDING PRINT QUALITY

. BMSSON FOR CITIZEN SWIFT 24, 224 OR 240

ON FOR 5TAR LC200
188

129.99
CITIZEN SWIFT 9
19ICPEMENLD, 3NLON DRAFT FONT,

24 MTH WARRANTY, A 8 PIN PRINTER
HAMDULING FUNCTIONS,
UL MEMBERSHIP
EE COLOUR KIT 134.99
192CPSHILE, 3LAM DRAFT FONT,
24 MTH WARPRANTY. 34 PiN LETTER
GRAPHICS (360XIS0 OPT).
EE MEMBERSHIP
e 0 224,99
WITH COLOUR KIT, B0 COLLIMKN,
240CPS/S0LO, SLAM DAAFT FONT,
OF 24E WITH AUTOSET FEATURE AND
LED CONTROL PANEL
£ PRINTER LEAD
E COLOUR KIT 279.99
B0 COLUMM, 152CPEB4LA,
SLOM DRAFT FONT, 12 MTH WARRANTY,
MEMBERSHIF
£E PRINTER LEAD 204 ?ll?
BUBBLE JET
54 NOZZLE, B0 COLUMM, B3LO CPS
A SMALL, PORTABLE PRINTER. VERY
QUIET IN OPERATION YET GIVING
1L MEMBERASHIP
cpANTER LEAD 22 9.99
1R EERON (COLOWR) FOR CITIZEN SWIFT &, 24, 20 OR MOC ...
. ABMNSSON FOR CITIZEN SWIFT § OR 1300 ........................
O M (COLOWUR) FOR STAR LCIOO ..o crescimreecemsescesemscs
- N N FOR STAR LC2O ... it ;
7 EEON FOR STAR LC24-20,..
178 CARTRIDGE FOR BJ10EX
i r- EA LEAD {PARALLEL) FOR AMSGA, 5T OR PC T e
TR EST COVER FOR 80 COLUMN PRINTER [CLEAR PYC) -ierovovosrerererareoes

GVP HD8+ 52 MEGABYTE
AMIGA HARD DRIVE (SERIES II) WITH
EXFANSION SLOTS TO UPGRADE

o el A AMIGHA RAM TO A MEG
._'_,'.'.. OWP 2x1 MED AMBGA RAM EXPANSION
=1 [SIMMS FIT IN GYP HARD DRIVE TO
EXPAND AMIGA BY 2 MEG O 4 MEG
RAM)

..314.99

10.99

COMPETITION PRO
STAR EXTRA
14.99

BN COMPETITION
PRO 5000

M| COMP PRO
STAR WITH
AUTOFIRE

13.89

CHEETAH BUO
SOVETICK

PREMIER CONTROL CENTRE FOR
ANNGH ABDD (CUSTOM FIT)
|STEEL MONITOR STAND WITH
EXTRA SHELF FOR EXTERMAL
DK DRIVES ETC PLUS CABLING
FOR EASIER CONNECTION OF JOYSTICKSMICE)
34.599
PREMIER CONTROL CENTRE FOR
AMIGA ABDOD OR ASDO PLUS X2.66
IYDEC STERED
SPEAKERS FOR AMIGA OR 8T

BANLT-IN AMPLIFIER WITH YOLUME CONTROLS
34.89

TECHOPLLS FAMILY

COMPENDIUM (KIND —
WORDS 3 i
WPROCESSOR -

HAMMY WHITE'S
SNDOKER, JOYSTICK, DUST COVER, FILE-A-DESK,
HEAD CLEANER. § BLANK DISKS AND MDUSE MAT
4798

CLEAMING KIT FOR COMPUTERS
{INCLUDES VACUUM)
19.00

EXTEANAL 3.5" DISK

TECHHNO SOUND TURBO SOUND SAMPLER FOR
AMIGA ICLUDING LEAD FOR ATTACHMENT TD
WA LKMANTESCMAN
FLE

R FRE -

SOUND ENHANCER . WO
FOR AMIGA| - i

-
(BOOSTS SOUND) - L
3, ¥ . ]
SCREENBEAT STEREQ
SFEAKERSE FOR AMIGA DR PC. REQUIRE 44
BATTERIES OR MAINS ADAPTOR. DESIGNED
SPECIFICALLY FOR COMPUTERS INCLUDING

BOUNTINGS FOR ATTACHMENT TO MONITOR.
19.89

MAIME ADAPTOR FOR SCREEMNBEAT SPEAKERS T.98

HAKSHA MOUSE FOR AMIGA OR ST
WITH OPERATION ETEALTH
24.99

SQUIK MOUSE FOR
AMIGA OR 5T
1298

MOUSE MAT 4.89

DARIVE FOR AMMGA
WITH SONY/CITIZEN | "~
MECHANISM., GUIET, ~4 4
HIGH QUALITY, SLIM
LIME DESIGHM. -

40.59

POWER SCAN AMIGA

AS0T AMIGA (WITH BART)
12K AAM EXPANSION
GEMUINE COMMODORE
ITEM WITH CLOCK

FAEE BART SIPS0ON GAME
34,89

HAMD SCANMER
(VERSION 2) TRUE GREY SCALE 100-400 DR
HCLUDES SDF”N#“BEE}I

LB

512K AMIGA RAM WITH CLOCK FOR ASDD AND ASDOs ...
5128 AMIGA RAM WITHOUT CLOCK FOR ASD0 AMD ASDO

1 MEGABYTE AMIGA RAM UPFGRADE FOR AS00 FLUS
(TECHHOPLUS) (GIVES 2MB RAM M TOTAL} 3 oo s
1 MEGABYTE AGDO RAM UPGRADE WITH CLOCK

REPLACEMENT AMIGA POWER SUPPLY ........coeoe0 b s v
TILT & SWIVEL MOMITORTY STAND, FITS 14" MUI‘HTDHS “SbarainbalalaNa b

19,08

HI-Fi LEAD - AMIGA TO STANDARD PHOND INPUT ... 189
POPULOUSFALCON LEAD (NULL MODEM CABLE) 100
AF SWITCH FOR AMIGA, 5T OR COMSOLE [SWITCH BETWEEN

TV AEAILL AND COMPUTER WITHOUT ESCONNECTING) ... o

SCART LEAD - AMBGA TO TV WITH SCART INPUT
{GIVES MOMITOR QGUALITY PICTURE)L.
DUST COVER FOR BO COLUMN PRINTER :l: L!.l.n P\'Cl 7

DUST COVER FOR AMIGA 500 OR ATARI ST ICLEAH P'l":-l
DUST COVER FOM AMIGA 800 .
OUST COVER FOR MONITOR OR TV (CLEAR PVE]...

35" DESK HEAD CLEANER ...

Yarbatim PACK OF 30
WITH LABEL 31.5" pSDD
- &%p Boch + LABELS 21.99

BANK DiEK BOX 3,57
[80) STACKABLE
899

-1 - P———
( Y, DELUXE &K BOX 35"
el 1

{B0), LOCKABLE, DIWVIDERS
10.99

DISK BOX 3,57 (10 CAPACITY)
1.89

DISK BOX 3.5” (80}
LOCKABLE, DIVIDERS

2108

7.89
D45K BOX 3.5 (100}
LOCKABLE, IVEDERS

(K]

GUICKJDY a1 QLUICKSHOT 137TF QUICKSHOT 127
JOFETICK (MICRO- PYTHOMN JOYSTICK STARFIGHTER
EWITCHED) -] REMOTE

ey T TWO INPRA. |
OUICKSHDT 138F WITH -
T MAVERICK 1 RED JOYPADS
(CLEAR BASE) i i

GRAVIS AMIGATST JOYSTICK
WITH PADDED GIRIP, '

ADJUSTABLE HANDLE 2
TENSION, FROGRAMMABLE

AMIGA, QIVES AMALDGUE CONTROL
OF MOST GOOD FLIGHT SIMULATORS

FREEWHEEL FOR AMIGA
CHGITAL STEERING WHEEL
CONTROLLER

- TAOJAN LIGHT PHAZER
GUH FOR ABIGA WITH
SEEET SHOOT AND
ORBITAL DESTROYER
GAMES [OTHER GAMES
AVAILABLE - SEE TROJAN

11,89 BUTTONS S | M AMIGA SOFTWARE)
21,89 ,; 29.99
LOGIC 3 SIGMA- SPEEDKING QUNCKIOY FOOT
ALY JOYETICK ANALOGUE BEDRE
.58 JOYETICK FOR

TRAMSFERS ANY
JOYSTICK
FUMCTIONS OVER
TO FOOT PEDALS. [

1290

IDEAL FOR FLIGHT
AMIGAST JOYSTICKE

[E)i->0 B~

13.98 208 AOBOSHIFT INTERFACE FOR AMIGA OR 5T
PLUGS MOUSE AMD
QUICKJOY DUE‘:E;‘E; {JD'I"S.TH:K WTO OME PORT oo 14,99
T FIGHT
e J&EanE,: 2298 FOUR PLAYER JOVETICK ADAPTOR
11.898 FOR AMMGA OR ST
ALICKSHOT (FOR KICK OFF 2 ETC) ..o 108
GRG0 148 01 PORT EXTEMSION ADAPTOR FOR AMIGA OR 5T
e L INTRUDER 1 (GHANGE JOYSTICKS WITHOUT NEEDING
L{r;;]TICK 2298 TO REACH BEHING COMPUTER) ..., 5,99
: DUICKSHOT JOYSTICK EXTENDER CABLE
i;EtE:E: 1MA TURBD FOR AMIGA OR ST (3 METRES)......coriversmerr. 5,08
BALL 1 JOVSTICK
24.99 LL]

9 600204 - S

AND DRTVING SIMULATIONS DD‘IF‘I-TiBI;E '::TH ALL

Open to 8pm Weekdays
and to 5pm Weekends

We anly supply members bul you can order as you jiwin

ANNUAL MEMBERSHIP
UK £6.99 EECE£8.99 WORLD £10.99
HI'!".-'-"hI'J"

Tkt mll
Tealuras Ml ¢

PLUS - EVERY ISSUE CONTAINS
£30 worth of money-off coupons
to save even more money off our amazing prices.

We sell games and accessories, all al amazing prices for
Megadrive, Masier System, Game Gear, Super NES,
Gameboy, NES, Lynx, Amiga, Atari 5T, IBM PC and CDTV,

Best Service, Best Prices, Biggest Selection
120,000 people have joined Special
Reserve, so don't delay, join today! |

Inter-Medisles Lid Registered Office; 2 South Block, The Mallings,
worth, Heris CM21 GPG.

Inevitably, some games may nal yel be relsased. Please phone Sales on
0278 BO0E0d 'u'r Iatad raledds drles and S10ck availabdlity.

il |
I =y :
! ;
[ |
| .
1 Ma |
I |
| Addres |
I :
] |
]
] &
1 DS |
|
] |
:I e b g :
1 |
1 Enter membership number (if applicabie) or |
1 Memibership 06.9% UK, £8.99 EEC, £10.9 1d !
1 !
: 18 ,
1
1 iam

jam

]
1
1
|
ML
1

1ALL PRICES INCLUDE UK POSTAGE & 'n".ﬂ.T
1
ey -

CLITTIIIIIIT

Chenues payatie 1o: SPECIAL RESERVE
P.O. BOX B-‘-I? HARLOW, CM21 9PH

1

: Overgeas Orders: EEC software ondars

1 World software orders please add £1.00 per ilem
1 Mon-sottwara items pleasa add 10% EEC or 25% World
1
L

gapry I:'"

no axtra change

e R L.

Overseas orders must be paid by credil card,
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They have odd haircuts. Their first game was called Escape from
Sainsburys. And with their latest, they've just become the soft-
ware world’'s equivalent of Bryan Adams, staying at Number One
for a record-breaking fifteen weeks. Just who ARE these people?
Only Gary Whitta was silly enough to dare ask...

SEMIISLE SUPTHA

orget about the Bitmap Brothers
- 5ensible Software are probably
the closest you’ll get to real-life
pop-stars in this industry. Let’s look at
the facts: they have heavy-metal hair
cuts; they can play musical instruments;
and they're distinctly odd. Well not
exactly odd, more sort of... flamboyant,
really. In fact the only discernible dif

Jon Hare and Chris Yates outside th
Sensible offices: two men always
ready to prove they're not lacking
the ball department.

Sensible Software at Wembley
Stadium, 30th March 1992, The team
in full are, from left to right: Mr X,
Stoo Cambridge, Captain 5ensible,

_Richard Joseph, Dave Korn, Jon Hare,

Just who the Hell do

think they are?

ference between them and most of
today's pop stars is that their products
are actually quite good. Over the last
few years they've been responsible for
some of the best and most original soft
ware that the Commodore 64 and
Amiga have seen any CV. that
includes Wizball, The Shoot-"Em-Up
Construction Kit, Mega-lo-Mania, 5en

sible Soccer and Wizkid is certainly not
to be sniffed at.
sensible Software was formed by
former schoolmates Jon Hare and Chris
Yates in the Spring of 1986 - prior to
that the long-haired duo (these days
it's only lon with the shaggy locks)
tried their luck in the music biz with a
number of - it has to be said - pretty
unsuccessful rock bands. Their first
band Deuce was as much a non-starter
namely
and it

as those that followed it
Hamsterfish and Dark Globe
wasn't until their fourth attempt, with
a band called Touchstone, that they
were to get a whiff of stardom... until
they discovered in an exposé on Break-
fast TV that the ‘promoter’ who they
had shot a video with was, in fact, a
crook who had done a runner not just
on them but on numerous other
young hopefuls! The cad!

It was duning these musical inkenngs
that Chris first started to get interested
in computers, gaining his first experi
ences by sending off for machines to
mail order companies, playing with them
on ten-day approval, and then sending

them back. The duo’s first game was

Chris Chapman, Chris Yates and -
Jools Jameson.

"-‘_
—
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Escape from Sainsburys, a text adventure
in which the player was cast as a disen-
chanted shelf-stacker whose mission was
to escape from the supermarket while
avoiding the attentions of the suspicious
supervisors. Unfortunately (but rather
predictably), it never saw the light of day
and it wasn't until Jon and Chris had
knocked out some commercial work
(including Sodov the Sorceror, 8 conver-
sion of EA's Skyfox and versions of Inter-
national Karate and Twister for System
3) that Sensible Software was officially
farmed on March 10th 1986. And the
rest is sort of history

Since then, Sensible Software has
grown from just Chris and lohn to a
company employing six and a half peo
ple (the nalf being freelance musician
Richard Joseph) and with what are
arguably the company’s two best games
out and about at the moment, the boys
are enjoying a level of popularity not
seen since their old glory days on the 64.
And with no small amount of new titles
in the pipeline, what better time to cor
ner the two men that started it all and
get some answers out of them?
Answers 1o questions like,

LB LS N9 S

T80 N-1L:3 0.5
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Jon is obviously a lot better at Keep-
ing it up than Chris.

Do you think that any of your
games have been at all influential?
Shoot-'"Em-Up Construction Kit
was, | think, because it set a benchmark
for what was sh*t and what was
acceptable, | think it showed that you
can't put out a vertically-scrolling shoaot-
‘em-up as a full-price game, because
they're just too easy to knock out.

There's a big difference between the
quality of a commercial shoot-"em-
up and the sort of thing that SEUCK
can do though, isn't there?

Mot on the 64 there isn't, but
on the Amiga version, which we didn't
do, it's very different. We've often
thought about how nice SEUCK would
be if we were to we-write it and to real-
Iy do it properly. The Amiga version
doesn’t even hawve very smooth scrolling.

| wrote the built-in games on
both versions of SEUCK and definitely

found it harder doing them for the
Amiga. | shouldnt really be saying this,
but we're not getting any money for
the budget version, so who cares? The
chugginess of it just makes it crap so
it's not worth buying - especially when
we're not getting any royalties,

A lot of the games that you've
had converted to Amiga didn't
come off quite right, did they?

Yeah, if you look at something
like Wizball, the game itself actually
played differently from the C64 ver-
sion. People tend to convert what they
see, but not what they play.

You've got to remember though,
our games are really finely tuned. If
yvou look at something like Sensible
Soccer, the control system is so finely
tuned that just to alter it a little bit
would fundamentally change the way
that the game plays. A lot of people

think they know how to do a good
control mode but they don’t. You
know how when you're playing a
game, sometimes you think "God, this
feels really sticky, if they'd just speed it
up a bit it'd be really good.”

There's thousands of games like
that, and that's what happens when
people don't pay enough attention
to the control system. 3D Tennis
was the first game that we convert-
ed onto the Amiga in-house and it
showed in the reviews, getting 80s
and 90s. If you look at something
that was done out of house, like
Microprose Soccer, it didn't do
nearly as well.

how well your game is selling, without
just having to take it on trust. Rene-
gade are very far advanced in their
publisher/developer relationship. Basi-
cally, you're not patronised.

You've had quite a bit of bad luck
with previous publishers, though.
No more than anyone else has. |
don’t think we've been particularly
unlucky. We're probably a good indi-
cation of what's average. But we've
spoken to a few software houses
recently, and they seem to be chang-
ing their attitude. Virgin have got a
maore liberal attitude, shall we say, than
publishers have had in the past.

Chris Yates
Sensible Software

How have you found working
with Renegade, as compared to
other companies you've gone
through before?

They're a lot more open. They
don't bullshit you - well, they might be
bullshitting us, but if they are it's very
convincing! You get to see everything
that's going on, so you really believe

You tend not to put all your eggs
in one basket.

The major reason behind
not putting all out games with one
publisher is so that, if one compa-
ny goes down, we don't immedi-
ately lose 80% of our business. If
anything, that's what we learned
from Mirrorsoft.

SENSIBLE SOCCER:
1992/93 SEASON

We got rather an overwhelming response
to the piece last month on the new 1.1
version of Sensible Soccer, which is now
officially called Sensible Soccer: 1992/92
Season. The team were still making
changes at the time of writing, as now it's
no longer just a case of improved goal-
keepers. There's now a proper foul system,

yellow cards for dodgy tackles. It's also
possible - but not yet decided - that in
league and championship games, a
sending-off may make that player
unavailable for the next game, as in real
European competition.

In addition, the boys have also includ-
ed the controversial new Backpass rule.
So now, if the ball is kicked back to the
keeper, he can't pick it up - he must boot
it straight back out. The goalkeeper code
has been revamped to take the new rule
into account, so now the player can
control the keeper like a normal player,
dribbling the ball and even running

- -
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down the pitch for an attack on goal!
And of course the team and player
changes for the new European season
have been changed - so it's bye bye
Tottenham and Arsenal, hello Leeds Utd,
Sheffield Wednesday, Grasshopper
Zurich (who they? - Ed) and, of course,
Paul Gascoigne's Lazio among others, and
a new batch of custom teams. The tour-
nament modes have also been updated,
with the Worid Cup Group Qualifiers
being one of the more timely additions.
The new version should be in the shops
soon, with the £3.95 trade-in deal still
going ahead - more details soon.
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Sensible Software's offices in sunny
March, Cambridgeshire. "We have
thsese big PCs with four squillion
colours that we write on, but it's still
the Amiga we play games on."”

Has your attitude changed at all
over the years?

When we first started, the
main thing was purely the joy of see-
ing our games out there. But now, it's
started to slide more towards "we
want our share.”

¥You do get to a stage where
success alone is not enough. You start
to resent the fact that someone else is
making a lot of money out of you, and
they aren’t the people with the... extra
special talent, if you like, | don't mean
to be arrogant, but if you look at the
really good games that are coming
out now, you'll find that there are anly
a handful of people producing them.
It's hard because these days games
are a real team effort, and to get a
decent software team together, you
need a lot of people who are all very
good at what they do. The exception
to that is someone like Archer
(Maclean), wha's very good at EVERY-
THING that he does,

What do you think of the gener-
al quality of Amiga software
these days, as compared to say
the old 8-bit games of the 80s?
Have things got better or worse?
| think games today are a lot
better. There used to be a time when
a good C64 game was better than a
good Amiga game, but that's all
changed now. People have expanded
into the space that the Amiga made.
It's good to see that we're
starting to get some really decent
licences for the first time - ever. Like
RoboCop 3, which was such a decent
game that the fact that it had a
licence attached to it was a bit of a
novelty. It's good to see people mak-
ing some effort with that kind of
game, because there's nothing that
annoys us more than seeing a really
sh*t game with a big name sitting at
the top of the charts.

How has the expansion of the
Sensible team changed the way
you work? Do you do things dif-
ferently these days?

We have changed, yes. We
tend to concentrate on one game
intensely for a couple of hours, and
then we'll leave it for the rest of the
day and have a meeting or something.

| think it's stimulating, work-
ing as part of a bigger team. If
you're working as half of a two-man
team, after four or five years you'll
get a bit fed-up of seeing the same
old person again, It's nice to have
that interaction with other peaple -
you're not 50 dependent on each
other, because everybody helps out
Myself and Chris are effectively
becoming like directors - not direc
tors of a company, but directors of a
film. Designing a game is like being
a writer-director, whereas program-
ming is more of an acting role. It's
a bit of a sh*t analogy, | know...

How do the games get made? Do
you plan everything out before-
hand or just make it up as you go
along?

We plan the whole thing out
when we start a game - and then
throw it all away and then change
things as we develop it

S50 how close is something like
Wizkid to your original concep-
tion of what it would be?

It's totally different. They're
two different games.

Probably about 10 or 15% of
the original game design is in the
finished version. The whole paint
is, the aim from the outset is to
produce a decent game, not just
stick to some plot that we've con-
trived. Most of the games that
we've dane, including Wizball and
Mega-lo-Mania, have turned out

Continued on Page 45
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SUPER
NINTENDO
PLUS...
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Win a weekend for
four in magical

EURODISNEY!
0839 404077

¥ 0839 404073

WIN THE FANTASTIC
SUPER SCOPE AND A
SUPER NINTENDO

o =

MEGADRIVE PLUS
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Continued from Page 43

That Sensible Soccer team in full -
Dawve, Jon, Chris, Chris, RJ and the
Captain.

very different to the way that they
were when we started them.

In Sensible Soccer, the control sys-
tem - which is all you've really gotin a
football game - was totally different
too. The only thing that stuck was the
viewpoint and the scaling. In terms of
how you kick the ball and all those
things, that totally changed. And
sometimes you have to take inspira-
tion from other games, like the after-
touch in Kick Off 2. We tried various
different systems to make that work,
but it just seemed that the Kick Off
system was the best ane. If you look
at the passing in Sensible Soccer as
well, that's the same as Speedball 2.

After a while - and | think this is
the skill that we've got - you have a
vision of what an idea's going to
look like and feel like before it goes
in the game, That's the sort of thing
you can only get through experience
Coming back to the original point,
we always know when we start a
game that at least half of it is going
to get scrapped. We know it's going
to happen, but it doesn't stop us
designing it

Have you been surprised by the
level of success that you've had
with Sensible Soccer?

If we're at Number One again
this Friday and we've actually beaten
Bryan Adams, then it’ll have exceeded
expectations, But up to this point, no

Jon’s a big-headed b*****d
He expected it to sell four hundred
million copies

Nao, no, that's not what | mean
Personally speaking, I'd always thought
that it would be something nice to
achieve, because | didn't think the
game stood a hope in hell of doing it
But as the weeks have gone an and on
and the game’s still there at Number
One, it's really nice. When it first went
to Number One, we thought that it
would maybe stay there for about
three weeks if we were lucky

What's been the secret of its suc-
cess, do you think?

Well, there's no competition out
at the moment, Mind you... there is
some, It's really weird what's hap-
pened, but | think the market’s been
dead for a long time. The European
Championships, when the game first
came out, seem hke an age ago now
We'll be playing our first Waorld Cup
qualifier soon. And we’ll still lose. ..

What was the thinking behind
the new version of SensiSoccer?
We were sort of going to do it

anyway and have an update of all the
teams. But we had a lot of people
write to us to say "Ooh, it would be
really nice if you did this and that...'
There were plenty of good ideas, and
s0 we adopted some of them.

We've got plans to do more
with the game beyond Version 1.1
and with the original version we had
plans for a lot of things that we want
ed to fit in, but we had to get it fin
ished for the European Championships
deadline.

We never had much time to
play it, really, with the finished goal
keepers, only about one or two weeks

They were continually being

EETE. SR SEEPET AERE -
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Jon Hare
Sensible Software

done during testing, that was the
problem. Now, with V1.1, we've been
able to add lots of new features, like
red and yellow cards, and also the
backpass rule and all the new Euro
pean teams

Aren't you slightly unhappy that
you weren't able to put these
features in the original game, and
that you're only able to do them
now?

Not at all, look at how well the
game has sold? How could it possibly
be any better?

In a business as stressful as the
software industry, it's always
good to know who your
friends are...

MNormally when | look at a
game, all | see is a list of things wrong
with it. But even now when | look at
Soccer, even though it has its faults, it's
got so much good playability in it...

To a certain extent also, you've
got to look at what we do. People like
yourselves ask for Work In Progresses

and stuff
fact of life - but it's like asking Terry
Gilliam what's going to be in his next
film. Odds on by the time it's finished,
he's left half of it out. That's the way
you work as a creator, you think of as
many things as possible that you want
to get in the game

What happened with Soccer was we
had a really rough physio thing going
and we got to the stage where we had
to make a decision - is this going to be
done in time? The decision was no, it's
not going to be finished, it's not going
to be ready, it's not going to be right.

it's not a whmge it's just a

Even now, when the time is right to
do the data disk, we're nowhere near
getting the physio working as well
as possible.

Our attitude's always been that if
something's not working as well as
possible, if a feature is really sh*t, then
don't put it in. The headers, for
example, weren't put in the game
until the last day or two. They just
happened to work first time, and
if they hadn’t there'd be no headers
in there, As for the goalkeepers,
okay, they've got their faults but
they're still bloody good compared
with the goalkeepers in 90% of
SOCCEr games

Presumably you're keen to see
Kick Off 3.

Well, we're keen to see it fail
(Laughs) | don't know really, | think the
competition will be good, in a way
The thing is, if Kick Off 3 does really
well, all it will do is make more people
keen to see another Sensible Soccer,
don't you think?
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How much pressure is there on
you to do the sequel?
| don’t think we feel any pressure,

There's not really any, is
there? We haven't 100% decided that
we're going to do it anyway, have we?

Well, we sort of have,

Have we?

There are so many more things
we can do with the game.

And we're not going to be
limited by timescale this time. We're
going to make it so perfect and won
derful that it's just going to be the
bee's knees.

How do you see games going

over the next couple of years?

| think that the consoles are

going to come and go. They'll start to

decline around 1995 and the Amiga
will still be where it is now

Do you think so? The Amiga?

Jon Hare

Sensible

What about things like PC and CD?

That's going to be the
second wave after consoles, the CD-
based machines.

The CD stuff has to develop,
there's no market there at the
moment and the development
stuff is very hard to use at the

Software

moment, But once it's all up and
running, providing people will still
want to buy computer games by
then, the games industry will move
into a different gear. Consoles are
just different machines, not a dif
ferent type of software, which is
what CD will be.

So then Jon, your team Norwich,
eh? They've had a bit of a good
start this year, haven't they?
How do you rate their chances
this season?

Norwich always do badly over
Christmas. | think they've had three
good starts to the season in the last
seven years. Give them until Christ-
mas and if we're still up there then
we'll have avoided relegation,
which is one good thing. I'd like to
say we're going to end top, but |
think we'll probably end around
fourth or fifth.

And a tip for the championship?

It's not going to be Blackburn
| reckon it would well be someone
like Arsenal.

Why wouldn’t be Blackburn?
Because they're [and here Jlon
said a very rude word indeed].

The next biggy from Sensible - coming
in the New Year via Virgin Games - is,
depending on who you speak to, sort of
an extension of the ideas that first
cropped up during the development of
Mega-lo-Mania. To see it play in its cur-
rent state, Cannon Fodder looks like a
cross between Mega-lo-Mania, Lem-
mings and Dad's Army. The player is put
in control of a small platoon of hard sol-
dier types, who must progress through
100 independent phases, each set in its
own landscape and each with a specific
mission to complete. In simple terms,
the player's force comes up against a
computer-controlled enemy force, and
the two kick the stuffing out of each
other - in the most strategic possible
sense, of course.

It looks (and, to some extent, plays)
like an arcade game, but there are RPG-
style elements - each member of the
team has their own skills and abilities,

CANNON FODDER'

built up by their experiences throughout .

the game. There's a wide range of
weaponry at the ready, starting off with
guns, grenades and mines and progress-
ing up to the more wholesale carnage
available with rocket launchers, tanks
and helicopters, all fully controllable.
The military aspect has been played to
the full - each squad member is pro-
moted through the ranks as missions are
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completed, and the platoon can be split
up into smaller teams or individuals, all
of whom can be given army-style stand-
ing orders - shoot on sight, etc. In the
finished article, missions will be set over
a variety of terrain types, including jun-
gles, icy regions, deserts and rocky
wastelands. In the game's early current
form, however (it was actually started a
year ago, but left on the shelf for a
while so that time could be devoted to
more pressing projects), there's little to
see and, true to Sensible’'s form, there's

‘.u
g e

likely to be a LOT of big changes before
the finished version goes out the door.

The moot point at the moment is
whether the game will lean more
towards the arcade or strategic side, and
there's still a lot else to be decided and
re-decided. Something that will defi-
nitely be worth keeping an eye on,
though, is how the game will shape up
against Rookies, a game also in devel-
opment for Virgin, due for release
around the same time and looking
strangely familiar in gameplay and
graphical style.

'
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Tonight you could take Covert Action against
foreign agents, deploy Special Forces on a secret
mission or fan the Flames of Freedom
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Alternatively, you could have a game of draughts

If thrills, spills and excitement intimicdate
you, gel the bored games oul But when
the destiny of mankind can be shaped by
vour decisions, vou could pl:n 4 more

crucial role.

Are vou skilful enough 1w challenge wild-

eved political extremists and lunatic

military dictators? Do yvou have the

expertise to lead an elite infantry uni
across the world's muosit ireacherous
[|.-r"|;|,i||,-' Lan vou ||:|'|i._:‘.|:'| mtrncare 1.'-'I.'|"I'\ ol

espionage and subterfuge against all oddsz

Find out tonight on a screen nea voi!

Seriously Fun Software

Covert Action, Special Forces, Flames of Freedom -
all classic games from Europe's Number One Software Publisher

MicroProse Lid. Unit 1 Hampton Road Industrial Estae, Tethury, Glos, GLS SLD. UK. Tel: 0666 M4 326



I "The most original,
1| funny, and clever

arcade game Ive  PZAE N \i* ‘L . N "The most refreshing thing in

I| everseen-itsalso BEAUNE VA W A Y. > Y. s, years, and so individual it's as
| s v ' A Y f [ i ¥~ much fun to play as it obviously
‘ b}* far the most \ _ R W & 4 was to write. If you don't buy

| playable and . O YRR PN L /| Wizkid, your life really will be
| g <ghe My, QL) a lot poorer."

| addictive. | N % M Racts i

"Go and buy it now or o 79 (¢ Lada A\ (U ] Amiga Power - 91%

ig be condemned to a 2\ AG ) T AN

E life of never knowing

} what you missed."

I Gary Whitta

il The One - 92%

"It gets even more complicated when
'\ you discover that Wizkid isn't just a
& simple platform romp. There are huge
o ! great gobbets of adventure/tole play-
. playing game lurking i there too.

B {‘_‘* " Superb arcade-style, BUY IT!!"
X > Marcus Dyson Amiga Format - 93%
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OCEAN SOFTWARE LIMITED
2 CASTLE STREET, CASTLEFIELD,
MANCHESTER M3 4LZ

TEL: 061 832 6633

FAX: 061834 0650




SRR | L . USRI WSRO B ALY i i e

— T
DAVID UPCHURCH
month's work. The work-
g machine we call ‘tubby’ has
stretched his single braincell and
4 written two (yes TWO) massive
. A four-page reviews, and he
L doesn't mind who knows it. He's
even taken to walking the backstreets of London
. wearing a sandwich-board, proclaiming himself the

‘God Of All Reviewers' to anybody stupid enough to
appear interested (which is nobody).

Dave's well pleased with his past

50 Wing Commander (Origin)
54 Pinball Fantasies (21st Century) _ *— GARY WHITTA

3 c i ‘ Gary's also been 'hard at it' this
56 ShadﬂworldS (KI‘ISE'IS) month although quite what that
'it’ is, nobody knows. Oh, and he

59 Rﬁad RaSh (EIECtrnnic ArtS) 1 1 .. went to see Patriot Games

== which, in his own words, is

63 zycon ix (ACCDladE) ¥ | "excellent". He's currently trying
H - to organise a trip to view Carry
66 Pﬂlﬂd'n 2 (ImPrESSIons) On Columbus but, unfortunately, no-one else will
68 Curse Of Enchantia (Core Design)  iinsiriumi s
72 Sab re Team (Krisalis) ::::il._h then write to Gaz at the ususal address,

74 Doodlebug (Core Design)
76 The Legend Of Kyrandia (Virgin) VO i
79 Assassin (Team 17) 2 “ found to be sampling the

- 'i delights of Legend of Kyrandia
L
-
s

SIMON BYRON
The One's very own Worzel

and Streetfighter Il - both of

which were so good they

reduced him to a gibbering
nonsensical mess. We probably wouldn't have

I H E s co R E s noticed the transformation had someone else not

All elements of our games are rated out of a possible pointed It aut; hisk Sow be's snapped out of i,
Simon is well on the road to recovery. According to

maximum score of a hundred. But what do the scores actually NP ——

mean? treatment is a prolonged course of tea, cakes and
sitting around on the stairs - and like any good
0-25 Rubbish. nﬂnlliii'ilf low Illlillitj\'- patient, he's obeying doctor's orders to the letter. -
- Especially the bit about the stairs.
26-49 Below average. Not acceptable by today's m
standards. ROB CARTER -
50-60 Above average. But still plenty of room for Rob's. onRoligpy Al mamant
H g so0 he's doing about as much for —
|mpi'mrement. the mag as he usually does. .
61-70 Fair to s“d- Lots of nice Fﬂil‘ltﬂ. but in no ° “Somewhere in Scotland" is what
way p-erfed:. ! he told :s m: jrou'r: upbiln the E
' Highlands and you stumble
70-80 Pﬂ‘-‘“‘.’f smart. Above ﬂﬂﬂp‘tﬂd standards. b acrguis this uer:rsa:l creature who (¥
81-90 Extremely good. Top notch impressiveness. looks like a member of the Shamen, please be so
- kind as to point him in the direction of the EMAP
20+ iimplr excellent. Bl’ﬂ“ltllllllg- Towers. I‘J: second thoughts you'd better keep him. e
=
—
THE OVERALL SCORE THIS MONTH'S FAVES %
Obviously, at the end of the day, when all is said and done, The games that have :E'd"efr us make ::t
the Overall figure is the best gauge as to whether the game is SRUNGER K0 - I N NP BN Sehe O
gu 5 gaug , 5_ . in no particular order, Sensible Soccer, Pinball
any good or not. While representative of the elements, it is Fantasies, Road Rash, Assassin and Speedball
not an average of the other scores. That's why it isn't called 2 (which Gaz is the best at, by the way).

THE AVERAGE.



COMMANDER

WING
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Have you got what
it takes to save
the Galaxy from
alien scum? David
Upchurch mutters
“Red Five
standing by" into
his flight helmet
and prepares to
find out if he
comes up to

scratch...

(Top) Messages are constantly
being transmitted back and
forth between the ships. By call-
ing up the comms screen and
choosing between the multiple-
choice options, you can tell your
wingman to engage the enemy
or break off, or request landing
permission on the Tiger's Claw,
or even taunt the Kilrathi with a
few well-chosen insults.

{Above) Kilrathi pilots are not
the only dangers you’'ll meet -
these asteroids also pack a
punch, and it takes skill to avoid
them. You can set your ship on
auto to do the boring job of fly-
ing you from nav point to nav
point, and it'll slip straight
back into manual control if

50 you encounter enemies.

L
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ar into the future - the 27th Cen
tury, if we're being precise - a ter
rible war rages. The Kilrathi, a sav
age warrior race of cat-like aliens,
have at last found a species with

the furballs to stand up to them and, you
guessed it, it's us humans. Our thin line of
defence is provided by lone Star Carriers
which cruise the border space between the

Terran Confederation and the Kilrathi Empire,
each of which is home to several squadrons
of fighters and the pilots who fly them

Aboard the Carrier Tiger's Claw, which
patrols the notorious Vega Sector, is a rather
special pilot - you! Along with your comput-
co-pilot buddies, you have to fly
various missions and it's your performance in
these that decides the future of mankind
Who wil e out on top - the noble humans
{hooray!) or the overgrown moggies (boo!)?
Eight out of ten Kilrathi, who expressed a
preference, said that they'd choose the latter
aption..

Wing Commander is the game that
comes closest to being an 'interactive
movie'. Animated cinematic sequences

er-controlleg

move the plot along between missions and
the actual space combat is depicted using
detailed bitmapped ships for greater realism,
the end result being a game that really does
look and feel like a top science-fiction maov

When Wing Commander came out on PC

it went down something of a storm... as long
as you had a machine decked out with go
faster chips and a weighty hard drive. There's
no doubt that it’s the most ambitious PC

Amiga conversion yet. But can the Amiga

cope? Well, here’'s where you find out!

-




Apart from the standard view looking out over
the nose of the ship, there are side and back
views to simulate your head looking around the
cockpit and a number of out-of-cockpit views,
most of which actually aren't that helpful. The
enly time these work is when the game cuts to
them automatically to highlight a particularly
exciting or dramatic moment in the game (you
know, you're ship exploding or something) - as an
actual aid to playing they're not that useful.

This is when Wing Commander is at its most
exciting; you and your fellow pilots are locked in
combat around a massive star destroyer or space
station and, as you fly around the massive super-
structure chasing the Kiirathi filth, you can see
your comrades dogfighting (or should that be
catfighting?) in the distance. It's all very reminis-

cent of classic Star Wars' moments.

4 3IONY AN O 9 NIM
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{Above) The early missions are simple
sector patrol duties but later on you
get to escort cargo ships and attack
Kilrathi dreadnoughts. Sadly there
are no missions set over planets, but
the ones provided are plenty exciting
enough so it's no loss.

(Left) The Tiger's Claw pilots' guarters
doubles as the SAVE game screen. By
clicking on an unoccupied bed you
can save yor current game. Sleeping
pilots represent saved games, and by
clicking on them you can restart an
old game.

(Above) Death is always a tragic
event, especially when it happens
you. Once the Fleet manage to find
your corpse (or what's left of it),
there's a tear-jerking scene of your
remains being jettisoned into space,
complete with full military honours.
You will, we hope, be missed,
Alternatively, if you happen to per-
form especially well in your missions
you may be lucky enough to be be
awarded with a medal by your supe-
riors, again depicted by a full
animated sequence.

{Above) This navigation screen can be called up at any time during flight. It basically plots out

the route you'll be taking through space on your current mission. You can alse change navi-
gational headings here, although generally speaking it's best to leave it all alone and just
carry out the mission as you were instructed by your superiors. After all, you don't want

52 to be court-martialled do you?

PILOTS! TO YOUR SHIPS!

As you progress through Wing Commander it's like-
ly that at some point you'll get to pilot each of the
four different Confederation fighter craft. Each fight-
er is fundamentally the same - they all have a radar,
comms system, shields and a selection of arma-
ments, including both lasers and missiles (dumb,
homing and heat-seeking) - but their performances
vary radically. And beware - being given a new ship
isn't always a compliment, as some of these craft are

real pigs to fly.

HORNET

This light fighter is essentially the beginner’s ship
and the first one you'll get to fly, It's nippy and
manoeuvrable, but too lightly shielded and under-
armed for any really big scraps.

orh.

SCIMITAR

Try to avoid getting saddled with a Scimitar, if you
can. This medium-class fighter is the slowest of the
lot, thinly shielded and even more thinly armed. A
flying coffin, if you ask me,

B sl

RAPIER

My favourite ship, the Rapier is another medium
fighter. It boasts the highest maximum velocity of
the four ships available and is sufficiently well
tooled-up and shielded to make it a good general-
purpose fighter.

—
R “_C'—?I
- - -
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RAPTOR

This heavy fighter is probably the best ship for the
coward. It's reasonably fast, but very heavily shield-
ed and packs a punch that sends the Kilrathi flying
into the next star system.
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(Above) Before each mission the
Carrier Commander gives the pilots a
thorough briefing. Here's where you
find out exactly where you're going
and what you can expect to meet so
pay attention. These animated
sequences are great the first few
times you see them but they do
become a bit tiresome eventually.
Fortunately you can “fast forward’
through them with a few taps of the
ESCAPE key.

{Above) Between missions you can pay a visit to the bar. Here you meet

pilots from other squadrons and you can chat to them about dogfight tac-
tics and war developments. Once into a conversation you don’t have a lot of
say in how it goes - basically you just sit back and watch as your on-screen
alter ego banters with his buddies. A bit more interaction with the people
you meet wouldn’t have gone amiss, it has to be said. Alternatively you can
have a go on the bar's video game (shown in the bottom left corner of the
screen). It's is a combat simulator and provides a good - and completely
safe - chance for the novice pilot to brush up his flying skills. If you do well
you can even leave your initials on the high-score table!

Publisher; Origin
Developer:
Mindscape

£25.99 Qut Now

Keyboard/loystick
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Table-top action returns in the latest sim e T

from 21st Century. Simon Byron likes a THE VERDICT
g_ontl fantasy so _witli his I must admit to being a huge fan of
f'"ﬁ‘“ on the ﬂ'PPE“ AL Pinball Dreams so | was really look-
he returns to the ing forward to Fantasies. The big
table in an effort st question is, of course, does it

to va? that & improve on the original? Well, to vy
!1:_ s t:. Il;lgl'lf ~ be honest with you I'm in two Developer: Digital
in l ¢

Yy
e

- minds. The scoreboard - with its illusions
Wizard’

all-new ‘pixely’ effect - definitely £29.99 Out Now
inball Dreams went down a | looks better and the graphical
right storm earlier on in the |
year. A surprise hit, everyone

Keyboard

displays that pop up are excel-
lent. Sometimes, though, these MEMORY |  DISKS

messages are so lengthy (in game o
terms) that when they appear the

up. Not content with simply releasing data- . - GERBNILS
disks, they've completely redesigned the first time you find yourself paying
game with four new and interesting tables attention whilst the ball promptly S
and a wealth of not-included-before fea- &
iy disappears. Frustrating to say the
The tables are presented the same as before with the screen scrolling | least. What's the point in telling
vertically to accommodate the whole playing area. Once again up to eight hod
players can participate in each game providing a real party-type atmo- — y that they now have a

sphere, especially when combined with a few beers. That's all there is to | chance to go for a huge bonus when

knew that 21st Century wouldn't .:‘ﬂ
be foolish enough not to capitalise
on the enthusiasm they'd drummed

say, really, as when all's said and done it's a pinball game, okay? b" “"mn‘ the m l|l:|ﬂll|j'
£ . d P ,  across the dis-
Ilp "..' play the ball
is already lost
s - meaning the
f : bonus has to
> Ar) , bere-earnt? -
- once the mes- [ umi
o - sage has been m 34%
T g Hal seen once you're not likely to pay too
G how gives
y::"::g:hagce o3 much attention to it again but it is TTERALL
§ i win' all manner still mildy annoying. The extra
i ] :LE::'::;:':E“,_ flippers are a bonus and offer the
< ury carsand | extra challenge of the sideways
- this rubbish — ‘loops’ but some of the tables appear o
means, though, is
: more and more more cluttered due these extra obsta-
* ,':::: ';:.ﬁﬂ:::ﬁ::m cles and at times it can become
< et = g unclear as to where the ball actually
doesn’t appear to
e be as effective as  peeds to go. These slight criticisms may sound harsh but

the one in Pinball

Dreams so don't  they're not intended to be, after all the original gameplay is
o e still all there and that's what made the first Pinball such a

ride on your way

to earning that success. As to whether you should buy this if you already

billion dollars.

own the first game... Well, I'd say yes but only if you were
really impressed by the first. Of
course, if you don't own Pinball
Dreams then this might be a fine

- time to discover what you missed.

PIENBATLL

This is the best table out of the four with many hidden
features to be discovered. The arcade offers you the
chance to play a fruit machine and racing around the
ramp produces a nice ‘loop’ animation in the score
panel. There's a hidden entrance in this table too,
which can be used to get a massive points injection

Stones & Bones is an intriguing table. There
are a multitude of large scores and hidden
features to be earnt, including the 'kick back’
which stops the ball falling down the left-

hand flipper gulley.
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done for pool what he did for
snooker. Brought it balls, rules,
baize and all to the home
coMmputer.

Pool features three seats of rules:
2-Ball UK Coim-Op, and 2-Ball and
oO-EBall US Pro. You can practice or
play a single match against a friend
or one of 20 computar-controlled
opponents. Or why Nnot involve
vourseIf in a tournament as onae of
aeight plavers"

You can leave the cue and small
change at home. Archer Maclean's

Pool is all you nead.
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REVIEW

SHADOWORLD

Having rocked the role-playing world with the blockbusting Shadowlands, Teque
is back with a space-age sequel that should ring a few bells in the heads of Aliens
. fans. Gary Whitta's on a one-way elevator to Hell. Going down...

hadowlands in space. Right,
Sthat's this game described.

Mext! (Don't push your luck -
Ed.) Well, it sounds a bit blunt, but
that's basically what we've got
here. The isometric RPG produced
for Domark by Teque last year
turned more than its fair share of
heads, mainly because it broke sev-
eral sacred role-playing conven-
tions by being easy to get into and
understand (heaven forbid!) and,
more to the point, a lot of fun.

By taking RPG depth and shoe-
horning it into a format more suit-
ed for mass consumption (i.e. it
looked more like an arcade game
than a hefty role-player) Shadow-
lands also managed to hook a few
people into a genre which is, for
the most part, sadly neglected by
the majority of Amiga players.

A sequel, then, is of course the
order of the day. And while Shad-

= SRR P22
owaorlds is by no means an official TELH ] : =

FIRN
fallow-up (the scenarios of the two LONFT

games couldn't be further removed yha team of four space marines is selected from a mass of possible contenders. They're a distinctly varied bunch
if you tried), there can be no mis- (there's a malfunctioning droid and a wolfman in the roster), with the enly universal trait being that they're all
taking the game's origins. Using an  pretty rough-n'-tough characters. Their all-important statistics are complemented by a short biog giving some

: | indicators as to how the character may perform under pressure. As usual, it's best to go for a mix of styles and
skills rather than just going in with, say, four hard-nesed but bird-brained killers,

STRENGTH WANIE - STEWEN RGE ' 91
BEALTH HISTORY - WER HERD. CLOKED
CONERT =1 AFTER DEATH. HIBH
TECH IERSHIP ABILITY.
ERERTHE HELIUN.

STRENGTH . HANIE - YOKD HBE 17
BEALTH : HISTORY : SHY CONPUTER TECHND.
CONERT ' ERPERT IN HER FIELD.

. DISLIKES ALL GIMGER
TECH LIFEFIRAS.

, STRENBTH 1 T B BEE |97
CAWLEL BEALTH -n PH. HERE

STRRT —_ CONERT
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improved version of the impressive
Photoscape graphics system, Shad-
oworlds is set in the far future, been kept active at the far edge of
after a galactic war so devastating the galaxy - and it's to here that
has finally convinced humankind to  you and your party of super-hard
renounce violence forever and war veterans are sent to investigate
embark upon a new era of univer when contact is mysteriously lost
sal peace Shades of Aliens certainly, but then

But just in case, a single that's pretty much the point. What

weapons research laboratory has happens next is anybody’s QuUESS

Once a pistol or rifle has been found, enemies can be taken on at

long range. A nice touch is that the heavy weapons consist of
two parts, the barrel and the stock, so players can customise
their weaponry by connecting different parts to
produce a range of different firing effects. It
/ makes for a potentially huge array of
weapons, if you're willing to experiment.

(Right) Computer screens set into the wall pro-
vide simple clues - you'd have to be a very dim

role-player to not guess that pressing the touchpad on

the wall next to the door might open it. In fact, there

4 are plenty of switches and buttons to fiddle with, their

— purpose only becoming apparent once you've taken the

._-* plunge and pressed ‘em...

The four-man marine team beams into the space colony without any
weaponry (this is an age of universal peace, remember?), so it's vital to
find and equip the team with weapons as soon as possible. Light sabres,

found near to the entry point in handily-discarded crates, are the basic
‘tool’, although their power is limited, and so suitable for only minor
skirmishes with small robots.
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Shadowlands' rather pretty Photoscape system has been enhanced for

Shadoworlds - instead of the first game’s primitive torches, which cast just
a pool of light, characters in Shadoworlds can cast a directional beam of

_ light from a lamp set into their helmet. Light can be cast anywhere around
the screen, so it's useful for trying to spot any traps that may be lurking in

the darkness. Unfortunately, the helmet lamps only work when powered

by the right battery, and they - you guessed it - have to be found first.

COBERT LML
TEEH LUl

The ubiquitous inventory screen allows players to manipulate and examine

h objects, check stats and health levels, and re-organise the party. The four

| members of the team can be set up to move in any formation within a
strategic diamond shape (right of the screen), or even split up into separate
task forces which the player can issue orders to separately. Single party
members can also wander off and explore, but they've got much less
chance surviving on their own than they have with the rest of the team to
back them up

EPturit'y' robots F;ln-,itiunlrd :.tr.ltl_-gi-
cally around the complex are
pr-:-qr.ammt-:i to attack intruders on
sight - and that, of course, includes
you. The small floating droids may
sap your energy a bit, but they're
essentially little more than light-
sabre fodder. It's the larger robots
and, later on, the more unsavoury
adversaries that cause the
problems..
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Now AMOS has
turned Professional!

f
AMOS The Creator has brought programming within the | b *

reach of over 50,000 Amiga users. Now it has been given a |
complete overhaul and the result is a vastly enhanced I|
product - AMOS Professional - designed for all experienced |

Y
Amiga programmers. | 2ie ] .;f
AMOS Professional has 200 new commands, taking the total to over |'
700. Included in the package is a 650-page manual written by Mel | Ll T
Croucher who wrote the highly-praised Easy AMOS manual, and | b et ™
Stephen Hill who wrote the original AMOS manual. Programs | AMIGA |:i gt ”
written using earlier versions of AMOS and Easy AMOS can be | ﬁ:_‘ L F_ﬂ _II
loaded into AMOS Professional for amendment or enhancement. | ™o @remess  C 164
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Track deeon problems fust in S adoarced
Maonitor Mode

Write programs with ease using the feature
acked Editor

® On-line help provides details of the command at the
cursor position — another click takes you to a fully
documented working example.

® A new editor with drop-down menus, keyboard macros,
advanced undofredo, and multiple windows on screen.

® [FF animation playback that runs faster than in DFaint.

® MED music library support with MIDI data send, Noise
Tracker support, easier access to the printer, serial and
parallel ports and much more.

® MOUTH commands to link sprites to speech output

® Two discs crammed with working examples, and tutorials
demonstrating AMAL, the new AMOS Interface system,
collision detection and other key topics.

®# A selection of new highly-finished programs,
including Planet Zybex (a scrolling shoot'em up),
File O'Facts (electronic data organiser), Quatroe (puzzle
game) and Dithell's Wonderland (an eight-way
scrolling platform game).

The result is a package which will more than satisfy_home
and professional AMOS wsers, It's fun to use, lots to learn —

e g e
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it's essential for the Amiga,

from the SAY command to create a realistic talking head.

An easy introduction...

If you're a complete beginner to programming you can make your
Amiga really work for you! Easy AMOS is a simplified, ultra-friendly
version of the best-selling AMOS Basic programming language, and it
will propel you into a fascinating world.

You will learn how toi ®Produce impressive graphical effects ® Create
and animate colourful objects # Scroll large text across the screen
® Make your Amiga actually talk ® Add music to your creations

Turn your ideas into reality-— arcade games, adventures, computer art, cartoon animations, home
finance, educational software, demos. .. the list is endless!

Packed with ready-to-run programs, you can quickly understand how they work, and use the ideas
in your own ]ngram&. There's a 20-lesson course o take you through the steps of programming.

UTOPRESS

S OF TWARE

Create eye-catching enimations
with Hae poroerful Bob Editor

first gtapa tO
o unﬁuum"

£ a8/ ‘i_

5% "%3% '

and easiest route to writing your own software,

EASY AMOS RECQUIRES 1 MB OF MORE OF RAM AND THREE BLAMK
DI5CS, AMOS PROFESSIONAL REQUIRES 1MB OR MORE OF RAM.
TO UPGRADE TO AMOS PROFESSIONAL CONTACT DATABASE DIRECT
O 5] 357 2961 AMOS PROFESSIONAL AMD EASY AMOS ARE STOCKED

BY MOST COMPUTER SOFTWARE RETAILERS.

Eurcopa House, Adlington Park,
Macclesfield SK10 4N
Tel: D65 B59A33 Fan: (625 BT9962
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Motorbike racing
with a hefty
amount of cheat-
ing and violence
thrown in is the
name of the
game in
Electronic Arts’
second
Megadrive-to-
Amiga
conversion. Gary
Whitta straddles
the throbbing
metal monster...

ROAD RASH

F rom the moment you turn to the totally unscrupulous first page in the B ke R é’aﬁnj‘ww

instruction manual, it's instantly clear what sort of game Road Rash

is. A motorcycle racing game, sure, but one where the object is to
win no matter how devious the required tactics. The action - set around a
ficticious pan-American bike racing tournament held every year between
the country’s meanest, dirtiest riders - is your basic arcade-style racer, but
with one notable twist - it's possible (and entirely acceptable in the rule
book) to clobber opposing riders and try to knock them, quite literally, out
of the race.

There are five tracks across the United States and you have to race each
one against fourteen other ‘Rashers’, advancing through the levels and
accumulating prize money with which to buy faster, more powerful bikes.
And so it goes round and round. The only problem is the constant threat
of having your neck broken by a timely thump from a fellow racer or by
falling foul of the maniac car-drivers who are trying to use the road too.
Oh, and did we mention the cops that make the guys out of CHIPS look like
Dixon of Dock Green? If you don't end up in hospital or in prison you might
just come out of this a rich man...

‘.i % E' .u:.m b
IJ N

Road Rash races don't take place on specialised tracks but on public roads
far from the city. As such there isn't much in the way of roadside obstacles
and so accidentally riding off the road, although it slows you down,
needn’t be fatal. There's always the chance that you'll hit some rogue cac-
tus or bush, though, so stay tight on the corners and don’t go drifting off.

Of the multitude of other
Rashers on the road, there are
about half a dozen colourful
characters worth watching out
for. before each race one of
them pops up with a brief mes-
sage, either commenting on the
last race, offering some tips for
the next, or just shooting the
breeze as these Californian types
like to do. Alternatively, one of
the motorcycle cops might turn
up with a warning to watch your
speed - if they do, it's a sure-fire
bet they'll be there, keeping an
eye on you during the race.

Al _KALE

NEVADA
L=

Each of the five tracks differs slightly in length and terrain, but the object
of each is the same - win! You can have as many attempts as you like, but
you must finish fourth or better in all the races in order to qualify for the
next, tougher level. As you progress through levels you race the same five
tracks, but they get longer and the opponents and the cops get meaner.
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Fighting or, to give it its official name, brawling with other racers couldn’t
be easier. Simply ride up alongside your target and lash out with your fist
or your foot. Some racers are tougher than others - each has their own
energy level - and the tougher riders may take several hits in quick succes-
sion before they're finally dismounted. The basic idea is that although
felled riders will get back on their bikes and continue racing, it costs them
valuable seconds and so it's a much more effective way of moving up the
pack than simply riding past.

Some riders, who are obviously playing for keeps, have armed themselves
with truncheons which they'll readily introduce to anyone trying to get
past them - and that includes you. If you're guick, though, you can grab the
cosh from the rider as he tries to hit you with it and claim it for your own.
Once armed with one of these babies, you can cause some serious damage
to the opposition - but make sure another Rasher doesn't grab it back.

YER A
H $1,23589
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A top four place in each race is all you need to qualify for the next level but
you'll have to do better than that if you're ever going to win enough cash
for a decent bike. Once you've got down to third and fourth place, the
grize money is hardly enough to cover the petrol. A results screen after
h race shows who came where and how much they got. Finishing below
rth, of course, doesn't earn you a penny.

{Below) The cops are by far the hardest bikers on the road - don't expect to
knock one of these guys off their perch too easily. They can't force you to
pull aver, but if you're dismounted while the cop’s on-screen it's race over
as you're hauled down the cop shop. First-time offenders aren’t charged,
but there are increasingly-hefty fines for those who continue to flout the
speed limit.,
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(Above) Once you've won enough
maney, you can pay a visit to the
bike shop and splash out on a better
bit of kit. They start at $5000 and go
from there, with performance, speed
and handling differing on each
maodel. It's down to personal taste
and riding style which model you
want, but it"s best to work up gradu-
ally through the list - an
inexperienced rider wouldn't stand a
chance on an awesome machine like
the 150 horsepower Diablo 1000.

Cars represent a major menace - it's
not too bad if you come up behind
them because you can just steer
round, but those coming the oppo-
site direction can be too fast to
avoid if you don't spot them soon
enough. The trick is simply to stay
in the correct lane (remember
Americans drive on the right),
although it's all too easy to forget
this in the middle of a heated
punch-up.
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All other riders in the race are
named, and the dashboard displays
the identity of the biker closest to
you for at-a-glance reference. In
addition, the rear-view mirrors give
a useful warning of any Rashers
who might be creeping up on you.
It's also quite good for watching
dismounted riders tumble away
down the road behind you.

If hit by a car, roadside obstacle
or dismounted by another
rider, the player and his
bike are separated.
You've then got to run
back to wherever the
bike has come to rest
(the severity of the
collision
determines how
far away you and
the machine land)
and pick it up
before you can
continue. It's very
bad news, not
only for your posi-
tion in the race but
alse for your bike
which, if damaged
too badly, will require
costly repairs.

Bom W, B W
B g S

To some extent, the jury's still out
on this one - the office opinions on
Road Rash are a real mixed bag.
After much playing and haggling,

and then some more playing and a Publisher:
Electronic Arts
Develaper: Peastar

bit more haggling, we came to the
decision that Road Rash is a good
game, but not a great one. The
biggest thing in its favour is simply Keyboard/loystickiloypad
that it achieves its most important Memory | | Disks
goal - it's a lot of fun to play. It feels 1Mb 2
good, the controls are responsive,
there's a good sensation of speed
and there's plenty of action and -
excitement all round. However, it's ?4?
saddening to see that the Amiga con- 3 (1]
verters haven't really bothered to do
THAT much with the material
they've been given, and the result is !

a game that might be fine on the o Hu%
Megadrive but looks and eventually

feels a little primitive for the Amiga.
There's a lot to be said for the fact

that Activision’'s Super Hang-On, ?4?
which is getting on for four years Y

old, is faster and more polished than m

this. Graphically a lot could have Ee—
been done, but unfortunately there's -

nothing that really stands out and .‘. ?u%
impresses, and the same goes for the
music, which sounds more suited to ITERRLL

an ST than an Amiga. Gameplay-

wise, you could probably guess at

Road Rash’s console origins if you

didn't already know - it's about as o

deep as the toddlers’ pool at the

£25.99 Mid Nov

swimming baths, and ultimately its

entertainment is limited, if only

because there's not a great deal of variety between the dif-
ferent tracks and opponents. The police are a nice touch,
but prospective buyers shouldn't expect too much of the
game's violent bits - they're good fun and a worthwhile
addition but not as integral to the action as you might be
led to believe - think of them as an entertaining side salad
to the main meal. What Road Rash REALLY needed was a
split-screen or link-up option so that two players could kick
the Hell out of each other - that might have made all the
difference. As it stands, Road Rash is a worthwhile racer
that's definitely worth a look if you're more into bikes than
cars, but there are plenty of other speedsters out there
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Klax meets Arkanoid meets
Tetris, that's the best way to
describe Zyconix. But is it more
than the sum of its parts or less?

THE VERDICT

Zyconix is nice - but it's not going
to set the world on fire. It's well

David Upchurch reports... presented, with colourful but not

yconix looks - and plays - very much like a two- di ng geapiscs

dimensional version of Klax. And, considering that :lllpﬂl'h tunes (although these do Fublisher: Bccolade
2 Klax's three-dimensional aspect was completely geta little wearing after a while :aun-lnpulr.' Miracle
false and superfluous anyway, you'll appreciate that the ; Games
two games are very similar indeed. The scenario is this: so be thankful for the L n to

randomly-selected coloured blocks tumble down from  turn them off). On its lower skill £19.99 Out Now l

the top of the screen and collect at the bottom. The
player can grab them with a cursor as they fall and move levels, where you can get quite a

them around the screen, with the aim of positioning pleasant and absorbing little line-

them so that when the blocks finally come to rest they ; MEMORY U‘l5f-5
creating rhythm going, it proves
form lines either horizontally or diagonally - vertical & 512K

stacks would be too easy - which then disappear. If the = MOFe relaxing than taxing to play.
blocks build up to the top of the screen then the game It's a lot more fw""'“l than its

ends. mal
From time to time special icons drift down which, close-cousin Klax B l'Ilj'

when grabbed, have typically beneficial but occasional- ~ thanks to the frequent power-ups

ly detrimental effects on the player's game. The longer that seem to appear just when
the player survives, the harder it get, with the blocks

falling ever faster. Before the game starts the player can ’“ need them to h'IF you out
make things tougher for himself by increasing the rate | the “‘lﬂ spots. Plﬂ.lllllly, howev-

at which blocks fall and altering the minimum number :
of blocks needed in a line before it’ll disappear. er, Zyconix's virtues are also its

And that's all there is to say, really. Like most arcade = sins. Its ‘easier’ nature means that
puzzle games Zyconix is a very simple concept. But does it rarely generates any real sense
it have that elusive addic-
tive quality that Tetris had of excitement and the power-ups
or is it just an also ran? introduce too much randomness

into a game where surely success

M-;usd)orsﬂ-:l:

ERAPNICLS

should rely more on skill than

You're certainly not chance. It might have been nice to
Tyconix s wel as mut- [N
tiple skill levels, you ups off. The end result of all this
can choose to play any

one of a number of is that the satisfaction you ‘ﬂ

iati the basic :
;‘1::1:;5;:;:. Em 1 from creating a line is minimal,
selectable from Is
screen. Louis's game is the basic HI'IIII'II,’ when mm toa I ' E H l Il 1
em:lurarl:e test - survive as long as possible. game like Tﬁ",ﬂ:, I'I'Illl'ﬂ because

Dazza‘'s game plays as normal, but with a wall of blocks already

in place at the bottom of the screen which have to be removed. Shazza's you often don't feel all as much in
game is against the clock - fail to get a line within a time limit and a row of
undestroyable blocks appears at the bottom of the screen, pushing the rest control of what's m on as you o

upwards. Spry is a survival game, with rows of undestroyable blocks con- do criticism makes
stantly being added to the bottom of the screen, gradually reducing the should This e "
play area. sound like | didn't enjoy the game
; : which really isn't true - | found it
a lot of fun to play. The only

problem is that, despite the four game variations and the
multiple skili levels, | can't see it dragging me back for one
more go in a year's time like a classic

arcade puzzler _ ‘:_
should.

A wide variety of power-
ups appear frequently dur-
ing the game. One, when
activated, turns into a ball
which bounces around the
screen, destroying any
blocks it hits. By grabbing a
block, the player can try and
direct it, turning the game
into an upside-down version
- of Breakout. Another, when
Zyconix can be played simultaneously by two players, if you wish. Each player grabbed and released, drops down like a rocket, destroying all the
has their own ‘pit’, one on either side of the screen. Although a nice idea, blocks in the column it hits. Although useful in times of trouble,
there's very little real point to it as neither player can affect the other’s game. these power-ups can also have the dismaying effect of trashing
At the end of the day you might as well just takes turns. any carefully planned line set-ups you may have created.

[

"
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never knew computer games

could .be so educational! And

today’s lesson, courtesy of Mil-

lennium, is all about Rome. Rome
began life as a tiny city-state always
under threat from neighbouring
kingdoms. The extent of the threat
was 50 great that the Romans decid-
ed to kill everybody and set them-
selves up as a Republic.

This newly-formed region was
divided into two classes; the Patri-
cians, the elite of the population
who held the vote, and the Plebians,
who had no money and made no
decisions at all in the running of the
community. After a century or so of
this, the Plebs decided that they'd
had enough and marched off out of
Rome, threatening to start their own
city (Plebsville, or Bath as we call it
today). The Patricians, horrified at
the thought of actually having to do
some hard labour, begged the Plebs
to stay - even offering them the priv-
ilege of the vote!

During the next few centuries
Rome expanded relentlessly, con-
quering all neighbouring states and
acquiring a vast amount of new citi-
zens who, once submitting to the

'I_‘-._-*.l-.l_..'-_l'-.ii-_..;:._-_-;..-l".'.ﬁ_._._ e
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How we long for those days when the baths were as hot as the
orgies and stealing and knifing were as commonplace as slavery.
Simon Byron slips into a cosy toga and pops down to Rome for a
dip in steaming ass's milk with the not-very-ugly Cleopatra

Roman rule, were allowed to vote as
well. Unfortunately all this vote
counting business was becoming a
bit of a chore for the rulers so they
dropped democracy for straight dic-
tatorship and the reign of the Emper-
ors began. With their advances in
technology and revolutionary plumb-
ing system the Roman era looked
likely to run and run.

But soon the population became
extremely complacent and when the

first cracks began to appear in their *

‘perfect’ society none of them lifted
a finger to stop it. Roeme soon found
itself at the mercy of bloodthirsty

adventurers. Anyone, with a bit of ‘

cunning, scheming and conniving,
could eventually find themselves
wearing the ultimate prize - the
Imperial Crown.

You don't know anybody who fits
that description, do you...?

* -T & A REFL DEAD-EMD "3, FEINC A GLADIATOE

1'p SIGHED UPF #5 A EUNYDH WOW.

The conversations in Rome are lim-
ited to say the least. People will
often pop by with a cheery word or
two, or Hector will often suggest
clues or pipe up with sarcastic
remarks but that's about all.
Announcements are often, erm,
announced in these speech
bubbles, relieving you of the need
to be in the right place at the right
time to know what's going on.

The volcano soon explodes so hope-
fully by this time you’ll be safely on
your way to Rome and the next
stage of the game. These unusual
graphical effects reflect the action
guite nicely and are some of the few
obvious improvements over Robin
Hood, although | can’t help feeling
that the way the static play-area
backdrops are presented gives the
impression of playing in a shoe-box.



The command panel is simple and easy to use. Everything is pretty mich
self-explanatory, so much so that | could type anything | wanted to here -
although I'm not going to. The ‘Use’ and ‘Do’ buttons bring up sub-menus of
actions and objects which vary depending on your particular circumstances.
The 'Who?' command gives you info on the person selected and 'Map’ calls
up, not a pound of sausages as the name might imply, but a map. Follow
and Run also perform exactly what you'd expect them to so you shouldn't
find too much trouble with this particular aspect of the game.

publisher: Millennium
Developer: In-house

£29.99 Out Now

Mouse/Keyboard

MEMORY | DISKS
1Mb C

The game begins with Hector, our hero, standing in the high social class
known as ‘the slave’. Unfortunately Herculaneum (the area where you start
off) is about to, quite literally, explode due to a rumbling velvano in the
neighbourhood so a hasty exit is what's called for here. In Rome, as in Robin
Hood, the player is not given ‘direct’ control over Hector, and if left alone
for a few seconds he’ll quite happily wander off to do his own thing.

LASTRAILITY

paLit

The Map displays an immediate view of the surrounding ﬂ H E H i Il Il
area, with all the various other characters represented

by flashing dots. The surrounding buildings are also

shown and it is possible just to click on the exact loca-

tion you wish Hector to go to, avoiding all the neadless

wandering about between events.

i N OAXH

The guest soon changes from a simple take-care-of-your-
self outing to a strategy- and military-based operation.
Hector needs to capture the British Standard from the
opposing army by guiding his men successfully through
this mission. The controls change slightly in these
sections allowing commands to be easily issued to the
troops. They can be made to rally, form up and follow
Hector - in short anything really, as long as they keep the
Roman Standard safe. Lose that and you'll not only have
lost your honour, you'll have lost the game too.

cody
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PALADI

Sexy strategy games are hard to find,
with most being poor slap-dash affairs
consisting of slow-moving and badly-
drawn sprites. Just because they're
supposed to appeal more to the
thinkers among us doesn’t necessarily
mean that presentation should be the
last thing considered, does it?
Anyway, guess what we have here?
Initia!ly the game promises more than
it delivers with a rather nice opening
consisting of a groovy title screen and
blissfully relaxing accompanying
music. Things soon start to progress
rapidly downhill though, and once into
the game proper the real flaws leap
out of the screen at you. Now, | don't
dislike this game specifically because
it's a strategy game - | enjoyed Sabre
Team (reviewed this issue) immensely,
and the two games actually have a lot
in common, what with the alternating
turns and ‘movement points’ system.
Unfortunately, although you don't
have to wait so long between goes as
in Sabre Team, all Paladin consists of
is slow trekking across the screen and
hardly any action. When your party of
travellers does come across a group of
baddies the battles seem unfair and
frustrating. Casting spells is a hit and
miss affair and more often than not
you are simply told ‘the spell failed’
with no explanation to stop you from
making the same mistake again.
Seeing as you could have wasted a
large fraction of your movement
points attempting the spell it seems a
trifle harsh that no reason for its fail-
ure is given. Of course, come the
enemy's go the evil mages chuck the

spells around like there's no tomorrow. The mission builder

Publisher: IMpressions

peveloper: Omnitrend

£25.99 Out Now
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is a necessary addition as the missions supplied are dull in
the extreme and all seem to consist of milling about wait-
ing to be attacked. | don't know - maybe if you were
deeply into these sorts of games you might read more into
it than | have but if you're anything like me and you hap-

Sorry.

pen to be in my car then you'll be steering well clear.

The main screen is, surprisingly,

where all the main action takes

place. Commands are issued via the
handy icons and movement is

achieved first by facing the character
under control in the direction that

you wish to travel and then clicking

on the landscape directly, causing

the sprite to move one square in

that direction.

A Paladin is a legendary hero and a knight
of great renown. There's no-one better to
review a game featuring such a character
than Simon Byron, who is to hard-men
what Winona Ryder is to the Haggard
Women Foundation (i.e. not a lot)

wanted to get tooled up, gath-
er a few mates together and set
off into magical worlds contain-
ing all manner of weird creatures? Well,
now's your chance. Flaying a Paladin
requires skill and cunning, as it's in their
job description to solve puzzles, rescue
prisoners and save villages. And whilse
completing these quests is a task in itself,
the overall game objective is to take your
Paladin from the status of freshly-trained
novice to a hardened, matchless veteran.
Progress is never easy in these quests
50 a teamn of assorted allies are provid-
ed (consisting of an array of Mages,
Rangers, Swordsmen and Thieves) who
must interact with each other using their
individual abilities to overcome obstacles
and opponents and thus complete the
guest. The Paladin (that's you, that is)
has four abilities which increase with
time and experience. As these four skills
improve you are given new titles to
reflect your greater status and your over-
all performance and, more importantly,
your movement points (reflecting the
number of actions you can perform each
go) are increased. Phew!

The map can be called at any time
and displays a view of all the
locations visited in the immediate
vicinity. Fortunately this doesn’t use
up any valuable movement peints so
there are no real restrictions on the
amount of times you can use it.

The land is populated by a vast num-
ber of death-inducing creatures who all
require different offensive and defensive
procedures, The weirder beasts include
a ‘Doppleganger’ (a kind of nasty
chameleon) and a 'Displacer Beast’ who
always appear one square away from
where they really are.

So then, the characters have been
intraduced, the scenes have been set,
let's take a look what we're here to see,
namely the game itself.

The thick of the battle causes all
manner of effects to take place. The
slightly off-coloured blocks in the
top right-hand corner of the play
area are the result of a fireball
thrown by the evil creatures. The
timer in the corner of the icon area
indicates the time left to complete
the mission and it is reduced by thir-
ty seconds for every turn made by
you or the computer.

The Quest Builder allows you to
design any scenario you can think
up. You can place special objects,
buildings and opponents wherever
you please as well as setting various
teleport points and the everall victo-
ry conditions. Although requiring
some thought to use, the results can
be pretty spectacular and, if nothing
else, will add to the overall longevity
of the game.
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ENCHANTIA

OF

urse of

Enchant

Look out, Lucasfilm. Stand by, S
Core’s coming through with their all-
singing, all-dancing, all-British graphic

adventure. Will David Upchurch be
enchanted by this Curse?

ou know how it is. One
Ymnment you're happily play-

ing baseball in the park with
your sister, the next you're whisked
away to another dimension.

Such is the fate that befalls poor
Brad, a typical all-American sneakers-
n'-baseball-cap kinda kid. While slid-
ing into fourth base, a magic portal
appears right in front of him and to
his dismay Brad suddenly finds him-

self tumbling through time and
space.

With a thump Brad lands in the
magical realm of Zeloria, surround-
ed by hideously deformed creatures.
He barely has time to come to his
senses before he's dragged away
and imprisoned in a dark dungeon
cell. As if things weren't bad enough
already, Brad soon learns that his
abduction was all the plot of an evil

ierra.

The core (ne pun intended) of the game is its puz-
zles and these are often disappointing. Take this
scene, for example. The robot guards the way into
the ship but it won't let you past so what do you do.
Easy - you get a sock from the pile on the left and
fill it with old coins from the pile on the right then
whack the droid over the head with the improvised

cosh. Hardly taxing, is it? Some of the problems are

witch who requires a human male
child as a vital ingredient in an eter-
nal youth potion - him! Can Brad
escape, defeat the wicked witch and
find a way back home? Only you (as
they say) can decide...

Curse of Enchantia is a graphic
adventure written firmly in the
Lucasfilm/Sierra tradition. It's Core's
first foray into the genre but it's
obviously been taking a few point-

a little more involved but not much.

ers from the American experience -
lush hand-painted backgrounds,
humourously-animated characters
and a friendly icon-based player inter-
face pitch Curse into direct competi-
ton with the games from the US mas-
ters.

But can it topple the incredible
Monkey Island 2 from the top of the
graphic adventuring tree? Only one
way to find out...

.A'p o
5 |
Brad pushs & boulderifto the

gap giving him ::-rg,ugh height
to jump over the #hyss.

Qooh, looky hergim this rock
niche - there's a pairof rubber
gloves secreted away: Wonder:
wherk they'1l come i handy?

. doesn’t seem to be that much f LY
_idanger around here.. , d

CAL-B 5%

Brad's little trot all star
Lpeacefully enough - there




This is where your troubles start - chained up in the wicked witch's slam-
mer. You've got nothing on you to pick the locks with and there's nothing
handy within reach. Perhaps you pathetic cries of help will get you some-
where?

The lack of text throughout the game means that typi-
cally any humour in the game arises from characters

falling over or making faces rather than cracking
funnies. There are a couple of good puns, though - this
character here is a clairvoyant called Sally See-All and,
as you can see, Sally is actually a seal! Brilliant!
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Curse uses a point-n‘-click icon interface. The icon bar can be brought up at
any time by clicking on the right mouse button and then selections are
made by with the left button. Some of icons when clicked on bring up a sec-
ond icon bar allowing further actions. That hand, for example, is the
‘manipulate objects’ icon, which brings up a second set of icons allowing
you to do a range of actions from unlocking a door to eating and throwing.
In all, there are a possible thirteen actions in all, many requiring interaction
with objects in the scenery and/or in your inventory. It's a bit more cumber-
some than Lucasfilm and Sierra's interfaces and even after a fair bit of use
it can still confuse.

This narrow path at the Edge of the World provides some good exam-

ples of the kinds of puzzles and problems that you’ll discover on

your trip through Zeloria. Fancy a walk?
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ht Brad has to walk withears

here - there's a precariously:
balanced rock just waiting to
drop o his head. i
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abyse - But fiddling wit b Y-
s Jhuttensinearhy soan
magical bridge.
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| This electric manis a real
shocker. Brad dons those hand-
ily-placed rubber gloves from
earlier and gives him a good
shove to get rid of him.. &

There's ne peril even here - if Brad

comasia cropper and falls aff the

pathway thisthig hird snatches him

* wp and dirlifts him to safety —rght

back where he started. b f-
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Clicking on the speech
bubble icon allows you
to talk to the characters
you meet. It's fairly lim-
ited - all you can do is
say "Hi” or “Help”, and
hope that the characters
respond favourably to
your advances. When
they do speak no text
appears on the screen.
Instead, icons pop up
telling you (and none
too understandably at
times) what they want
you to do. Although a
good way of bridging
international language
barriers, the lack of text
strips the characters of
any personality.

In amongst the puzzles there are a few weird ‘arcade’ sections, like this early
scene where you are trying to escape from the dungeon. As the guard chas-
es you down the corridor there's chance for the crafty player to pick up the
valuable gems lying on the floor. This would be fairly easy if it weren't for
the statues holding mallets which they use to try and bash you on the head.
Mot a bad idea, but there's no threat - if a mallet hits you you just get
knocked back and if the guard catches you you just get knocked forward.
Either way, you still escape safely in the end, so what's the point?

As seems to be the trend with most modern graphic adventures, Curse’s
scenery was first painted by hand then digitally scanned in and retouched.
The resulting graphics are far more attractive and flowing than those you'd
get if they'd been drawn on the computer screen (compare the back-
grounds to Hook's, for example). The only drawback is they can be a bit
unclear in places - finding some of the objects you need to solve the puz-
zles amongst the jumble of pixels can be difficult sometimes.

Publisher: Core Design
peveloper: IN-house

£34.99 Out Now
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At 19.07 on the 5th of

May 1980 John Dellow of the
Metropolitan Police signed a
document passing control of
the Iranian Embassy siege to
LT. COL H.M.Ross.

He sent in three, four-man
tecoms (Sabre teams) of 22
S5.A.5, the rest is history.

For many the 5.A.5 are the
black-clad rescuers ol Princes
Street depicted by the B.B.C
as the pictures of the last
minutes of the siege were
relayed live around the world.

We as mere mortals can only
wonder at the exploits of this
most professional and highly
trained fighting force as
officially it does not exist.

This simulation is based on
the information that is
available and is produced by
people who have a great deal
of admiration for the people

they will never know.

"'\‘ AMIGA 1 meg only
£25.99
ATARI 5T 1meg only
£425.990only
IBM PC




=i

- g

—

B R S S, LI

n koo

he S.A.S. are a team of rock-
Thard guys who'll not bat an
eyelid even when told to spend
five days hunched up inside a toilet
cistern with no food or water (apart
from the odd mouthful of ‘Mr Flush’
or whatever) because some High
Command loony has decided this is
the best way to ensure British Secu-
rity and generally make good old
Blighty a safer place to live in.
Hooray for them, then, and hooray
for Krisalis and their fantastic new
game which gives you (yes, you etc)
the opportunity to command four of
these super-tough blokes through
five varied and progressively more
difficult missions.
Sabre Team is played a bit like
Heroguest, with each team member
having a set number of "Action
Points® with which to make their
72 moves during the player's go.

TEAM

SABRE

There's nothing
Simon Byron likes

| | more than covering
| his face in mud,
| rolling about in the
undergrowth and

generally being

dirty. It's a shame,

Before the game there are a number
of options to play with, such as
which of the four hard-men (out of
eight) will be attempting the mis-
sion, which weapons and accessories
will be carried and even the posi-
tions where the will team set off
from. With all the enemies starting
in different locations each time you
play these factors mean that no two
games will ever be the same.
Strategy comes into play early on,
with decisions affecting each indi-
vidual's performance, like wha'll be
firing the most accurate weapons
and how much kit each team mem-
ber should carry.

Here we go, then! It's inside the
Embassy for us and an audience
with Mr Masty Terrorist and all his
friends. The exterior walls disappear
when a soldier walks through an
entrance and, when in control of
another team-member, the wview
‘cuts around’ his position so it is
easy to see where he is situated.

then, that he first :

has to review the
latest Krisalis
release before he
can get back to his
favourite pastime

Different actions 'cost’ a different
number of Points to be successfully
completed and .an awful amount of
planning is required to prevent cer-
tain soldiers from being left open to
enemy fire with no Action Points left
with which to retaliate. These points
will be replenished between goes so
there's no need to cry if you're run-
ning a little low on your current turn.
After all the player's moves have
been made the turn is ended and the
computer has its go, controlling all
the enemies one by one and making
individual decisions as it goes.

With its high level of strategy and
not-altogether-fast gameplay, will
Sabre Team grab the attention of the
more thoughtful Amiga owners or
end up leaving everybody feeling as
if they've just had one gulp too many
of Mr Flush? There's only one way to
find out...

All the information regarding the
mission objectives and number of
hostages to be saved are presented
like this at the start of each level. On
the first level you can afford to
waste one hostage but any more
and it's back to the Territorials for
you. This handy information screen
cannot be recalled at any time dur-
ing the game so you should remem-
ber or note down all the information
at the start

DEEP IN THE MALAYAN
TUNGLE A SERIES OF
HEATED POLITICAL
ARGCUMENTS CULMINATES
IN THE DEATHS DF FOL
U.N.SOLDIERS. NOT
CONTENT WITH THIS TH
MALAYAN TERRODRISTS
HAVE IMPRISONED FOUF
U.N.DIPLOMATS. AS IH
LEADING ANTI-TERRORI
ORGCANISATION YOU MUS
INFILTRATE THE EMNEMY
CAMP AND RELEASE THE
HOSTAGES. HAVING DON
THIS YOU MUST CUIDE
THEM AND YOUR TEAM O
OF THE CAMP TO A
HHITIEG HELICOPTER.
HFHEE EFI LESS THBN
THRE OSTAGES RESCL
HILL MEBN FRILURBE.
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After the initial ‘tooling up’ it's off
to the first mission and high time we
entered the camp. The red arrows on
the compass in the bottom right-
hand corner of the screen indicate
that the current man under control
can see something out of the corner
of his eye in the respective direc-
tions. If the arrows turn blue it
means that the soldier has heard
something.

You'll often find yourself staring at
this screen - it's displayed while the
computer decides on the movements
for all of its characters. Although this
process can be speeded up, it's often
interesting to see what the enemy is
up to as all the icons represent move-
ments and actions being made by the
bad guys and hostages. This is also
the place to check out the health of
the opposition.
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The blueprint can be called up at any time and provides a pocket-size map
of the area which can be scrolled around at will to check out the scenery
and pinpoint the locations of your other three soldiers. Unfortunately,
though, all this random sight-seeing depletes the player's Action Points so
this aid should not be used too often otherwise you could find yourself
with insufficient paints to react to the information discovered.

These static screens pop up once in a while at key points in the game. It
seems as though I've done something right for once - now the fun can really
start. You see, once a hostage is collected he becomes part of your team
and needs to be negotiated safely through the terrain to the rendezvous
point, meaning that your group can sometimes consist of as many as eight
men.

Publisher: Krisalis
peveloper: In-house
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These ‘Opportunity Moves' appear through-
out the game and offer an excellent chance
for a spot of killing en the cheap. If, during
the computer's mowve, a terrorist stumbles
upon one of your men and your character (it
get's quite complicated here) has encugh
Action Points spare and is judged to have a
quicker reaction time compared to the bad
guy’s then there is a chance to stick a few
bullets in him before he can do the same to
you. Make sure your gun is loaded, though,
otherwise you could find yourself having a
long lie down in a cosy wooden container all
too soon.

| THE VERDICT_

The most impressive aspect of Sabre

Team is its excellent atmosphere. From
the initial loading screen depicting the
5.A.5. motto to the creeping around the

enemy bases, not knowing what lies
around each corner, the tense mood is
sustained wonderfully. It's difficult to say
whether the game really is authentic or
not (| haven't managed to invite my
5.A.S5. mates round for their opinions just
yet) but you can certainly relate to the
real-life scenarios ripped, as they say,
“from today's headlines”. With its turns
system and 'pieces’ moving, the game

BTERRLIL
often feels like a much-enhanced version H] o
of Chess. This feeling is further increased
by the not-very-short waiting time_between moves while the
computer decides what it's going to do with its troops. The
delay isn't overly long or painful (and, to be fair, it can be
slightly speeded up if you hold the mouse button down) but it
does slow down the game's pace, which can be frustrating
when the bullets start flying in earnest. This is definitely more
of a “thinking man's" game and not for the frantic fire-button

pummeller; even at its peak the action is sedate to say the

least. However, if you can live with the mildly irritating thumb-
twiddling then what you'll discover here is a deep and involv-
ing game that grabs you from the minute you first load it.
There are no quick and easy thrills on offer, but if you're will-
ing to invest some time and effort then you'll find (as 1 did)
that Sabre Team is one of the most engrossing action strategy
games around.
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Publisher: Core Design
Developer: Mutation
Software

£25.99 Out Now
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gameplay is a little slow - it's certainly not as manic as

Arrrggghh! What a flippin® crazy guy.
Here's an end-of-level Guardian to deal
with and there's only one thing for it -
Bug'll have to do his amazing impression
of a well-known Sega hedgehog. | bet
Bobby Dawro can't do Sonic as well as
Doodle Bug - but then again it's Bobby's
job to provided crap Saturday night telly
so0 he can't be expected to do everything,
can he?

After the recent likes of Zool, Fire &
lce and The Addams Family, Doodle
Bug really has to impress to stand

out from the platform game crowd.
Maybe if it had been launched a
couple of months ago, Doodle Bug

would have cleaned up and become

an enormous success. I'm sure it'll

still do well but, perhaps unfairly, it
just seems to be ‘yet another plat-
form game'. The graphics are better
than most - although the main char-
acter doesn’t seem to have the per-
sonality of, say, Zool or Robocod -

and the sound is jolly. However, the

Zool, or as playable. Perhaps the main reason for this is
Doodle Bug's fragile nature - you see, he can’'t fall too far
without dying. Although, one presumes, this is meant to
encourage the use of Doodle Bug's ‘special powers' (that is,
drawing an umbrella with a magic pencil to float you down
to safety) it just seems so unnatural now after so many
games have allowed you to fall miles unscathed. Doodle
Bug is nicely presented, well designed and playable - let's
make no bones about it, it's a good game. But there are so
many others in the genre to choose from now and Doodle
Bug doesn’t really offer anything superior or different to

what's gone before for it to make much of an impact.

There's more
console-style
platform games
appearing now than
ever before. Simon
Byron checks out
Core's latest and
asks “Is there room
in the Amiga market
for yet another
Sonic/Mario
imitation?”

oodle Bug is not your average

type of, er, doodlebug. As far

as | can remember a doodle
bug was, in fact, a flying bomb
which the Germans used to fire in
our general direction during the Sec-
ond World War, mainly because they
were too scared to ‘come and have a
go’' themselves. Playing that sort of
doodle bug (also known as a V2, his-
tory fans) wouldn't make for a very
exciting game - | mean, what would
you do apart from roughly face your-
self towards London and let rip? But
enough of this...

THIS Doodle Bug is in a spot of
bother. You'll never guess what's
happened - the stunningly beautiful
Princess Lady-Bug has been kid-
napped by a mysterious dark figure
and only one person can save her...
That's right, Les Dawson. Actually
that last bit's not true - | made it up
in an effort to improve the drastical-
ly unoriginal plot but you weren't
fooled, were you? Yes, it's Doodle
Bug who's out to save the day.
Armed with a set of pencils with
which he can draw some pretty tasty
weapons, Doodlebug begins the
long and arduous runny-jumpy trek
across the scrolling world of Cartoo-
nia in an effort to rescue the Princess
and generally become the all-round
hero.
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The various pencils that Doodle Bug
carries are handy, if limited in sup-
ply. When thrown they draw some-
thing to help Doodle Bug progress
(the exact object drawn can be
selected with a simple joystick
manoeuvre). Umbrellas are useful
for avoiding large chunks of con-
crete up your nostrils when you fall
too far and the Balloons enable
Doodle Bug to reach higher plat-
forms which are usually inaccessi-
ble. The Stopwatch freezes all the
meanies for a few seconds and the
green Potion acts as a sort of tem-
porary shield. The final, and per-
haps, scrummiest of the lot is the
Eraser-Bomb which explodes three
times in a starburst pattern, killing
anything that the fragments hit.

As the song goes “People are strange, when you're a stranger” and it's obvi-
ous that Echo and the Bunnymen are familiar with the folk in Doodle Bug’s
land. Passers-by can often come up with the weirdest advice (one girlie told
me to “Beware of a nasty man carrying a carphone and briefcase or he will
steal your gold”, whatever that may mean). Others, though, offer more
than drunken proverbs and it is possible to pick up some different methods
of transport like a helicopter, a submarine or even this spacetastic flying
saucer - if you've collected enough gold pieces.
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ANYTHING CAN HAPPEN...
AND DOES! - :

Zitz, Rash and Pimple...
/ thé Battletoads! =
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| J S '3 Let's get EVEN! When the

' _ ; "~ evil Dark Queen kidnaps your bestbuddy,

’ - A yr 2 Pimple and the best looking Princess this side

4 Lodn & - - of the Mazallion*Star Cluster - what are you

/ _, -;f' M . J’ gonna do about it? Are you gonna

; rs cry? Hide? Call the Stagcops? o« PN,

don't cry, hidé®or call for help.
BATMETQADS get real MAD - and then
they get EVEN!

No way! Because you're a NN
BATTLETOAD and BATTLETOADS - ‘ N\

IBM PC and 10
compatibles, .
Amiga and Atari ST.

V' , BATTLETOADS F'Em v

* SIMULTANEQUS 2 PLAYER OPTION. " =
*12 LEVELS OF UNIQUE, AWARD-WINNING ACTION., =&
*92 FRAMES OF CHARACTER ANIMATION. ==

IT'S FAST... IT'S FURIOUS... IT' TOADALLY FUNPHIBIAN!  *
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MINBISEABEINTERNATIONAL, PRIORITY HOUSE. CHARLES AVENUE, BURGESS HILL. i

. ISSEN RHIS 9P, TEL: 0444 246333 FAY: 0444 248396
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Virgin unveil the first
game in its proposed
‘Fables and Fiends'

series. Simon Byron
packs his knapsack
and clean undies in
readiness for a long
and serious trek

around the world of
any years ago the inhabitants of the island of
Kyrandia made a pact with Nature (like you do)

Kyrandia
M to care and protect the green and pleasant

land. The Kyragem, a massive jewel which drew all the
magic in the kingdom to its core, stood as a constant
reminder of the deal and was left in the hands of the
Royal Family. These mystical properties made the pre
cious gem an object of immense power and an obvi-
ous target for anybody wishing to seize control of the
island.

One such person was Malcolm, the madly evil jester
to the Royal Court of Kyrandia. One dark night he mur-
dered both the King and Queen and seized the Kyragem,
leaving Kyrandia defenseless against the nutter's machi-
nations. Fortunately, Kallak, the chief of the Mystics and
father of the slain Queen, quickly rustled up a magical
force-field which imprisoned Malcolm inside the castle’s
boundaries, thus allowing the rest of Kyrandia to forget
about his evil deeds and return to normality.

At the point we join the story, the magical powers in
the land have dwindled drastically and the shield keep-
ing Malcolm boarded up in the castle is nothing short
of useless. Without warning the evil jester breaks free
and immediately begins seeking his twisted revenge.
Kyrandia is certainly in trouble, that's for sure. E

Brandon, Kallak’'s grandson, has been chosen to fight
mad Malcolm in an effort to reclaim the Kyragem, save
the land and dispose of the crazy clown. A graphic
adventure in the Monkey Island style, you must take
control of Brandon and guide him through the many
traps, mysteries, puzzles and delights that await in
The Legend Of Kyrandia.

A broken altar elsewhere in the forest should lead to
the discovery of a precious item. The objects Brandon's
carrying are displayed in the ten squares at the bottom
of the screen and collecting, disposing and using the
objects is all but a simple click of the mouse away. All
you have to do to collect an object is click on it and
drag it into one of your ten inventory squares, to dis-
pose of the item you just place it back anywhere on the
screen and to use an item - a key, for example - you
just drag it out of the inventory and place it over
where you want to use it - say, a lock on-screen.

The adventure really begins here in Brandon’'s home. After a fantastically beautiful opening
sequence, Brandon discovers that his Grandfather has been turned to stone by the not-very-
nice Malcolm. Confused and confounded, Brandon must search the room for useful objects
(don't forget to check under the table) before venturing out into the big wide world. When you
attempt to leave you'll discover that the house is actually alive and a brief conversation will
appear on screen 4 la Monkey Island. Although there is no choice of alternatives or questions in
these ‘talky bits’, important information can still be gained.

Once outside Brandon's tree-top
home, the only way is down. A
huge branch acts as a sort of lift
enabling Brandon to travel with
ease. The animation in this particu-
lar sequence is excellent, with the
branch swooping up and the young
adventurer leaping on or off then
adopting a sort of ‘hero’ stance.
Many programs may have missed
out these tiny touches but Kyrandia
is positively blessed with them

Once in the forests, Brandon stumbles across the pool
of tears. Someone high above must be really upset
about something as there is a constant stream of salty
body fluid. Brandon catches a tear here which should be
stored in the inventory for use in a shape recognition
puzzle later on. (There's a clue hidden in this caption
somewhere - can you spot it7?)



Although the woodland can be a touch 'samey” at times, there's no denying
that it's extremely beautiful none-the-less. The graphics are nothing short
of breath-taking and we must stress that these REALLY ARE AMIGA 5CREEN-
SHOTS. The mouse pointer changes shape constantly during play, easily
informing the player of all the available options and exits in the particular
locations - a real improvement over the old-fashioned system employed in
other, inferior adventures.

Locations like this beach offer the
chance to do some sun-bathing if
you're feeling particularly pale. Just
what the two horses on either side
of the circle signify will become
clearer during the adventure. Most
eptions can be changed during the
adventure from the speed of
Brandon's movements to the
amount of time that the text conver-
sations stay on-screen,

Of course we do - it's
not all trees, trees,
trees in Kyrandia.
There's quite a lot to
discover and do in
that wooden hut.
Seeing as Brandon can
only carry ten items at
any one time, key
locations like these
can handily double as
storage facilities for
objects not immedi-
ately needod.

| 8

Towards the end of the adventure Brandon faces progressively more diffi-
cult situations. Hopefully by this time, he’ll have learnt how to perform four
different spells and have collected information on other tricks which he’ll
be called upon to use. What they do or where to use them is not specified
but fortunately our hero can use them as often as he likes. As long as he is
given a few moments rest between the spell-casting sessions Brandon will

be able to experiment with them without loss.

. Publisher
Virgin Games
Developer:

Westwood Studios

£30.99
Late November
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TEE OFF ON THE MOST CHALLENGING
18 HOLES OF MAJOR CHAMPIONSHIP GOLF
WITH THE LEGEND 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

gilEER s 1
|'I ol Py
F )
il

Mo _ogaasasag ns b .

-

ST

| L)

EEHEHEHRE

PLAY IT JUST LIKE THE BEST-SELLING
BOARD GAME.

IT'S LIKE CHARADES, ONLY YOU SKETCH WORDS
INSTEAD OF ACTIMG THEM OUT. BUT WITH A COMPUTER
YOU DON'T NEED PAPER AND PENCIL! SKETCH YOUR
PICTURES OM SCREEM WITH AN EASY TO USE DRAWING .
FPROGRAM. YOU'RE NOT AN ARTIST? DON'T WORRY -
MOST PEOPLE AREN'T. THAT'S PART OF THE FUM AS YOU
RACE AGAINST THE CLOCK SO YOU'LL HAVE TO DRAW ON
YOUR WITS AS WELL!

HIT NAMES - HIT GAMES ¥

HIT SQUAD

2 CASTLE STREET . CASTLEFIELD . MANCHESTER , M3 4L2

THE TOP

JACK NICKEALY &
GRENTEST ISHOLESOF
MAJOR CHAMPIONSHIRAOLE™

'III-. Iq-'_!b.lﬁ: _]:E.::..' i S
T, s e T
(BT \(e—
HEAD -TO -HEAD WITH THE
WORLD'S FASTEST PRODUCTION CARS!
8 THE DUEL: TEST DRIVE Il PITS THE FASTEST EVER
' RRAR| 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
TECHMOLOGICALLY ADVANCED SUPERCARS ON
EARTH, ROCKETING DOWN ROADS THAT ARE AS
EYE- CATCHING AND DANGEROUS AS THE
CARS THEMSELVES.

ATRRI Jsr‘lll & AMICA £7 . 99_n
AMSTRAD . SPECTRUM - cof, T « DOk

JACK NICKLALIS |5 NOT AVAILABLE FOR THE SPECTRUM & AMSTRAD
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David Upchurch

slips into his

slinky skin-tight

blue jumpsuit
to take a long
hard look at

Team 17's Strid-
er-beater. And -

hoorah! - he
likes what he
sees...

his is normally the place you'd
chlrne to find out what Assas-

sin's plat is, right? If so then I'm
afraid you're going to be a little dis.
appointed because, to be honest,
there really isn't much of one to
relate. Team 17 obviously realise (as
they did with Project-X) that most
games players don't need - or want
- a lot of verbose bumf to read
before they play an arcade game. Oh
no, they just want to get straight in
there and start killing things. "But
the plot helps build atmosphere!” |
hear you cry. Well, in my opinion if a
game is good it should be able to
build atmosphere on it's own with-
out the aid of some price-inflating
novella.

The story (what there is of it) tells
of the evil villain Midan who's holed
up is his high-tech underground
fortress, guarded by legions of crack
mercenary types. A full frontal
assault would, of course, be point-
less so the forces of good send in a
single man to penetrate the
stronghold and kill the fiend. Destroy
the head, you see, and the body will
die. But this is no ordinary man, oh
no, this is a man who has trained his
body to its physical peak, a man
capable of incredible feats of agility
and courage. Ladies and gentlemen,
| give you... the Assassin.

But the Assassin doesn't have to
rely on himself alone. He's also been
armed with deadly razor-sharp
boomerangs and a limited supply of
super weapons to help him cut a

swathe through the enemy
defences... and against this lot he'll
need all the help he can get. As well
as the mercenaries there are geneti-
cally-engineered mutants roaming
Midan's lair...

As you probably already know,
Assassin - the latest release from the
near-legendary Team 17 boys - is a
runny-jumpy-killy affair strongly
influenced by games like Strider. Will
it be a disappointment after the bril-
liant Project-X7 Will it heck...

Assassin's graphics are
of the usual high stan-
dard you'd expect from
Team 17 and as for the
rate they move at, well,
fast isn't the word. If
there's any complaint to
be made about them at
all it's that occasionally
some of the back-
grounds look a bit empty
- but since they're
whizzing by so quickly
you don't really have
time to ponder on the
matter.

Assassin has been
designed to be a
challenge for any games
player, no matter what
their abilities. From the
title sereen it's possible
to access an Options
screen, where you can
alter a number of the
game variables, includ-
ing the number of lives
available (one, three or
five) and the game's dif-
ficulty - it's possible to
play in either Rookie
{easy-peasy, but you can
only play the first two
levels), Arcade (the
default average
challenge, although
plenty tough enough for
most gamers) or
Ultimate (super-tough
but bigger points award-
ed after each level)
mode.
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INTO THE
VALLEY OF
DEATH...

Midan’s fortress is split into five main zones,
corresponding to the five levels of the game.
There is, in fact, a small sixth level (which sees
the Assassin having a one-on-one with Midan
himself) but we wouldn’t spoil your fun by
showing you what happens there.
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MISSIONT - THE LANDING
Assassin starts his mission by being dropped
off by helicopter in the forest surrounding the
fortress’'s hidden cave entrance. The guards here
have grown complacent due to lack of action and are
reasonably easy to pick off. Take care not to caught
by the dog handlers, though, as their mutts are very
tough to shake off.

MISSION 2 - CONSTRUCTION ZONE
Assassin manages to gain entrance to
Midan's domain via an access tunnel leading
to a semi-completed area of the complex.
Take care swinging about on the crane gantries
- one slip will result in a nasty and messy death.
The guards have now been alerted to your presence 2
and there's a welder with a particularly personal T B
grudge against you who should try to aveid.

'’ Lol
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MISSION 3 - MISSILE COMMAND

Crawling through the missile silos will get you into
Midan's central sanctum. The enemy are Midan's per-
sonal security squad and they’'ll stop at nothing to
prevent you reaching their master. As the bonuses
and power-ups are starting to get a little thinner on
the ground, you should feel the difficulty creeping
up guite markedly here.

MISSION 4 - GENETIC ASYLUM

Hungry to develop the ultimate warrior, Midan has
been devoting a large amount of his resources to
hideous genetic experiments. The results of his tam-
perings live here and are as hostile to you as
anything else you encounter. Pass on through as
quickly as possible.

MISSION 5 - MIDAN'S LABYRINTH
As the name suggests, this is a maze-like warren of
corridors and shafts and your final challenge before
you finally come face-to-face with Midan, The place
is festooned with remote gun turrets and populated
with bizarre Terminator-like endoskeleton robot war-
riors.



SELECT NOW FOR...

There's a massive range of power-up icons to collect in Assassin. These
can be found by pulping the bad guys or smashing open any likely-look-
ing crates or pods. Most help top up your small pool of mega-weapons,
but some increase the range and effectiveness of your boomerangs.
Although Team 17 have designed the game so that each power-up
appears where they think you'll need it. the player can shoot the icon
before picking it up to make it cycle through the other options
available.

| LENGTH

| Increases the distance that the boomerangs spang out
L | befare they start whizzing back again,

g

= EXTRA : )
Increases the number of boomerangs you can have in the air
E | at one time up to a maximum of five.
|
|
|

| WIDTH
| Makes the boomerangs fly up and down in a wider are,
allowing you to hit more targets with one shot.

Assassin's end-of-level meanies are something else. It's not so much they're
size - there are bigger nasties around - it's more to do with the amount of
firepower they pack. As is par for the course, each has a weak spot that has
to be discovered and exploited. This buzzsaw-wielding droid, for example,
has a tendency towards headaches... know what | mean?

| SPEED
Increases the speed with which you can lob the boomerangs
about.

One of the first

zone's tougher oppo-

nents isn't a man - POWER

it's a beast! Don"t Increases the amount of damage that each boomerang does
even think about to the enemy. Very handy when you come up against the
bending down to end-of-level guardians.

stroke this pooch, -

because it'll take

your hand off. The

best thing to do is

zap it before it gets

close, because if you

don't it'll cling on to

you, draining your

energy. A gquick wag-

gle of the joystick

soon shakes it free,

though.

What self-
respecting arcade
action game
these days
doesn't have
smart bombs?
Assassin’s no dif-
ferent - in fact, it
has five of the
blighters! They're
accessed by hold-
ing down fire and
releasing it when
the required
megaweapon is
highlighted on
the control panel
below the main
game screen. The
effects range
from the release
of mini-Walker
droids which
rampage around
the screen to an
impressive-look-
ing firestorm -
whichever you
choose, though,
they're all devas-
tating.
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The sound effects
in Assassin are
amagzing - the
man himself
grunts and pants
with exertion, the
dogs howl and
yelp, the mutants
scream and howl
and so on. On top
of this there's
some smart
speech to tell you
which power-up
you've just col-
lected.

There's nothing more annoying in a platform game than being forced into
making a jump into a void, in the hope that there's some sort of plaftorm
waiting to break your fall. Assassin avoids neatly - by making our hero go
into a crouch, the player can then pull up or down on the joystick to scroll
the screen and have a look about to see what's waiting above or below.
While in this mode, the player can still fire left and right to keep the enemy

at bay.

" the sheep [ tried it on
seemed t squeal a bit " o

»
v

The Assassin has
an amagzing array
of moves at his
disposal. He'll
never simply
jump onto a tres
branch, for exam-
ple, when he can
do a fancy flip
instead. Probably
Assassin’s most
impressive gquality
is the way that all
these moves can
be effected guick-
Iy and instinctive-
ly from the
joystick with the
minimum of fuss,

If you're a
Mortherner, you
may be familiar
with the character
of Reg. If so, you
should get a
laugh out of this.
If you've got a
512K Amiga and
you try to load
Assassin, this
sSCreen BPPEETS
telling you, in no
uncertain terms,
to go and buy a
1Mb upgrade. The
attractive hunk in
the corner is
Team 17 boss
Martyn Brown, by
the way.

| THE VERDICT

Publisher: Team 17
Developer: Psionic
Systems

£25.99 Out Now

laystick

MEMORY|  DISKS
1Mb 2
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COMPETITION

B VWIN®
® A WEEKEND
TRAINING WITH THE

PLUS! Ten copies of
FIREFORCE

to give away!

W ell, almost. To celebrate the release of its really rather good military blaster Fire-

force (a well-deserved 90% last issue), newly-formed software boys ICE (that's Inter-
national Computer Entertainment to the uninitiated) have stumped up a prize so
HARD that even reading about it here could seriously damage your health and disposition.

We could have copped out and offered you some toy plastic guns or a pair of army trousers
or something. But NO! Our readers deserve nothing but the very best. Nothing but the abso-
lute real thing. 5o, one lucky winner will be joining representatives of The One and ICE on a
never-to-be-repeated weekend combat course including training by an ex-SAS survival instruc-
tor!

If you thought that Lewis Collins prancing around in Wheo Dares Wins was the closest you'd
ever come to learning the secréts of the elite Special Air Service, think again. You'll be taken
to a secret military location somewhere in England and transformed from a pasty, lilly-livered
thumbsucker into a lean, rippling perfect killing machine! Or something like that. The train-
ing includes instruction in unarmed combat and jungle survival techniques and you get to
play with paintball guns as well.

Make no mistake - this isn't a day out with the boy scouts. These SAS fellows don't muck
about and you might want to think before you put your entry in the post. Skinning rabbits, !
eating worms and wading around with freezing cold stagnant water in your pants isn’t every- " T T L Ll
body’s cup of tea - but when you come out the other side, you'll be hard enough to knock — ol
out Chuck Norris with one nipple from a hundred yards-away. No kidding! And if that wasn't 3 e —4X
incentive enough, each of the ten runners-up will receive an official SAS Survival Handbook
and a copy of Fireforce,

This competition is so TOUGH, in fact, that entering it is the easiest part - the problems
start if you're fortunate enough to win. For a chance of that, all you have to do is correctly
identify the five real-life machine guns featured in Fireforce by matching their names to the
individual graphics, as they appear on the game's armoury screen. If you've been brought up
on a steady diet of Joel Silver
maovies, it shouldn't pose too much

e e

I'm so hard | use barbed wire for den- |

tal floss, so matching up the guns | ©f a problem.

with their correct names was a | So get cracking, fill in the

breeze. The answers are... ! coupon below and send it to us at:

Ceb e S S e R R e ! WHO DARES WINS, The One, Priory : :

2 i Court, 30-32 Farringdon Lane, Lon- LT IhRRE L E—
i don EC1R 3AU to arrive no later

COMPETITION

B s E than 21st November 1992. Oh, and
bttt ' because of the rock-hard nature of
0 s B gl e e LS A O i the cumpetitiﬂn, an those ElgEd
B T P TP R P T R L PP PP TP O PR 116 and over are eligible for the first

........................................................... [ prize. sorry.

........................................................................




And stop him being
a sad man?

What he needs is a
copy of GO It's the
world's greatest
hand-held mag and
FREE with CVall

but everyone
beats me up
because idon't
know about
gEames.

I never knew there was
s0 much in it!

It's easy!
First you read
all the latest
news,reviews,
previews and
tips on all the
hot stuff,
then roll your
copy round
an iron bar...

CAN YOU AFFORD

T0 MISS IT!

@ 31
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PCs
RELIG
NEED THE PC

At last the This l:nique g3lgge
definitive guide to " °°

pages and has a

PC games written rreword by
by PC enthusiasts Amstrad’s Alan

T e

for PC gamers. Sugar. In it, you will
Written by Robin Matthews ﬁnd g
and Paul Rigby. * Reviews of more than 2000
~ Available through all games divided by genre. It's
\j < bookshops and : easy to refere[ice aII. kinds of
distributed for Sigma games from Flight Sims to Beat
( (' ' Press by John Wiley 'em up, GPGs to Motoring
_ _ & Sons Ltd,, racing.
& Big.:;::::,:_ * Special CD-ROM Section
‘ W. Sussex * Special Education Section
POI19 1UD.

* Only £12.95 + £1 towards post
and packaging
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PLEASE RUSH MY COPY OF THE PC GAMES BIBLE

Copies of the PC Games Bible are £12.95 each, with p+p an extra £l p.r copy. ¢

All payments should be made to Sigma Press.
Send all orders to: Sigma Press, South Oak Lane, Wilmslow, Che:hi‘:ﬁ%ﬂﬂ
Telephone: 0625 531035 Fax: 0625 536800 : )

Please allow up to 28 days delivery.

I THE PC GAMES BIBLE is available through your bookshop.
N BN N NN I S S N S B G B . —

I No. of copies required gy fe 2 Ly~ - l T
- T :_sx-l:'l
I Your name o r e ¢ D I
I Your address . S - AR T i T AR o o -l el al I
:— o — = = - - em—— Sy g ——
- o
-a-—;r:q\q. e = - e - —
Method of payment Vo - :
i : e .
Visa | Access | Cheque |V “Postatorder
Please debit my access/Visa account by: . - BT SEOMS R I
I Card number: V.o oo aly /' c Sl
Expiry date: Mﬁ oy - M R ST I

T
il
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Please make cheques /P.0.payable to Microdisk p.p UK add
75p per item. Europe add £2.50. Elsewhere £3.50

SPECIAL
OFFER!!

£1 OFF ALL
GAMES

Villiers House
110 Villiers Road
Watford Herts
WD1 4AJ

(0923) 676419

All items subject to availability E.&0.E

Allow 14 Days for Delivery

GAMES COMPILATIONS
4D SPORTS DRIVING ... 17.49 GRAHAM TAYLOR'S SOCCER CHALLENGE..17.99 PREMIERE.. AR R L A
AD SPORTS BOXING oo 1749 GUYSPY. pi ...2299 PLAYER MANAGER .
A0 TANK KILLER ENH ... 2199 HAGAR THE HORRIBLE ... 1799 PUSHOVER..
ABANDONED PLACES ... 17.9a HARLEQUIN... 1749 RAILROAD TYCOON . BOARD GENIUIS
ADDAMS FAMILY ................... 17.48 mggnﬁﬂﬂ S -----];-g EEELBhPRUH s SCRABBLE, RISK CLUEDO,
nazﬂﬁlﬁﬂus “24.99 e . M e B e I 3 SETYEY B
AFRIKA KORPS. “3729 HEIMDALL .. TN CENE . ke MASTER DETECTIVE
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AIR SUPPORT . 170 HOL. A L1799 ROBOCOD............ . pin L
AIR WARRIOR 2499 Hggk = R T :gg?uﬂﬂs m..... g i
i PATERA B o T T B 1709 HOSTILE EED.. o 1T 0D... e A0 :
ARABIAN KNIGHT IHEW}. 174995 HUMANS .. ...17.99  RODLAND.... S I | w*“ Lﬂl.l,ECTIDN.
ARCHIE MACLEAN'S.POOL .. 1709 |JONES FATE OF ATLANTIS .. 1999 RUGBY WORLD CUP... il DOUBLE DRAGON, DRAGON
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BATFLEISEE: o i 17.09 JWHITE'S WHIRLWIND SNOOKER ...........19.99 SIMANT............
C T R i R 2249 JIMPOWER.. 1999 SIMPSONS ............. 4 WHEEL DRIVE
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RS N R 17.09 - .. 18 o GT FOUR RALLY, LOTUS TURBO
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BOMANZA BROTHERS 17.40 EKENIGHTMARE..... SRR RPACE BN i i i piminati s
BLG BOMBER.. 1799 LASTNINJASG... "o ATAD SPACEQUEST V..o 2B 2 HOT 2 HANDLE
CASTLES .. 90,99 EEEEEH ;Eg g?EEEI[ﬁ:ELJFE:gEES e e A f;gg GOLDEN AXE, TOTAL RECALL,
Eéﬂb';&m” o ﬁ_;ﬁ LEISURE SUIT LARRY 5. ....2399 STRIKER.. 1799 |SHADOW WARRIOR, SUPER OFF
CELTIC LEEEHDS Tl e i e LEMMINGS... 1749 SUPER EFACE INVADERS.... 20.99 ROAD RACER ™
CHAOS ENGINE .. LEMMINGS 2 ireen2289  SUPER TETRIS......ccccnccicmmmmmmmmimmmmntnanans 2299 £17.99
CHASE HO Il .. LEMMINGS DHTA DISK 1389 SUSPICIOUS CAHGD 1;;3 .
CONOUEST OF THE LONGROW .. LEMMINGS STAND .ﬁLONE ciimereiemioniion T8 TEAM YANKEE ........... i
COVERT ACTION . LIFE & DEATH......coccvumsmmrmemsmsararsmsmssnrimsnens: 1189 TEAM YANKEE I1...... 2394 POWER PACK
CRAZY CARS 3... II::EEEPUDL f‘;gg Eg:lliglf'gﬁ?” 1;-% XENON2, LOMBARD RALLY, TV
CURSE OF ENCHANTIA. . LORD OF THE RINGS............................20.99 THE CARL LEWIS CHALLENGE .................17.99 SPORTS FOOTBALL,
CYBERCOM M., LORDS OF TIME ........o..coerevien ...17.899 THE COOL CROC TWINS ... ] BLOODWYCH
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DARK MERE ... 49 LOTUS TURBO CHALLENGE 2. 1749 THE PERFECT GENERAL... :
DEUTEROS ., g LURE OF THE TEMPTRESS ... 21.89 THEIR FINEST HOUR... S Ty | | i
D-GENERATION - 99 MAD DOG WILLIAMS ... 72199 THUNDERHAWK AH-TIM.............0ccr 21,
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Although this month's Kill Zone is
a little shorter than usual, we think
you'll still find it's packed with as
much juicy goodness as ever - in
fact, maybe more so than normal.
Because you've all been crying out
for it, the Snip Tips have been
expanded to a bumper two pages
full of tiny cheats and hacks. Then
there's the continuing guide to Eye
of the Beholder 2, the end of the
Addams Family mansion tour and
an all-in-one complete solution to
Hook. There, that should shut you
all up for a bit.
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EYE OF THE
BEHOLDER

NASTY NASTY (again)

So you thought the creatures last month were
tough? Well, you ain’t seen nothing yet. So that
you're not caught off guard here is a little catalogue
of the baddies found on the next few levels:

CLERICS

These ones are not as tough as those previous-
ly encountered and don’t paralyse you as
often. However, they can come in large groups
so Fireball spells (which have an area affect)
come in handy.

MANTIS WARRIORS

These guys move fast and fight with a special
weapon that paralyses any party member
struck, so have some Remove Paralysis spellls
handy. Also, if rear party members have ranged
weapons it might be better to just pummel
them while the front rank are frozen.

GIANT WASPS

These bugs aren't that fast but come in large
swarms. Beware their sting - it can paralyse as
well as poison the party. Fireballs prove the
best spell against them.

FLYING SNAKES

Vulnerable to most attacks, these reptiles also
possess a poisonous bite. Best just to get in

: there and hack them to bits.

GAS S5PORES

These resemble Beholders from a distance and
thus initially cause a bit of panic. If attacked in
melee combat they explode, injuring the
party. A simple rock or arrow is enough to
‘detonate” them from a distance.

WILL O WISPS

Hitting these foes is very difficult so its best to
have prepared any spells that help attacks
(you should be doing this anyway) such as
Prayer, Haste, etc.

BEHOLDERS

Tough isn't the word for these nasties. If
caught unawares the party will surely perish.
They seem totally immune to magic while deal-
ing out Death, Fireball and Lighning Bolt spells
as if there's no tomorrow. As always the secret
is in the preparation - physical attacks are
most effective. Always try to keep moving,
attacking it from the sides and rear,

Having complet-

ed the darkest
catacombs of
Temple
darkmoon,
LGEUT
‘Dragonsbane’
Howladar now
emerges with
the maps and
knowledge nec-
essary to
complete the
first of the
three towers.

TEMPLE LEVEL 2

Priests are everywhere on this level.
Although a full map is provided a lot
of the locations will not be accessible
at first. You must get keys and objects
from the Silver and Azure Towers to
gain entry to the various sealed places
Numerous Copper keys are needed
and some locks don't actually have
keys for them, but a thief should have
no problem getting in.

(A) Searching the beds reveals a
Copper key.

(B) These Darkmoon priests must be
killed to progress. One drops a copper
key.

(C) The moudth will let no one past
unless they possess the mark of
Darkmoon, This can anly be received
on the third floor of the Silver Tower.
(D) | knew there was something odd
about the statues - behind this one is
a secret switch.

(E) Stepping through the teleporter
takes the party to a small self-con-

KEY

Stairs Up B wai == Door

Stairs Down

lusionary/Moveable Wall

Temple Level 2
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tained level. The three gems lying
around can all be placed in one niche
to reveal a secret passage. There are
passages in all directions with differ-
ent goodies in each, although | rec-
ommend the Morth wall. The ‘seed’
when planted in the centre creates a
teleporter,

(F} Here lies the body of one of
Khelben's scouts. Along with a letter
she possesses some magic dust,

{G) The lock here needs a Crimson key.
This may be found on the second level
of the Azure Tower.

{H) Here is a portal that connects with
the Catacombs Level 3 and the Frost
Giant prison level depending on which
stone artifact is used.

{1} This seal must be broken with the
crystal hammer to proceed. This is
found on the third level of the Silver
Tower.

(1) There are numerous shifting walls
here. Placing an object in a nearby
niche will reveal a secret button.

(K} All the ‘Talon' objects must be pre-
sent to open the Crimson Tower seal.
These can bé found in the Azure
Tower

{L) These pressure pads must be
weighed down for the wall ahead to
disappear.

SILVER TOWER
LEVEL 1

To enter this level you must use all of
the four horns next to the fine stone
carving found on Temple Level One

Infesting the level are Mantis Warriors
and Wasps.

{A) These lightning pads cause serious
damage. You must time your steps so
that you walk onto them when they
are off, although in a couple of cases
damage is unavoidable. When fighting
the Mantis warriors nearby try to get
off the pads as soon as possible. One
drops a Bone key when slain. The
weapon visible is cursed and should be
left alone.

{B) This switch deactivates the light-
ning pads

(C) This is a cursed -2 sword and is best

left alone,

(D) An object placed within the niche
will change into a Wand of Lightning,
needless to say it only works once.
(E) The Cleric here is a worthy addition
to your party if you haven't already
recruited Shorn. Soon you will find his
extra Healing and Remowve Paralysis
spells extremely useful.

(F) Three bones placed here give a key
in return.

{G) The button must be activated from

Stairs Up
Stairs Down

a distance by throwing an object

(H) A Mantis key is present here

{I) These eggs all hatch once you reach
here starting one Hell of a fight. if you
don’t feel up to it you can hack them
open one by one and fight them indi-
vidually. The gem can be removed
from the socket. If placed back a secret
passage is revealed. Present are a
Copper key and a Mantis Idol,

(1) A Copper key is to be found here.
{K1-5) The switches here must be

KEY

B wall

Silver Tower Level 1

pulled in'the correct order to remove
the pits and proceed. Stepping on the
pressure pad resets all the levers. Then
switchaes two, three then five must be
pulled. The door then opens. Pressing
a secret button an the wall nearby
allows you to pull switch five.

(L) This switch allows you to pull
switch five

(M) This is the correct room to choose.
The teleporter takes you to the stairs
to the next level

== Door

lllusionary/Moveable Wall
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SILVER TOWER
LEVEL 2

Flying Snakes and Gas Spores are
encountered on this level.

(A) This door needs to be forced open.
(B) A Flying Snake drops a Darkmoon
key when slain.

(C) This room is the correct choice. A
Bone key is found here.

(D) This door only opens when the
mouth at location ‘M’ is satisfied.

(E) A red gem is found here.

(F} Mumerous goodies are available
along with a cleric scroll of Raise Dead.
(G) The button here reveals a secret
room. Within lies +2 banded armaour,
+3 short swort, and a cursed polearm
‘Leech’,

(H) The Flying Snake drops a ring of
adornment which seems to have no
apparent use,

(I} A composite bow and five +1
arrows are here with a partial map of

the Silver Tower Level 3.

(1) The priest here is best left alone or
you will suffer the consequences. But
| bet you'll all try to get the goodies.
* Note: For the next section you may
wish to try and solve the riddles your-
self. If so, cover your eyes.

(K) This mouth needs rooten food.
(L} This mouth needs five rocks,

(M) This mouth needs the Mantis Idol,
(N} This mouth needs a red gem

(0) This mouth needs the cursed

weapon ‘Leech’

(P) This mouth needs a potion,

(Q) This mouth needs a scroll or parch
ment.

(R) Hacking the walls reveals a +3 two
handed sword and a mage spell of
Disintegration.

(5) Without activating the hidder
switch the party will find this corridos
extremely long.

(T) There is a spinner here.

(U) The Snake drops a darkmoon key

KEY

B wail

Stairs Up == Door

Stairs Down
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when slain.
(V) A mage spell of Disintegration lies
here,

SILVER TOWER
LEVEL 3

Be careful, as apart from those elusive
Will O° Wisps, Beholders are present....

(A) These teleporters are random and
so keep teleporting through until you
have all four Darkmoon keys,

(B) This place is a mess of illusionary
and movable walls. The party should
already have a map.

(C) The button here will allow the party
to rise to a little self-contained level.
Also here is a creature in distress. The
bracers are cursed. Nearby are a +3
shield and a much-sought-after +2
crystal hammer.

(D) There is a +2 short sword and +4
Dragonskin armour here!

(E) There are numerous pressure pads

Silver Tower Level 3

around which create and remove
walls

(F) An invisible teleparter is here.

(G) A spinner is here.

(H) Another invisible teleporter,

(1) Look out for the secret button.

(J) These two Beholders are seriously
nasty so make sure you have saved the
game hefore you get here.

(K) This pedestal will give the party the
mark of Darkmoon they need to pass
through the seal on Temple Level 2

NEXT

MONTH!

The final
instalment of the
solution - the last

two Towers
revealed!

ke
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Go, Gomez, go! It's the final part
of the complete Addams Family
solution! Phewieee!

HERE BE
DRAGONS!

From the main stairway, go through
the door on the top right to enter
the kitchen. Go right to find the
stove. Make your way to the top-
right corner to discover a false wall
and a secret room packed with
coins. On leaving, go left, enter the
room and collect all the coins and
leave. You should see a switch; hit
it and return to the stove. The blocks

| | | | [ 1
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covering the stove should now have
gone. 5tand on the tube and pull
down to enter the furnace.

Drop down onto the moving
block then jump right. Jump over
the baddy and fall onto the block.
Fall to the left and then right. You
will then fall onto a platform below
four switches; hit one and the floor
will disappear. Exit right. Hit the first
and third switches you come to but
not the second. Exit right.

Drop down and hit the switch -
the floor will disappear. Jump to the
right onto the moving platform.
When this gets to the top, jump

right, go up and jump left.
Walk onto the platform in the

lava and duck under the platform.
Jump right; you will see four blocks
above. Make your way across them
and then go back right. You'll see a
moving block and a switch. Get on
the block and hit the switch, then
fall to the right and exit.

Go right and hit the switch. You’ll
reach a heart. To collect it, strike the
switch to your right and walk left
through the wall, remembering to
hit the switch to exit. Hit the switch
and continue right. You can walk
through the wall and collect some
hidden points. Go right, down and
then left. Drop down and go right to
reach the exit.

Get on the moving platform.
When you get as far as you can, hit
the switch. This will open up a new
path to the top right. Get back on
the moving platform and jump up
and left. Walk left until you can
jump onto the up/down platform. At
the top go right and jump onto the
moving platform. At the top go left
and hit the switch in the left corner.
Exit to the right.

Collect the Fezcopter and the
Speed-Up and fly right. There are
some hearts - if you want them just
hit the blocks and they'll disappear.
Continue right. On the next screen
you'll be underneath a switch - hit
it. Go back left and you'll see a new
platform. Use it to go left. You'll find
three white balls. Go to the top right
and hit the switch, then walk back.
Another new platform should've
appeared. Walk across. Hit the
switch to lock the baddies below the
platform that appears. Walk across
and hit the other switch. Fall down
then walk right.

Walk right, hitting switches. as

FAMILY

you go. On leaving you'll encounter
the Fire Dragon guardian. The best
place to stand is to the far right,
next to the wall Granny is locked
behind. Jump only on the Dragon’s
head to kill it. Exit right and collect
the three 1-Ups above the door.
Back in the kitchen go left and col-
lect the hearts.

IF A PICTURE
PAINTS...

Go through the top-left door of the
hallway to reach the portrait gallery.
Go right until you find what looks
like a door. Enter, collect the coins
and exit right. Carry on right until
you reach an entrance blocked by
golden blocks. Hit the switch to

tom. Return to the block you_
jumped from but this time jump to
your right and exit.

Carry on right. Just after a swing-
ing ball you'll face a bear spitting lit-
tle teddies at you. Stand on its head
and jump up; a hidden block will
appear. Jump on it and hit the
switch, Go right and you'll come to
a gap which you cannot jump. There
should be a block to the left - use it
to reveal a hidden block. Return to
the switch and turn it off, then go
right, jump on the block which was
hidden and jump right. You'll come
to a haole_in the floor. Drop down
and collect all the pick-ups as you
fall. When you return to the screen
go right and exit.

Go right. lgnore the first switch
and use the ghost to jump the gap.

remove the blocks.

Continue right, hit the switch you
find and a large block will appear,
Get on it and jump left - you'll now
enter a secret room with three rows
of coins and two 1-Ups. Strike the
switches to remove and form plat-
forms below you. Exit at the bot-

Hit the next switch and everything
will vanish. Continue across the

bridge of springs and exit at the bot-
tom right. Hit the switch and fall
onto the Fezcopter. Fly left and exit.
Fly quickly to the top-right entrance,
Enter and work your way to the top.
Collect your invincibility and exit.
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Exit at the bottom right.

Recollect the Fezcopter and fly
right as fast as you can and exit.
Continue right and hit the first
switch you find. Walk across the
newly-formed bridge. Proceed right
and use the bear to jump and collect
the 1-Up. Soon you'll find a bear
that isn't spitting teddies - you can

enter its mouth to collect some 1-
Ups. Exit and proceed right.

BOOKWORMS

Jump onto the door and hit the ‘A’
block. Read the message and jump
onto the block, right onto the books
and left into the crevice. Walk
through to a room full of coins. Exit
right. Continue right collecting the
icons as you go until you exit.

The first book has 'DOOR O writ-
ten down the spine. If you stand so
that your head covers the ‘0’ and
push up a secret door will open.
Enter and walk right. To enter the
upper level of this room you must

bounce off the worm to the right.
Once you get to the top there will be
a door in front of you. Enter and
proceed right. When you exit you'll
find yourself back on top of the
books. Proceed right until you exit.

On the train level hit the ‘A’ and
read the message. Now stand on the
front of the train and it’ll start to
maove. You must survive until the
end of the ride. When you enter the
door at the end you'll face the
Witch. Bounce off Uncle Fester to
get high enough to hit her on the
head.

Go back to the stairway and enter
the middle door. You should now
have Fester, Pugsley, Wednesday
and Granny standing in front of you
and Lurch playing the Addams
Family theme on the piano. When
Lurch finishes the wall will disappear
and you can enter the final level.

HERE COMES
THE JUDGE...

Jump and climb up the chain in
front of you. You'll pass through the
roof and be able to stand on the
platform above. This is a short cut.
Now you will see a door in front of
you. When you get to the top go
right and down until you find an "A’
block. Across to the right there's a
block in the ceiling which is a lighter
colour to the rest. It's a switch - hit
it and climb down the chain to the
left.

Fall and grab the chain and jump
onto the right platform. Don‘t enter
the door but jump right onto the
first chain and go up. Jump right
onto the platform at the top and go
up again. Jump left at the top and
enter the doorway. Now go down
the chains until you come to a plat-
form with no chains hanging from
it. Stand on the very left block,
which will fall down. Jump right
when it gets level with the platform

below where you were and jump
onto the chain to the right.

Go down to the bottom of the
chain and jump right onto the next
chain along. Go up and jump left.
Go up again and you'll see a switch
on the left; hit it and go back down
and jump right onto the next chain.
Go down this until the middle of
Gomez is level with the spiky plat-
form to the right and jump over it.
This takes some practice but if you
do it correctly you won't hit your
head on the spiky roof. Grab the
chain and go to the bottom - you’'ll
see a door and a platform to the
right. Jump onto this platform and
climb up the chains until you see a
door to the left. Enter but remem-
ber to jump over the hole in the
floor just before the doorway.

You'll see a chain hanging above
and to the right of you. If you climb
the chain and go through the roof
you'll find a bonus section.
Alternatively you ean go right and
enter the door. Both routes lead to
the same door. Go right and fall off
the bottom of screen. Go left and
right as you fall, collecting the coins.
At the bottom enter the left door.

your way down and exit through the
room at the bottom. Go right until
you can reach the upper level, When
you have done this go left and enter
the door. Collect the coins, exit and
go right. Hit the switch and a piece
of floor will vanish. Drop through
the hole and continue down. You
will now see a block with ne floar
underneath. Stand on this and it will
carry you down. Jump left before it
hits the bottom and climb the chain
down. Enter the door, go right and
exit.

Go right, enter the door and go
right. Enter the door and jump on
the boat and it will start to move
right. Stay on it until it reaches the
other side, then jump off and enter

Collect the icons by locating the hid-
den blocks to the left and right and
in the middle of the room. Exit when
you have finished, then enter the
right door.

Proceed right collecting the icons
and exit via the right door. Make

the door. You will now find yourself
outside the safe. Enter and go left
until you find some icons. Pick them
up and go right. Eventually you
will face the Judge. Kill him by
bouncing on his head when
he's off his pedestal.
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Good form,
Ocean!
Another fine
film tie-in...
and we've got
the complete
solution to it
right here!

From Pirate's Square (which is
where you start), toddle off down
Mugger's Alley and find Dr Chop.
Take the rollerblind, then ask the
good Doctor how to get some
clothes and how to earn some
maoney: Subject yourself to Chop's
magic fingers and let him pull out
two of your gold teeth.

Go to Jolliest Roger's Place. Ask
the manager about Hook, the war
and how to get the hat, then leave.
Walk behind Pirate's Square to
where Mrs Smeedle keeps her wash-
ing. Grab the pole and the anchor

and take a look at the jacket, then
return to the Square,

Go to the Pier and pick up the
rope, which you should then use on
the anchor. Go to the Crossed
Swords and take the two cups. Go
to the Bait and Tackle and take the
cup. Go upstairs to the balcony
overlooking the Square. Now comes
the tricky part - use the rope and
anchor on the clock to swing across
the Square, and grab the pirate’s hat
as you go.

Knock on Mrs Smeedle's door,
then quickly swing back to the bal-

cony again. Go downstairs and
make your way as quickly as possi-
ble to Mrs Smeedle’s washing line.
Use the pole to get the jacket and
examine it to find a coin.

Return to Jolliest Roger's and talk
to Fake Jake - ask him if needs a

drink. Give the three mugs and the
three coins to the bartender, then
give the three foaming mugs to
Jake. When Jake nods off, nick his
trousers. Make your way back to
Mrs Smeedle’s again and use the
rollerblind so that you can get some

privacy while you change.

Go to Hook's ship. Look in the
pots to the right to get some
money. Now find the tailor back in
town. Ask her for a metal detector
and then give her the money in
return for a magnet. Go to the
beach and use the magnet on the
“%'. Make your way back around to
the ship and seek out Hook. Get
ready for a watery exit...

Glug! Take a look at the pulley
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base and the big shell, then use the
pole on the ropes. Now use the shell
to haul yourself up to the look-out
point. Walk right to enter the
Meverforest. This is a maze - go
right, right, right, up, right, up, left,
left, left, left, up, right, right. After

your entrapment, enter the tree.

Go to the round pond and have
a chat to Tinkerbell about every-
thing. Go to the slingshot and chat
to Ace about everything. Go the
workshop and take the arrow. Go to
the jogging area and use the exer-
cise equipment three times to work
off the flab. Go to The Avenger and
take and examine the net. Go to the
Four Seasons and take the dead
wood; use it with the string. Take
the flower. Go to the chicken and
use the conchshell. Quickly nab the
eggs. Return to the workshop and
give the eggs to the boy. Go to the

round pond and give the flower to
Tinkerbell. Take the branch from the
tree.

Go to the slingshot and use the
strong elastic on the broken strap.
Use the branch with the string.
Return to the workshop and use the
bow with the panpipes. Take the
pipes. Go the cliffside and use your-
self (1) on the far corner of the
fence. Repeat this three times, then
ask Thudbutt what he thought

about that. Go back to the slingshot
and use it on yourself. Ask Thudbutt
what his happy thoughts are. Go to
the dining area and talk to Rufio.
Say "Oh Rufio!”. Go to the round
pond and walk to the middle of the
screen to get inside the Nevertree.
Talk to Tinkerbell, then examine the
bed, the chair and the fireplace. Talk
to Tinkerbell again to regain your
memories...

Having rediscovered your Peter
Pan-ness, it's time to defeat Hook.
When the sword fight starts, try
these taunts in the following

sequence;

i n

OH, YOU‘RE ALIVE®

‘f'1-'.'.'._ ]

e O
:

“Peter Pan the Avenger!”

“Good form James."”

“Tick-tock-tick-tock, Hook's afraid
of a dead old croc!”

“You kidnapped my kids, Hook.
You deserve to die!”

“Put up your swords. It's Hook or
me this time!”

“Peter Pan the Avenger!”
Now sit back and watch the end
sequence, because you've finished
the game!
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TIPS

Because you demanded it,

the Snip Tips this month

have been expanded to a full

two pages. Get cracking!

JAGUAR XJ220
Core Design

Hooray! There are a couple of cheats
coming out of the woodwork for this
fantastic racing game so take your
pick...

® Before starting, select the radio
maode an the CD player and tune it in

¥ "?
Y |

to 065.4. Once you start the race you
should be breaking lap records every
time!

@ At the start of the race, press the 'P*
key to pause the game as soon as the
starter says “G0". Un-pause the game
{by pressing ‘P again) and you'll win
the race without even trying!

AGONY

Pysgnosis

If you can drag yourself away from the
amazing title music you might like to
type FANTASY anytime during the
game. You'll now find that pressing
any function key from one to five will
let you select any one of the available
weapons, Even better, pressing ENTER
will move you on a level.

SUPERCARS 2

GBH

A tiny tip for a full quota of missiles,
weapons and automatic qualification,
&ll you need to do is enter Player One's
name as WOMNDERLAND and Player
Two's as THE SEER and away you go.

— — —
& P
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MANAGEF
Domark

Thanks to Andrew Clarke from
Baddesley Ensor (where?) for this
couple of ‘Top Tips' for Domark's
football management game.

# To raise cash at the end of the sea-
son, transfer list all your players over
thirty years of age who you no longer
require or you feel you could do
without. Revalue each one to the
highest price you can get away with
(just below the figure that gives you
the “He's not worth that much” mes-
sage).

Make sure that they are all insured
and then go into the new season pro-
cess. During the course of this you
should get messages that certain
players have retired to non-League
football. Most players over thirty-one
tend te do this if you have listed
them or not played them much dur-
ing the season. Any of your listed and
insured players that do retire will give
you full value (at the inflated price
you were asking) from the insurance
company.

@ Early on in the season, should you
want a certain player that another
side will not sell, go to MANAGER'S
JOB and select ADD PLAYER.

Now simply add a second false man-
ager, picking the team that refuses to
sell you their star. Make the player
approachakle and sell him to yourself
for as lower price as possible, then
resign from your second team.

GOBLIIINS
Coktel Vision
Hey, guess what? Yep; more level
codes for you to use. Heartfelt thanks
go ~ out to
Mark Magee form Portsmouth for
this selection.
No Code

VQVQFDE

ICIGCAA

ECPQPCC

FTOKFEN

HOQWFTFW

DWNDGBW

JACHM
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_ Chanpionship Manager

9 ICVGCGT

W LOQPPCLIV
11 HNWVGKB
12 FTOQKVLE

13 DCPLQMH
14 EWDGPNL
15 TCNGTOU
16 TCVQRPM
17 IQDNKQO
18 KKKPURE

19 NGOGKSP
20 NNGWTTO
21 LGWFGUS
22 TQNGFVC

Hew Bane

COME and use the same keys ("+" and
*-) ta view all the objects in the game,

ZO0L
Gremlin
Mot so much a cheat but a slight tip-
pette from Denny Hilton whao lives in
Mewcastle. On the second level of the
Music World, jump on the first, third,

s

Eontinue Seasor

direction every time you come across
different slabs telling you otherwise.

SPI

Ilanegade

Speedball 27 What's going an? Yes,
yes, yes - we know it's a bit old in
the'tooth now but we sat down for
a guick match one day at the end of

MUNICON fifth and seventh keys on the first key- the last issue and didn’t get back up
T_EET DRIVE 2 More ammunition. board. A large musical note should for a week. Gary was getting so fed
Kixx NOAMET Z* appear which will, when shot, award up with loosing that he rang up Eric

A quick cheat coming up so get ready.
Type GAS at any time during play and
you'll be taken to the next petrol sta-
tion. Over and out.

NARCO POLICE
ﬁ-B-H-

There's a number of cheats for this all-

Mo machine guns. Replace the *** with
any number between one and four to
jump to the corresponding zone.
NOCAM Z*

Mo cameras. Replace the '*" with any
number between one and four to
jump to the corresponding zone.

the player with an extra life. Yippee!

GUY SPY

Readysoft

A snip tip from Adam Leeder from
Staines should be just the ticket for
those of you stuck on the maze sec-
tions in Readysoft's latest. To find your

Bitmap to get a few helpful tips and
we thought you'd like to share them
too,

® MONEY - When you go into the
league you begin with 1100 credits.
¥ou can go into the gym and train for
a bit but the best thing to do is wait
until the Star Players come onto the
transfer market and snap them up.

action budget re-release. During the CARRIER way around you should pay particu-  This will improve your team more than
game type one of the following *‘words’ lar attention to the stone slabs on the training and will cost the same
for the effects described below: COMMAND either side of the screen. If slabs on  amount of money.

NOENEMIG Wixx either side are sticking out on the @ PLAYERS - The most important play-

Makes all enemies disappear.
COMENZAR
Makes all enemies reappear.

A top cheat for the recently re-
released flight simulation. Pause the
game during play and type GROW

same screen then you should contin-
ue straight ahead until you come
across some more protruding slabs. If

ers in the team are the goalkeeper,
centre midfield and the centre for-
ward. These are the best places to

ABRIR OLD ALONG WITH ME lincluding the slabs jut out on the left them turn  stick your Star Players,

Open all doors. spaces) and you'll be able to toggle left and if they stick out on the right  ® TOKENS - The best tokens to aim for
BLAST immunity with the '+’ and '-" keys. then - yes, you guessed it - turn right.  are: Freeze Team, Shield, Transport
Smart bomb. Also try typing THE BEST IS YET TO Follow this procedure, only changing Ball and Boost Stats, in that order,

WE NEED YOUR TIP:

F ]

L el 3:?._-_-.,.:’-,:17,: i

Come on all you talented gam If ye
a tip or a cheat or can knock up m&

you with a top-quality plm of nﬂw,

course, all that fame and foriune will
so come on, send your info to: Snip

One, Priory Court, 30-32 F

on Lan

London, EC1R 3AU. We'll be wnitlng ’h‘.lr. :

call...
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SURGERY

GAMES
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Dear Doctor,
About two weeks ago | bought the
quite excellent Heart of China. |
seemed to be doing quite well - |
got Chi to help me, caught the cow
and got Chi into the castle.
However, when | got Lucky over
the wall and we hid behind the pot
| found it impossible to move with-
out being seen by the guard and |
am totally stuck as to what to do
next. Can you help me?
Liston Kiloh,
Bradford.

I =

Your description of your symptoms
is a little vague but | think | know
where you re stuck. Try the following:
Once Lucky has clambered over the
wall, go to the castle's gatehouse
and take the key. Go into the central
palace and wait until the guard
marches out of sight then sprint left
into the dining room, Does this solve
your problem?

Dear Doctor,
Do you have a cheat for Back To
The Future 27 It's driving me mad.
sajjid Raja,
Bedford.

Indeed | do have help for Back To
The Future that should get you Back
To Health (a little doctor's joke
there). Pause the game and type in
THE OMNLY NEAT THING TO DO
(spaces n' all). When you unpause
you should have infinite lives and
find that the 'Z° key will let you
skip to the next level,

TIPS

GAMES SURGERY

He's back, he's big and he's baaaaad! Yes, Doctor David has
returned from his short ‘holiday’ and is feeling just fine and dandy.

He can barely wait to recommence curing the sick and helping the

needy. So please, would the first patient step into his office...

Dear Doctor,
That's it. I've had enough. Don't
give me any crap, 'Doctor” - | know
there has to be a cheat for Xenon 2
so what is it? If | don't find it out
soon I°ll have to kill something - and
it won't be a bloody Xenite, either,
Michael Powell,
Bury 5t Edmonds.

| must say that | find your aggressive
manner somewhat disturbing. Still,
that doesn't stop me from helping
you. Who knows? Perhaps a little TLC
will make you a better person, What
you have to do is pause the game
then type in RUSSIAN AIR (complete
with the space). Unpause the game
and then use the N key to skip
through the levels.

Dear Doctor,
I've got Hunter and although I've
been ‘hunting’ (ha, ha) for ages |
can't find out where the security
pass is. Have you got any ideas?
Darren Maull,
Chingford.
Indeed | have. In fact, | have several
ideas, often all at the same time. I'm
quite clever like that, you know.
Anyway, to answer your guery the
pass can be found at co-ordinates
#:90, ¥:153. Thank you Mr Maull,

and goodbye.

Dear Doctor,
Do you have a cheat for infinite
lives and weapons for Z-Out? |'ve
been playing it for ages and | just
can't get off the first level.
Wayne Marshall,
Hampshire.

Oh, a lamentable situation indeed.
Calm yourself, Mr Marshall, for help

is at hand. if it's infinite energy you're
after, then press down the Q and K
keys simultaneously. Alternatively try
pressing Q together with any num-
ber key from 1 to 6 to skip levels,
Press any number between 1 and 3
on the numeric keypad to skip sec-
tions within a level. To jump right to
the end of the game (but what's the
point?) hit keys Q and 7 together,
Feeling better already, am | right?

Dear Doctor,
| am in desperate need of help. |
recently got Blood Money and find
it impossible to complete the first
or second levels. If you have a
cheat | would be most grateful.
James Argent,
Cheshunt,

Blood Money is an exceptionally
painful complaint, and you have my
deepest  sympathies. However,
maybe these tips will be of use to
you. First, press F4 on the options
screen and then hold down 5 and
type PONDULIX FOR PM (along with
the spaces). Mow during the game
press HELP for infinite lives and the
number keys for extra add-ons and
stuff. Pressing 1 on the numeric key-
pad will give you pots of money, and
4 will take you straight to the shop
where you can spend it.

Dear Doctor,
Please have you got a cheat or tip
for Gremlins 27 It's hard because
they keep popping up everywhere!
Neil Ramdhun,
Westcliff-On-Sea.

There is a cheat for infinite energy,
but it's not that easily accessible. You
see, first you have to earn a score big
enough to get you onto the high-
score table. Then, type in SINATRA as
your name and - bingo! - infinity is
YOS,

Dear Sir,

Is there a infinite energy cheat for
Line of Fire. If | get shot up once
maore when I'm just about to reach

the end of the game | think I'll go
mad. Please help save my sanity.
Paul Cutlass,

Staines.

This tip comes straight from Creative
Materials, the programmers of the
game themselves, so if this doesn't
help you nothing will! During the
game type OPERATION FERRET
{don't forget the space). You should
now have infinite energy, alright?
(Hmmmm, ‘Sir'. | like the sound of
that...)

THE COCTOR WRITES...
Recently many readers have written
to me to complain that | provided the
wrong cure to Mr Clay's Secret of
Monkey 'sland problem as set out in
the August issue of The One. Indeed,
they are right and | extend my apolo-
gies to all concerned. The correct way
to get onto (and not just to) Monkey
Island is asfollows -

Once the soup is prepared get
some more gunpowder and the pot
{which is in the galley near the cere-
al cupboard). Use the giant rope on
the cannon to make a fuse. Set light
to the cards Stan gave you using the
fire beneath the cooking pot. Go
back to the cannon and put some
gunpowder down the nozzle, then
use the pot as a helmet. Light the
fuse using the cards, climb into the
cannon and - BOOM! - you're on
Munkey Island.

THE SURGERY IS NOW CLOSED
As we turn off the lights
and lock all the doors,
there's just time to remind
you that if you're having a
problem with a game,
scribble a brief description
of the symptoms down on
a piece of paper and send it
to: Dr David Upchurch,
Games Surgery, THE ONE,
Priory Court, 30-32
Farringdon Lane, London
EC1R 3AU. And don't for-
get; the Doctor is a busy
man and regrets that he
cannot deal with queries
over the phone. Sorry!
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PART FOUR -
AUGUST/SEPTEMBER

Tuesday August 25th
Great way to start the new diary. Met
Gary Liddon at EMAP Towers while deliv-
ering the previous diary part and had a
few bevvies with him and The One
lads before catching the train home to
Witham. Had | stayed awake | might
have got off at the right station. As it
was | ended up in Harwich, which was
quite a shock. You don't want to know
how much a taxi costs at that time in
the morning

Had a further play with the weapons
systems. A flame-thrower for the robot
seemed like a good idea. No graphics
for it yet but it works, spraying out the
ubiguitous explosion graphics that get
used whenever the proper ones aren't
available. Also changed the mass dev-
astation weapon as that was a litthe slow
to take effect; usually what | was aim-
ing at had long gone by the time the
bullets came out. Now it's a rocket that
gets produced and sprays bullets (also
currently looking like explosions) from
top and bottom

Spent the afternoon experimenting
with plasma - it's a graphic effect we've
seen on a demo. It's quite fun trying to
figure out what they've done. We may
not come up with the exact same
method that they're using but we'll get
similar results. If you only need to get
one effect on the screen you can throw
a lot of memory at the problem, but we
have to get a game in there as well.
Finally | got some red plasma on the
screen. It tends to do really strange
things to your eyes if you keep
watching it. Weird.

Wednesday August 26th

Mow to build a title screen out of my
plasma. There's no point in having
something pretty if you can't use it. The
first thing was to create some nicer look-
ing plasma to work with. The plasma is
now more ordered and curvy so it's eas-
ier to see what's happening. Since these
things like being left/right symmetrical
and there’s no point in wasting memao-
ry, | wrote a routine to reflect half the
picture across the screen.

The reflection routine didn’t quite
work but the effect was really wacky -
the screen was stretching up and down
and | still haven't sussed out why. Part
of the aptimisation involved only plot-
ting the plasma in sixteen colours, leav-
ing me the other sixteen to add text over
the top. Then | got to thinking - since
there isn’t much CPU time left after the
plasma is plotted, why not write Uridi-
um in giant size letters in another plas-
ma colour? All | have-to do is teach a
cursor to drive-around the screen, print
ing up big letters. This turned out to be
just like writing a turtle program in Logo.
Tedious or what?

Tuesday 1st September

Really did go on holiday this time.
Returned to find Phillip drawing full 32-
colour backgrounds, contrary to instruc
tions as usual. 5till, if you can’t beat ‘em,
put in all the routines to display the full
32-colour graphics.

I've been changing the colours
around on the block font to make it
even more readable, since the whole
world and his dog say "Yeah, it's really
pretty but what does it say?”. Every-
body, that is, except Phillip, who just
said “Yeuck!" - but then he says that
about anything that he didn't draw him-

The epic saga of the creation of a
super-sequel reaches its fourth
instalment. At last the dreadnought
designs are beginning to take shape,
and they're a far cry from those seen
in the old €64 classic. Andrew
Braybrook, the programming genius
coding the game, tells all...

self. I've had a go at redrawing one or
two of the letters to make more read-
able shapes. The 'R’ is causing trouble
as most of the letters are capitals, but
the ‘R’ is actually an 'r’

Wednesday 2nd September
Spent nearly all day battling with dif-
ferent linker output formats. All | want
to do is load the game in relocatable
format so | can store the code wherev-
er the machine's extra RAM is, but |
want my variables to be short-word
addressed in the top 32K of the Amiga’s
memory for extra speed. Alink format
seems to support 16-bit relocation data
but | can’t persuade SNLink to pro-
duce the right output. Can anybody
help? | just want one section, namely
my variables, to be linked abseclute in
word-addressable memory

Thursday 3rd September

We need to put together a demo for the
European Computer Trade Show next
week. Jason has started converting his
music inte our format and hopes to have
some token sound effects ready. We still
have no backgrounds but the mapper
is nearly ready to at least try to put a
map in. I've eommissioned some more
graphics from another of our graphics
artists, Mark Bentley, so I've not got any
dummy sprites in the game. If only we
had an extra 24 hours we could put 5o
much more in.

Friday 4th September

Getting close to show-time and the
mapper is available for its first test - no
guarantees, no nothing. The music and
some trial sound-effects have been set
up by Jason. Unfortunately the graph
ics didn't get finished and | was left with

(Below) For the sake of the ECTS
demo, Andrew re-used some old
Paradroid 90 graphic blocks to
flesh out the backgrounds inside
the dreadnought.

(Below right) Having destroyed all
the generators inside the ship the
mission is complete. The droids
must then find the lift-off pad,
transform back into Mantas and
make good their escape.
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the pretty bubble laser in action.

No-one
who
played

the game today
noticed the
tweaks that | had
applied to the
i control modes.
d They nag like
little kids for

4 changes and
then don’t notice
*iy when they

, happen. |

Mow that some of the new ship graphics are in place
Uridium 2 is really beginning to shape up. The organic
look is very 'Alien’, don't you think? Here you can see

(Above and below) These shots are from the demo
Andrew knocked together for the ECTS using old
graphic blocks. Note the Manta transforming into the

robot in the shot below.
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a sheet of really pretty organic graph-
ics that | had no idea how to slot togeth-

ar.

The mapper held up fairly well until
| tried to put its output into the game.
| have had to resort to using my old
graphics so | can see what is going on.
The mapper is somewhat to say the
least, but this is its first test. Mormally
I'd wait for it to be fixed but with the
show looming I'll have to program my
way out of this by reformatting the map
and character set data within the game
itself

Monday 7th September

Show day. Uridium 2 gets its first show-
ing to the press, unfortunately without
any real backgrounds in it. It's also the
first time that Renegade, the publish-
ers, have had a good look at it. Had a
Cuban dinner in the evening with the
Bitmaps (name-dropper) to celebrate
the completion of another Graftgold
project, Gods, on the Sega Megadrive,
If you'd lik play this game, write to
Sega Europe and tell them so. It's rather
good

Tuesday 8th September
Mow is the time to re-organise things in
the machine and to free up some of that
valuable chip RAM by moving the game
e to fast RAM. That means that |
have to tangle with Amiga relocatable
link farmat, which is pretty horrible, and
| have to sneakily redefine my variables
because Amiga link format does sup-
port short word addressing but SNASM
won't actually produce any short word
addressed sections. Why not, chaps?
Mot everyone wants to run system legal
stuff, you know
5till, a wily programmer can find
ways round this. I've written a scatter-
loader that locates the Amiga’s fast
RAM, puts my code there and then relo-
cates it. It's like picking your house up
and moving it down the street, then
changing the number on the house to
fit in with the houses on either side of
it. Then it has to tell the post office
where it is, but it still knows where the
post office is because that hasn't moved.
What am | drivelling on about?

Wednesday 9th September

Taken the whole program apart today
to define my variables in a different way,
The main objective is to split the pro-
gram into two lumps, one that can be
relocated into fast RAM, and one that
can’t be relocated because it's too
messy. Then | have to set up a commu-
nications area to allow the two halves

way traffic. Both ha i
together again while debugging to
speed things up.

All this monkeying around took about
five hours. Now | need to come up with
a way to test it. | don't think that just
letting rip with a code relocator is
a good strategy. It needs to be
traced slowly to identify places
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where it may go wrong. That will be
tomorrow’s job. Mustn't do this too
quickly - | told Renegade it could take
three weeks! Of course, it still might.

Thursday 10th September
Got the code relocator working which
now officially frees up about BOK of chip
RAM for more graphics and sound,
which is good news because it wouldn't
all fit before. Jason wants more memo-
ry for samples because he wants to put
speech in

On the game front |'ve changed some
of the parameters of the control modes
to make them more responsive. The
Manta turns quicker, as do the robots
which also move a little faster too. That
helps to squash the thugs. Also in is a
meww mass devastation weapon that fires
lasers in an arc around the ship

Friday 11th September
Sorted out some niggling bugs. Bad ini-
tialisation caused weird things to hap-
pen as some flags weren't being cleared
out to start with, including a pause flag
so the first game automatically paused
itself. It's a case of studying the symp-
toms and deducing what can possibly
be the cause of them, and then figuring
out what has caused the cause. Knock-
on effects can have a programmer chas-
ing the wrong thing for days

Meedless to say, no-one who played
the game today noticed the tweaks that
| applied to the control modes. They nag
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like little kids for changes and then dont
notice when they happen. Further
tweaks included making the homing mis-
siles turn slower while they accelerate
away from being fired (that makes them
look more realistic) and a smart-bomb
that hits all targets on-screen with the
appropriate stroboscopics.

Monday 14th September

Set Phillip up with a PC and the mapper

to create the first real map of back-

ground graphics. A few teething
troubles needed to be eradicated
and we have a list of changes for

the mapper already. 5till no mouse to
use with it, so cursor keys it is. Mot very
efficient.

Jason has produced some speech to
put in, expanding the size of the sound
samples from 90K to around 140K. This
is going to be a tight squeeze indeed.

L

The speech seems to be centred around
picking up bits of a few key words, ‘Play-
sern’ being one of them. For example,
by missing out the ‘s’ and the 'n’ you
get ‘Player’, and by dropping the ‘P and
the ‘n’ you get ‘laser’.

Added a grenade weapon for the
robot which is equivalent to the bombs

i’.

- 4

of the Manta. Great for taking out the
generators, not so good at hitting the
thugs. Discovered a deep-rooted bug
which was giving infinite use of some
weapons which were supposed to be
limited. That one could, and | empha-
sise could, have been the cause of a mys-
terious crash one time that has been sit-
ting at the back of my mind, nagging
away.

Tuesday 15th September

Getting close to diary delivery time and
the game doesn’t LOOK that much dif-
ferent from last month. Of course, it has

had loads of new features added and all
the sound but what comes across in pic
tures? Graphics, and they're still the
same, Better crack the old whip on the
graphics department. Also on the agen
da is making up a demo to take to EMAP
towers. It would be a really bad idea to
wait until the day to try and make up a
demo considering what |'ve just done
to the game regarding its internal
arrangements.

My initial strategy of making up a
hybrid debug "all-in-one’ version but
with a live load was flawed. | couldn’t
get the thing to load in and survive, and
it took ages to make up the disk. The
trouble with the live version is you get
na help if it crashes. Next plan is to make
up a full live version with relocating code
and all. This also failed. Getting desper
ate now, so start putting border colour
changes into the code to see where it
gets to. Didn't even hit the first one. This
is bizarre.

After two or three hours of head
scratching | decided to just download
the first part of the game to the Amiga
and have a look at it. “That's not my
code!” | cried. | had linked the game
together in the wrong mode, so | got a
Cross Products Executable code instead
of pure binary. Realisation of the prob-
lem caused so much relaxation | could
have gone into hibernation.

Mid-afternoon and the demo is made

Great care is needed

when flying around near
the dreadnought's mighty
engines - even brushing
the white-hot exhaust
flames will melt the

Mantas into scrap.

The Mantas on a bombing
run down a trench in the
dreadnought's surface.
Although the bombs look
nice they have one big
drawback at the moment
- the Manta can't fire for-
ward, leaving it open to
enemy attack.
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up, loading code and music in
on its own. Lucky that as I'g
already wrecked the show
demo disk trying to put the new
version on it. Now | can con
centrate on making up a new
demo with new graphics know
ing that | have a fall-back disk

Wednesday 16th September
Took delivery of the first part of the new
ship layout with new graphics. This map
is huge and | really mean HUUUUUGE
Phillip has gone mad on the scale. I've
never had a map this big before and driv
img around it highlighted a new bug
The scrolling system blew it going down
wards after about a screen and a half
Rathera fundamental error in there
somewhere and finding it means
remembering how it all works. Those
bits of code assumed to be working de
tend to get forgotten about

Thursday 17th September
Last minute thrashing about to get a
demo ready to have some pictures taken
The first map is nearly complete and at
least you can fly over it. The extra size
has highlighted a need to generate the
attack formations near the player. Try
ing to destroy a wave of fighters spread
over the whole map width would be toc
difficult.

Last minute panic problems included
a renegade tank that drove off the
screen because its control data had been
corrupted by our operating system look-
ing for extra chip RAM. The program s
already more that 512K long. That's just
too big to manage. I'll probably drog
the sound out now that it is working

NEXT MONTH!

Uridium 2 enters its fifth month of development, and once again

we'll be there with the very latest graphics and white-hot game
design secrets, all direct from the horse's mouth! And remember,
this is the ONLY place you'll read it...
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David Upchurch
enters that dark and
mysterious realm
where nothing is
quite what it seems,
time runs backwards

and games are free -
the PD Zone!

ACT OF WAR

Shareware (1Mb). 17
Bit, disk 2197.

f you've ever played the oldy
Laser Squad or the more recent

Space Crusade then you'll proba-
bly feel right at home with Act of
War. It doesn‘t boast any fancy iso-
metric-3D graphics like the Gremlin
. game, but the basic theme is the
same - control a team of crack space
commando types as they engage in
all manner of strategy-heavy mis-
sions (well, just three missions, actu-
ally, although more will be sent to
you if you pay your Shareware fee).

Having selected a mission, a diffi-
culty setting and the number of play-
ers (one or two can take part), you
have the aption to tool up ‘your boys’
from the variety of futuristic firepow-
er on offer, each carefully designed to
deal death on the unsuspecting enemy
in a particularly loud and messy way

During play you're presented with a
number of control icons allowing you
to move your troops, make them fire
and so forth, and the results of your
orders are shown in a large top-down
viewed ‘action’ window. There's an
overall mission map which is handy for
coordinating your team's movements,
with each man’s position shown by a
tiny flashing pixel.

Act Of War isn't going to be every
body's cup of tea, but it's nicely done
and quite enjoyable, If strategy games
are your bag then you should get your
money's worth out of this.

TURBO
THRUST

Public Domain
(512K). 17 Bit, disk
2200.

hese future sport games all
have the same sort of plot,
don't they? You know - war's

been abolished and to keep the thrill-
hungry TV viewers happy the author-
ities have invented a super-violent
spart blah, blah, blah or something,
And Turbo Thrust is no different. Trou-
ble is, | can't see how this particular
future sport would get a frail old
granny's pulse pounding, let alone
some blood-crazed psychopath's,

In essence it's a two-player race
game. Each player controls a space-
ship as it flies through a horizontally-
scrolling tunnel (the screen is split
down the middle so that each player
has their own window on the, ahem,
‘action’). The aim is to fly as fast as
possible and complete a set number
of laps before the other player.
Sounds quite jolly, doesn't it?

But it's not in practice. The big
problem is that the ships are just a lit-

LIBERATOR

Public Domain
(512K). 17 Bit, disk
2199.

es, it's spot the clone time. Lib-
erator is -a wvertically-scralling

shoot-'em-up along the lines of

tle too slow to manoeuvre, especially
when they're whizzing along at top
speed, resulting in frequent crashes
with the landscape. Each crash kills
the ships' speed (and any sense of

excitement) dead. Once you've
learned the course lay-outs things
improve a bit, but the flow of play is
still too stop-start for any real
adrenalin to start flowing. File under
‘A good idea but...’

SWIV, i.e. fly through a gradual-
ly varying landscape, zapping the
bad guys. Or, at least, trying to
zap the bad gquys. Your ship
seems to have been armed with
the 21st Century equivalent of a
air-pellet rifle, because to destroy
even a single alien takes about
fifty shots. Forget trying to
destroy a wave of ‘em - you've
barely got the time to destroy one
before they zip away off-screen
And to cap it all off the aliens have a
nasty habit of not firing off a shot until
they're right up close and you haven't
got a hope in Hell of avoiding it. Nasty.

MNow | don't know about you, but my
idea of action-packed fun is not cow-
ering in the corner of the screen, watch-
ing as the not-very-well drawn scenery
slowly scrolls by below. And sadly
this is what playing Liberator boils
down to.




BODY COUNT

TEXAS

enough.

though.

er may only place it
next to another
with the same
colour andfor the
same design. This is
pretty easy at first
but as the board
starts filling up
the potential
slots for the tile

CHAINSAW

MASSACRE
Shareware (1Mb). 17
Bit, disk 2192.

PETROL

et this is one film tie-in you
never thought you'd see. The
player takes on the envious role
of Leatherface, the classic horror film's
mask-wearing, electric-chainsaw-wield
ing ‘hera’, Viewed from a top-down
perspective (like Gauntlet), the player
has to guide the leather-clad lovely
around the scrolling landscape, mess
ily chopping up the clean-shaven, all
American teenagers who mill aimless-
ly about. There's no ‘death’ as such -
you are Leatherface, after all - but the
game ends if your chainsaw runs out
of petrol. Fortunately, though, handy
refills can be found if you look hard

And that's it really. It's good fun, if
a little slow, and the gory blood-spat-
tered deaths are a right hoot (well,
they are if you share my deranged
sense of humour) but it all wears thin
very quickly. There's no progression in
the challenge or the setting - you just
keep wandering around the same
scenery, endlessly killing similar-look-
ing people. Good for a quick giggle,

ISHID-0O-MATIC

Public Domain (512K). Fortiss
PD, Assassins 31.

o prizes for guessing that this is a computerised
Ninterpre‘tatlun of the classic boardgame Ishido. it

plays a bit like Shanghai in reverse, in that instead
of removing tiles with the aim of clearing the board the
player has to place tiles on the board with the aim of get-
ting rid of all the tiles. The tiles come in a variety of colours
and designs and, having randomly selected one, the play-
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& 17 BIT SOFTWARE,
15t Floor Offices,
2/8 Market Street,

WF1 1DH.
Tel: (0924) 366892,
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' CREDIT WHERE IT'S DUE...

Thanks to all the libraries who sent in stuff. The addresses of
those companies featured this issue are:!

Wakefield, West Yorkshire

@ FORTISS PD,

P.O. Box 2,

Earl Shilton,
Leicester LES 8LU.
Tel: (0455) 850984,

SECTOR ONE

Public Domain
(512K). Fortiss PD,
Assassins 32.

Alien Breed and Smash T.V. The

s;::laj.rer guides his space marine

(who bears a curious resemblance to
Rambo) up the vertically-screlling cor-
ridors of an alien-infested space sta
tion, blasting the gruesome insectoid
aliens (who have the rather impressive
ability to spit fireballs) and the scut-
tling facehuggers, while avoiding the
pools of acid blood and the alien clawws

ector One is a mutant hybrid of
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you've just drawn get harder and harder to find.

It's surprisingly addictive (much like Shanghai is) and
this version has a lot to recommend. The graphics are crisp
and clear, the player interface (all point-n‘-click) is a plea-
sure to use and there's a wealth of options such as one or
two players, tournament play, music while you work and
so on. All-in-all, a highly enjoyable experience and a pleas-
ant respite from endless shooting and killing.

poking through the broken walkways.

The game was created using the
Shoot-"Em-Up Construction Kit and it's
not bad for a game of its type. How-
ever, like me you'll soon find your
patience tested by the abysmal colli-
sion detection, whereby shots that are
a good centimetre away from you on-
screen still kill. This wouldn’t be so
annoying if your marine was a bit nip-
pier on his feet and could dodge in
time but he isn't. And the situation
isn‘t made any better by the fact that
to scroll the play area you have to walk
right near the top of the screen, mean-
ing you have even less time to avoid
the nasties and their attacks.

AAIIEEEE! ASSASSINS!

¥es, indeedy! Yet more games compila-
tions from those Assassins chappies. They
don't stop, do they? The rundown is as

THE ASSASSINS
DISK 31

ISHID-O-MATIC - Reviewed elsewhere,
CRAZY PIPE - Okay-ish Pipemania rip-off.
ARAZMAX - Not very playable Asteroids-
style shoot-"em-up.

REVOLUTION - On this month’s coverdisk!

THE ASSASSINS
DISK 32

This is a collection of three games created
with the Shoot-"Em-Up Construction Kit,
namely SECTOR ONE ({reviewed else-
where), FIRE FIGHTER {reviewed last issue)
and BLOB {which is alright, in a SEUCK
kind of way.
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Maths
French
German
Spanish
Italian
Sclence

Educational
Software

The Connoisseur’s Choice

I you are looking for software to help with the National Corriculum,
then look no further. OQur new free catalogue is packed with
programs suitable for all ages from six to adult on a wide range of
educational and leisure subjects.

Subjects now available include ...

Geography
History
English Words
Spelling
Arithmetic
Football

4K Avallabls for most home & business computars

* Bast-galling programs with suparb reviews

.ﬁ Ask your dealsr or use our 24 hour mall ordar sarvice
* Many programs allow you to add your own lessons
* Enjoy keaming from your computer

Sport

First Aid

General Knowledge
England 3
Scotland

Matural History

Write or telephone for our new FREE 16-page colour brochure of
Educational and Leisure software (Please state computer type)

EN

Kosmos Software Ltd, FREEPOST (no stamp needed)
DUNSTABLE, Beds. LU5 6BR
Telephone 0525 873942 or 875406
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yFOOTBALL MASTERS

R e Ty

Football Masters is the very latest Multi-Manager Football Simulator for 16
bit computers. After 5 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 Include:-

Multi-Manager game for 1 to 4 Players. Three levels of difficulty.

Match highlights minute by minute, make substitutions or team changes at amy time. Live

injuries, vellow/red cards and named goalscorers. 1MB version has extra Graphics,
animation and realistic digitised sounds. (An option can turm 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 divisions 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 92,/93 Season. Five skill ratings per player. separate five for goalkeepers.
Plus 15 other special attributes like Captain, Super Subs & Maobility

£ lively and real-time transfer market, with an approach facility, negotiate wages and
contracts. Plus loans, free transfers and trainees. Unique and simple training system to
improve player skills. 512K version excludes some features listed in this advertisernent.

High quality printer facilithes to list all the vital information. Masses of historical statistics
on past games, players and manager. Quick game data load and save.

All screens updated quickly and displaved 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 Iz available to change saved,//initial details.

ONE 196 K857 "Eag-U0-PUMINGE IR0y IDEENGG BEE “BIBM0S 453

48 Hour Dispatc

There are many, many other little things that make this game the most addictive and
accurate interpretation of a Football Managers season. It would be impossible to list all the
features in this advert but we assure you that this ks the best. We have thousands of satisfied
custormners from our previous edition of this game, many are still playing it 2 years after
purchase. See the order form below for details on how to order this incredible game.
Available for all Atari 5T s and Amiga’s. PC WINDOWS verslon coming soon.

IWRESTLING MASTERs IESLAEZAGIS 39

Four years of development by a racing expert has
An amazing graphical strategic led to the release of this great strategy Horse
simulator that's fun and easy to play Racing simulation. You can participate as the
for all the family. 0, 1 or 2 plavers on Owner, Trainer and or Betting Punter in this
kevboard, mouse or jovstick. Pick your remarkable garne. As the frainer you must try to
moves from the selection awailable discowver the horses ideal racing conditions (mainly
and watch your animated warriorbattle distance & geing). Animated race display,
it out, Watch the energy bar indicators formbook, 200 horses with inde pendent perscnal
and plan your next move. EditWrestlers profiles, tipsters, simple mouse and icon menu
plus many other features. selection. Many other items are inchsded

Amiga 1MB RAM. Only £19.95 Amiga 1MB or any Atarf ST. Only £19.95
24 HOUR CREDIT CARD HOT-LINE

F N4(0702) 600557 i oo or

FAX (0702) 613747
8 8 m_ s § &
MAIL ORDERS

LB N __§ |
Al the prograns detailed in this adwert are only a-.unhwwu.,gh direct mail from ESP Software. l
Marme L R L

1 have an R -:*-::urnmrwr please send me the following items:- I

l “uur]h[_'l.! Description Unit Cost Total | l
Football Masters 512K _19.95 I

l Football Masters 1MB 24.95

l Football Masters Editor (Mot 512K Amiga) 12.00 I I
Wrestling Masters (Amiga 1MEB) 15.95

l | Stable Masters (Amiga 1MB or Any 5T) 19.95 l

l Amiga 512K RAM Expansion 27.00 s I
POSTAGE (Non European Cnly) 1.00

I wis have i chaque guaramioe “ard or credil ard] pleass write iis rumiber on :wpm WO TOTAL I

reverse of your chgaal, doing so will ensure dispatch within 48 hours of recaipt
Ilentlme a Cheque/Postal Order made payvable to [-C,p SOFTWARE. l

Cut out and post 1th form to: I:phutr_u.uples or written orders are acceptable)
Essex 551 EDD. lﬂ(.

S
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BEAT THE BOOKIES!!!

DIAL-A -TIP

Cheats, Tips, and Game Solutions

"Amazed at Iheupradkt:iinns .Mever had so many |
winners..." CR+ User Mr B (Worthing) .
“Brilliant...Helped me to beat the bookies!” CR+
User Mr W (Herts)

"Unbeatable value and unrivaled accuracy.”
Features include: Flat and Mational Hunt imputs, Race
review, Bet Selector, Help and information screens.

Flat '92 Version Now Available!

CHEATS GALORE
0891 101 234

coupureranace. sttt W e guves pon bR
s14.99 more. (As advertised in The Sporting Life). _ 0891 445 987
Il'u'.satr?unacli;?rd Version also available for £9.99 (Disk AMIGA GAMESTIPS
Fecutive ediion includes 11 Master : 0891 445 786
. BETTING FOR PHSELIED%ETTWG FOR FUN! AMIGA HOTLINE
Disk, 1x Copy, Improved Manual, Cheques/PO payable to HANDISOFT 0891 445 985
iMall rder ONLY) SHADOW OF THE BEAST I AND 11

Handisoft, 37 Hearsall Lane, Spnn End,
Coventry CV5 6HF

* | Walet, Labels and update ofier BARBARIAN II 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

Can You

WANTED 5 FNINGESERE

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

I-Fx.mumlbmﬂfrﬁw m&mmm Mar cost of coll 52700 Cheap
53,00 Al Other Timess. mmxmmmmm Wi Chaop 480 Par in Al Ot Times

W] Mail ord Distributi W1
W] a ail order Express Distribution il
Adams  ‘— ‘ Monkey
Family 3 Barclay Oval, Woodford Green, Essex IG8 OPP N sendz £
£14.50 £22.99
2!\ \\ - Call us on 081-559 1704 or 081-504 8377 7 days 8.30am - 10pm h’E.’.'l \\\
3D Construction Kit ............ " T R D TN E R R el AT £15.99 Risly Woods .....ccocvimemmenisies £15.99 DISKS
Addams Family ...........c..... £14.50 FIOne.. ... .o ol 2,99 Rolling ROnny ......coceeeennns £11.99 "
AVETITUTETS .....comescmnncend E15.99 Tebiay S £18.99 Sensible Soccer ...........c...... £15.99 | 25 11.30
Adr WATIOF . cs i icemiinniid B2V T EME 2, . oisienebisi e £09.99 Shadow of The Beast 3 ......£18.99
ST b R SO | S FLRERTIECLN £15.99 Kings qUest 5 .......ccccerveennas E25.00 SHUMHE. ........ooeeierremrmnrrrmsamsss £22 00 50 20,50
B17 Flying Fortress .............4£21.99 Knights of the Sky Special Forces ... R 7 I H
Bandit King ........cc...ccuive..s £15.99 Jaguar XJ220... ..o ... AT T R S £15.99 | 100 36.90
11 Sy T Ry £15.99 ]|r|1 PORET. ol e R 21599 SUPTEIMACY ....coisecsmsinisemsaress £10.99 | 200 68.95
Bonanza Bros ..........oeeimend A E B e i R R £9.99 Tennis Cup 2.......ccceevvmmmnnns £15.99 300 103.45
California Games 2 ............d £15.9F Knights of the Sky ............. £21.099 Thunderhawk.........c.coeeenn £12.99 DOUBLE SIDED, OUBLE DENSITY
BEATIEIE |3k o ki s s £07.99 Leisure Siut Larty 5 ..ooeenns 52299 Titus The FOX......ocouiiemensns .u-sw 500 167.50
Car Lewis Challenge.......... £15.99 Lineker Collection............... £13.99 The Manager ... 7.99 All Disks come With Labels P+P included
e T e AT B T e S B e - B eR A TRSE pe i Jc 1] o9 DISK BOXES
CIVIHRAION.. ... ..ccceeerassnsens £21.99 Links Bountiful.................... £13.99 Utopia Data Disk ..........ceeo. 209,90 i
C onﬁuﬁr of The Longbow.£21.99 Links Firestone.................... E1D.09 VIKNgs..........coresrssumsasssssmsand £1599 | 3.5 Inch 20 capacity 1.50 50p
Cool Croc Twins ............... £15.99 Lotus Turbo challenge 2....513.99 VIO ..cocooiiienansrmemasesiensns 21599 1 3 h 100 4.7 £1.00
C:l'ﬂ..d'}" 5] b1 [, DN ey £15.99 Lure of the Templress.. ....... £1990 Vveoom Data Disk ... £13.00 Sme capacltf 2
Cruise for a8 Comse............. £15.99 Max Compilation................. o b N £15.09 | 150 Capacity Posso 15.49 £2.00
Dark Queen of Krynn......... £20.99 Megalomania................... A I Ll R RO SRR (R £15.99 | 3.5 inch 250 Capacity 22.99 £3.00
DeatBbOngET 1oy sacsmsinssspaseas £12.99 MEBASPOME ......oiuoinsmivirensas £15.99
Dizzy's Excellent Adventures........ Monkey Island .......cccovmmne £15.99 BUDGET TITLES
............................................ £14.99 M::-Tjk:'v Island 2 .. 220 apg &7 00 ACCESSORIES P+P
D Generation ... S I s e e £1599 ATF2 EOT 00 red e et i Tl :
Frye i T TN R W L 1500 Mowmed B L2290 DISC....... DS99 .Z}d"cj _r"""'"_kfnfil I_jm"_ "t.i 9 'ud'l]ﬂ
L LR A N 51899 Pacific Islands ........coo......... £21.99 P16 PILO 407 g | Zydec Zy-Fi Speakers £33.99 £3.00
Dryna Blasters ........ccovnveemens £18.99 Parasol STars.....cccccemenres £15.99 FALCON ... 412,90 | Zydec Handy Scanner £92.99 4300
II:I:I..*:y L0 S TR R L ifé% glzllyer Eanaﬁgr ................... ﬂgg}} FALCON MISSION]T ........... 408 99 Zydec Virus Protector £5.99 25p
L, FoR S Sl e e M : olce Quest ... E FALCON MISSION 2 ....... AO899 e e : -
Espana Games "92............... £15.99 Populous 2........cc i £17.99 BUY ALL THREE ﬁif_a 1hin 'l:raf_kr. rball szz % J_"g s
EXICMMINALON . .c0u..ovoocsvecenaas 508,99 Pools of Darkness............... £20. 99 FALCON PACKS............. 4£25.99 | Alfa Data Crystal Trackerball £32.99 £2.00
F15 Strike Eagle 2................ 1599 Premiere .. .....ccocommrermmmiireons FINAL COMMAND.............. £05.99 | Alfa Data Megamouse £15.99 £1.50
Plre & Dok o oo cnserriminns £15.99 Prince of Persia. JUPITER MASTERDRIVE.....ED5.99 | , | le wiclock £21 9% £1.00
Flames of Freedom.... £14.99 Pro Tennis Tour 2 M4 SHERMAN .......ococoiniinas £05.99 1'.2 m.ﬂ‘! Lpgr:u " “ Ll i 2 ? i
Formula 1 Grand Prix A2199 PushioMer.......oivemmmenerns MYSTICAL ......oocociiiinsmisirannnd £07.99 14 Inch Monitor Stanc £9 5.” £1.50
G:Jhl.mh ................... &£15.99 Quest & Glory ...... F}ﬁgﬂ%}T‘E}(‘%&'{TﬂT ------- ﬂ'i% Mouse Pockets £1.45 25p
Guy 5py......... £17.99 Quest for Glory 2 t N COMBAT......807.99 | poyyse Mats £1.99 25
Head to Head. . 52199 Realms........... PANZA KICK BOXING .- £05.99 [ /245 "€ el i
Heimdall ....... 51399 Red Zone, STREETFIGHTER .......ccouuu.d Y G vamibeedin g B
Heart of China._ L SUPAFLEX ... ool E05.99 | Cleaning Kits &£1.45 25p
P+P On All Software Only £1.00
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DIZZY -
PRINCE OF THE YOLKFOLK -

Codemasters £7.99
heapos' favourite spherical star is back! Yes, the later puzzles are
Dizzy, the original budget-sized hero, returns
atest egg-tastic release from the Code-
masters' games factory. The story is fairly pre-
dictable but I'll run through it briefly for you any-
, just so that you know. Whilst out collecting
cherries for Grand Dizzy's surprise cherry pie, Dizzy
and Daisy stumble across a mysterious castle which
they both decide to explore. Then, tragedy. Daisy
pricks herself on a mystic spinning wheel and falls

similarly straightfor-
ward and you'll often
know where to use the
items you pick up
along the way without
any problem.
s for the ‘arcade’ part of the game, well, a few
of the locations require some frustratingly pixel-
perfect leaping and | can’t help thinking that the

game would have been slightly improved if jump-
ing was initiated by pressing fire instead of push-
ing up on the joystick. That's just a tiny niggle,

into a de leep sleep. Before
Dizzy has a chance to do anything
to help her, Roc rt the Troll
catches him and locks our young
riend in a dank, dark cave.

got quite a task on his

hands in this arcade adventure
{although the initial cave situa-
tion doesn’t exactly require a
lot of deep thought - what else
can you do when you're stuck in
one location behind a wooden
door with some leaves, a match
and bucket of water? It's obvi-
ous - just place the leaves in the
bucket and set fire to your bot-
tom, of course). The majority of

though, as most of the time the landscape is easi-
ly negotiated.

The Prince of the Yolkfolk is a pleasant enough
game with bold, colourful sprites and lovely colour-
ing-book backdrops. It sounds fairly nice, too, and
the whale game is generally fine in an unsurprising
way. | say unsurprising because this is a game that
does what it does well enough and leaves it at that.
You'll not find yourself astounded by the gameplay
nor too taxed with the puzzles and | doubt if it’ll
take you too long to finish it. If you do buy this
game then you'll definitely not be disappointed but
neither will it become one of your all-time favourite
games - you'll just think "Hmmm...this is fairly
nice.” Which, funnily enough, is what | did.

RATING: 70
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PICTIONARY
The Hit Squad £7.99

here are some things in life
I that puzzle me. Take the stuff
about the ‘birds and the
bees’, for instance. | haven't got a
clue what that's all about. And why
do people listen to all this so-called
‘Rave’ music? |'ve no idea. But the
thing that puzzles me the most is
this: Why on earth do software com-
panies insist on trying to convert
popular boardgames to home com-
puters? It's baffling to the point of
being incomprehensible!

Surely they realise that, faced
with a choice, most people would
choose to sit cross-legged on the
carpet playing on a real live board
with a group of drunken friends and
no-one paying much attention to
the proceedings. Now we all know
that computers are excellent things
that can provide the lone gamer
with many hours of entertainment
and excitement but, unfortunately,
they are rather crap at providing fun
for a group.

A boardgame conversion is
acceptable when the computer can
actually improve upon the basic
gameplay of the original. But apart
from providing an electronic friend
to play against, what enhancements

-Summey J @ [TYPE:PersonsPlace

’ T TME SHNs]s)

— —=— —

are possible with games like
Monopoly and Cluedo (to name but
two) beyond the computer dealing
a random set of cards and throwing
the dice for you, all of which are an
integral part of the game and tasks
Yyou can quite easily manage on your
own without any help from your
Amiga.

But, hey, all this is really besides
the point - we're here to take a look
at Pictionary (although | think that
the more perceptive among you
know what's coming). Why anybody
attempted this conversion in the
first place is beyond me. The anly
advantage the computer edition has
over the ordinary game is that it is
possible to play alone, something
the original was never designed for.

Assuming that you do have some
friends, though, the limitations of
the program soon become appar-
ent. The core of the program, the
drawing bit, is presented as sort of
poor man's Deluxe Paint and | can-
not think of anybody who'd rather
play Pictionary with a mouse when
itis far easier {(and more enjoyable)
to use the old fashioned pencil and
paper. Can't people just leave alone
good old traditional values and stop
trying to forcefeed all this technol-
ogy down our throats? Whatever
next - computerised origami?

RATING: 41%
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CITIZEN| PRINTERS .52 \NEW
3 RE E ! BUDGET 9ew PRINTER \ | c\-o

STARTER KIT 144 ces 80 coLumn T

ALL ¥OU MEED TO GET STARTED f‘“ﬂ” E’;ﬁ" - 9 i
WITH YOUR NEW CITIZEN PRINTER ¢44¢P3K _ 3 Hﬂqﬂf s
® 7 Metre Parallel Printer Cable Printer Buffe sk

: i e B / | Paralle! or Sarial Interface
® 31" Disk - Driver for Windows 3 = g i g Graphics Resolution: 240 x 240dpi
® 3¢ Disk - Amiga & ST Drivers ] ;

Epson and [BM Emulation
® 200 Sheets of Gontinwous Paper

- Pull tractor & boftom feed
& 100 Continuous Address Labels AMIGA PRINT MANAGER ® FREE Silica Printer Starfer Kit

CIIZEN {3,

® 5 Continuous Envelopes = “”ﬂﬂﬁﬁi&fﬂﬂﬁ; :m_ﬁ_nﬁ_n;r b
WORTH £20.38 |"=*" et " £'| 1 o4 e 21

WITH EVERY oty wioATH saw: 5109

; CITIZEN DOT MATRIX :Eﬁm £14.10 (SVAT-£135.15 ref- PRI2120 )  SWIGAPAIGE E115

PRINTER FROM SILICA |* fetonnamstadn e val - wswa)

& of £19.38 (£10 off ARF} 1o purchase. oW £ [T1 o FRPY i prchase (AL 48T, riaface as siandand || you mguire & sonal imaefacs nsead

please saie ral PAI 2125 when placing your omdar with Sikca

[Tm— Citigen 1200 prinier comes suppled with a FﬂrﬂlC‘J

NEW! Seaes
SWIFT 240w

MONDO PRINTER
(COLOUR OFTION AVAILABLE

SWIFT 240C

: * ; - :
& FREE COLOUR KIT] i . { Fiadt T R COLOUR PRINTER
s v L P ——— . I — . i A
300 ces 80 counn | 192 cps 80 coumn | 192 cps 136 colunn | 300 cps 80 coumn  SWIFT 240 MONO _
# Citizen Progol 8 - 8 pin - B0 column | & Cittran Swit 8- 9 pin - 80 coluwmn & Chizenr Swilf@x - 8 pin « 138 colum | « Ciizen Swill 2402400 - 24 pin - 80 column [ Je— — a2
® 300cps Oralt, Blcps NLO # 182cps Dval, d8cps NLODY & {92cps Dealf, d8cps NLOD » M0cpa 307 J.MDFGMH.MFD STARTER OIT . €38
#* 8K Printer Bulter + 3 Fonts » 8¥ Printer Buller + 3 Fonis & BK Prnler Buffer + 3 Fonts * 8K Frinfer - 4R F AT TETAL RACOE: E384
® Parailel Interisce ® Facaile! Iniertace ® Paraliel interiace g i i A oty M LI S8
¢ Graphics Resoiution: 240 x 240dp7 s Graphics Resoluion: 240 x 240dpi ® Graphics Resolsian: 240 x 24000 » Pamied Inlaface eethiansl ) e
® Epson and IBM Emuwanion ® Epson and (8M Emuistion ® Epgson and MBM Emuwarion » Gmphics Resciution: 360 x 360 dpd
* FAE i * FREE Covour Kit « Colour Option Availabie « Epson, MM, NEC P20 & CEL Ermaatons SWIFT 240C COLOUR
L] ® FREE Sikca Printer Starter Kt ® FREE Siica Printer Staier Kt - Prinfing Faciwy . =
» Aufo Saf Facity - B-disctional LF. PR o]
n L Auto Emulation Detaction SEAANER NOT.
» Command Vi IV Frort Conteol Pamal e
o Uit Chuist Mok - 4.5 S5(A) il
» Coif Prinfing Standard - St 400 —_
mm-}iwl-mm SAICA Y S5

4T (30400 sl PR 25T 4
ACCESSORIES )

SMEET FEEDERS
PRA 1R 1708 b ] L L e T T
PR 1315 THDT2NGE B W St ek

INKJET PRINTER NOTEBOOK PRINTE

NEW 4 | NEW SERIAL INTERFAC

» FREE Sikica Printar Staier K

ES i 1
- Low : T e [ e ew R B
! | N it : e
! 1N Gl DT M m_?m mmﬂ
LT RR ) I]I'I-Tl'!frii!xtpiﬂ! TP N s ey
[hs ) 131
- ACCESSORIES
STAND | piariss mat T
B (JDENSWRO  CR | P TISS i ey
PR T il B T | P I v G e 1D

AR IR T AT b ey

CITIZEN PRINTERS

il e

et Dy - AiryeRers in The LK maisland

360 crs 80coumn|64ces 80 coumn| FREE STARTER KIT

270 crs B coLumn | 192 cps 136 coLumn
Cilizen Swaft

+ Citizen Swaft 300 - 24 pin - A0 eolumn . My -2 pin- 138 soivenn | @ Citizen Projet - inkjer - B0 column || & Citizan PR Nalabook Friner Worth E20.38 - With Gtioos dek matris prirriers fram Silica
bk ¢ Ovaft, 72eps LD | o jo2cps Ovaht, B4cps NLO & S60cps Oraft, 120cps MLO ® Nor-impast Prinfing on Plain Paper
. Paale hievacs  # BLOFONS ® BK Panter Buffer + 4 Fanis » 50 Nozole Hond - Whisper Ousel 470804) | ® S3cps LO - 48 Buffer + 2 Fonls d gt s bt |
w Grapiics Resohion: 380 & 360 g = Pgralel infariace & B Printar Buffer » 3 Fonis ® Bear and Bodiom Papar Loading
+ Ensan MM & NEG F20 Emulaions ® Graphics Resoiulion; 460 x 36000 ® COphional HP Compatible Fonl cards | & Faabsl lniaracs WINDOWS 3.0
* Che ® Epson, IBM and NEC P8 Emuiation | » Pamaiel herfce & Graphics Resolution: 360 « 360dp) Free Windaws 3.0 driver with Starer kit
. B ® Colsur Option Avalabée ® Graphics Resolution: JO0xI00dm ® Epson, MW, NEC PE & Cliren Emuieton
- # FREE Sikca Printar Starer Kit & HP Deskial plus amalation & Fowassa From Mains, Baney o [ Adaplor FHEE
r . [ J— L LA ‘With ewery Prodon 3 and Gt 8
SLIEA &1 HILCA STARTER BT _E36 TOTAL WALUE: 1498 FOTAL WAL XIS
FETAL WEGE: 514 =SS K AV 126
SAVNGE EHE SIS PRCE 345 ANICA PRVCE- D199 Technical suppan helpling ogen Suring office hours
A ACE: i
T
% M A
/. irewioa MAIL ORDER: 1-4 The Mews, Hatherley Rd, Siﬂu, Kert, DA14 40X Tel: 0&1-309 1111
e Late

( SILICA SYSTEMS OFFER YOU | ﬁmﬁ_%qummw—m

en-Bal 0 30amE 00pe Fax b 078323 4737

® FREE OVERNIGHT DELIVERY: On all hardware arders shipped in the UK mainland, e eeet London. WA TAB T DTI-620 1284
® TEGHNICAL SUPPORT WELPLINE: Team oftctrical sxpers st your sance. e LONDDN SHOP: . o tiilges, s e, (udard Stect, Lo, WA 1B B Mie
L H: We normally maich compet#ors on 8 “Same product - Same price” 5. e e e et DTS 40X Tak BE1-302 2811
S AR R i (oS et S s o PO P, s o G S O O B

TLIRN W staff): Salid, refiable and profitable.
® BUSINESS + EDUCATION + GOVERNMENT: Volume discounts avallable 081-308 0888, — e — — — — — — — — — — ——
[ ﬁghﬁmﬁmuwjmm and training hummmg.r.ﬂ,mum apsﬁmF branchas [To: Silica Systems, ONEAM-1192-55, 1-4 The Mews, Hatherley Rd, Sidcup, Kent, DA14 -1[]}{_\-
. E: ANl of your requiremenits from ane supplier.
® FREE CATALOGUES: Will bé mailed 1o you with ofters + software and peripheral detais, [l PLEASE SEND A BROCHURE ON THE CITIZEN RANGE §
® PAYMENT: Major credit cards, cash, chegue or monthly fems.

Iinftiale: ........... Sumame: ..

Balore decide whan 10 buy your naw prinker, we suggest you Tink vary canafully about WHERE you e MraMissMs:
by it sidar what it will be like a lew mondhs afer you have made your purchase, when you may I 5 ;
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HEAD TO
HEAD
Domark £34.99

he ultimate confrontation, F-
I 19 versus MiG-29 SuperFul-
crum!” - that's what the blurb
says on the box so it must be true.
The box title is slightly misleading,
though - | thought you'd be able to
link the two games together some-
how and play at being pilots of the
different aircraft with a friend. Not
50, What we have here is a compi-
lation of two of the most respected
flight-sims in the genre.

First up, then, is MiG-29 Super-
fulcrum - the sequel to MiG 29. The
battleground is 'somewhere in mid-
South America’ with the player
involved in an attempt to overthrow

a military coup which has control of
some 20000-square kilometres. The
usual U.N. resolutions are passed
and a peacekeeping force is dis-
patched to ‘'kick ass’. Hooray! All this
is background information is, of
course, superficial really - what you
want to know is how easy is it to kill
things?

Well, luckily there seem to be only
a few option screens and if you wish
you can jump straight in at the deep
end and get into the air almost
immediately. The controls aren't
over-complex and within a few min-
utes you'll be flipping the aircraft all
over the shop. The landscape moves
guite smoothly, with an ‘interesting’
mountain effect rearing its head
now and again, and the external
views provided are comprehensive
to say the least,

Overall, MIG 29 Superfulcrum
provitles exactly what you'd expect
from a top flight-sim, with fast-mov-
ing, nicely-drawn graphics and
gameplay which, although not
exactly action-packed all of the time,
will surely satisfy most Amiga pilots.

Mext is F-19 Stealth Fighter, a sim
based around the now infamous
super-sexy bomber that did won-
ders for ‘our boys® in the Gulf War.
Originally released to high praise the
game still proves ta be just as excit-
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ing as any ‘modern’ sim, with
options galore and external views a-
plenty. Everything seems to be in
order in the graphics, sonics and
gameplay departments and the
whole package hangs together
superbly. The manual provides you
with all the necessary info regard-
ing the numerous scenarios and tac-
tics required to successfully fly the
world's most expensive aircraft. Pos-
sibly the stronger of the two flight
simulations bundled together in this
compilation, F-19 provides action
most of the way through.

All-in-al, both F-19 and MiG 29M
are high-class games. The only slight
problem | have with them is that
they aren’t as instantly accessible as
my personal favourite Knights Of
The Sky was (although it's a little
unfair of me to compare these two
games to the World War 1 sim). If
modern day aircraft warfare is what
you're after (and you haven’t got
either of these games) then | can't
see that you can go far wrong with
Head To Head.
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TRIVIAL
PURSUIT
The Hit Squad £7.99

t's just my bloody luck, isn't it?
IDo | live on Board Game Avenue

or something? First | get Pic-
tionary to review and now Trivial
Pursuit. This isn't necessarily a bad
thing, though, as both games are a
different type of conversion and Triv
serves to prove my point that
boardgames can be converted well
when there are obvious ways in
which the computer can enhance on
or improve upon the ariginal.

Triv was a boardgame phe-
nomenon when released upon the
unsuspecting public in the early
eighties. Within a few years every
self-respecting party host would
possess such a game for those
moments when the conversation
began to run dry. The short phrase
“Game of Triv, anyone?" would
inject a new lease of life into a flag-
ging dinner party and within sec-
onds of the offer people would be
dividing themselves into teams,
forming new alliances and trying to

team up with the attractive girlie

in a vain attempt to impress her
with a fantastic display of gen-

vou square

eral knowledge and subsequently
receive a free snog,

The guestions, as related via the
animated cutesy quizmaster TP, vary
from the traditional text-based ones
to more elaborate graphics- and
sound-related posers, i.e “Which film
starts with this piece uf music; Dum
dummmmm dummmm, da darr,
dum dum dum, etc.” Although ini-
tially amusing, the time TP takes to
traverse the rooms to put on his
stereo and all that soon becomes a
bore and the option to turn him off
is welcome, The game does look and
sound somewhat dated now, but if
you can live with the rather duff
graphics and presentation they
shouldn’t detract from the basic
gameplay - after all Triv is Triv no
matter how it looks.

As | mentioned earlier, games
such as Pictionary offer nothing new
in their electranic form but Trivial
Pursuit has a very strong case for
conversion. Questions can be posed
using graphics or sound - something
that is impossible with a set of dog-
eared cards. Triv is not necessarily an
improvement on the original but a
step in a different direction, nearly
- but not quite - as good as the
boardgame,

RATING: 67%
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SUPER
MONACO
GRAND PRIX
Kot £2.99

MGP is the official conversion
of the Sega coin-op of the
same name, with a few minor
changes. The arcade machine con-
tained only one course (which is
quite limiting) and, understandably,
the conversion team decided to
beef-up the computer version and
chuck in an extra three tracks, with
access to Monaco only granted
when successful qualification from
the previous tracks is achieved.

The game is a sprite-based racer
with fast-moving and sufficiently
smooth-scrolling graphics streaking
past at an impressive rate of knots.

The car has three sensitivity options,
so there should be a control system
that ‘feels right’ for just about any
armchair Mansell. 5teering is, ini
tially, quite tricky and it soon
becomes obvious that -the only
chance of making it to Monaco is to
learn each course. If Super Monaco
does have a fault it's that it's very

unforgiving - take one bend too fast
and it's ogling at the attractive lady
in the swimsuit on the ‘Game Over’
screen for you, my boy. With a lit
tle care and loving, though, the car
can be goaded around the track as
if it were on rails.

As you play, a limit is set on the
position you can fall back to in the
race and once this is broken the race
is over. This placing is adjusted dur-
ing the race according to how
you're doing so if you zoom off
right at the start, the chances are
you'll be trying to avoid slipping
down to third place before too long.
So a tiny hint of strategy is called for
and it is best to pace yourself early
on with a beady eye fixed on the
rear-view mirror

Although it's certainly not the
best sprite-racer around {and its age
is beginning to show a little now), it
really is blummin’ great fun and pro
vides quite a long-term challenge. |
really do like this game - | always
have done - and at this price you'd
need to be completely off your so
called trolley to let this purchasing
cpportunity by and miss your
chance of owning one of the finer
racing games for the Amiga.

RATING: B5%
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continued...
BART SIMPSON VS THE SPACE MUTANTS

and their quest to take over the planet. Only Bart is aware of this
cunning plan and so he takes it upon himself to save the planet and
generally become the hero. Why he can be bothered with all this
when he never even does his homework is not explained so it's prob-
ably best if we don't ponder upon this point for too long and move
on swiftly to the basic gameplay and all that sort of stuff.

As Bart, the player is guided through a series of platform-strewn
levels, with a set task to achieve on each before progress to the next
is allowed. On the first level, for instance, Bart has to change the
colour of any purple objects (this is exactly the type of thing which
the Space Mutants need to take control of the planet, you seej and
this can be achieved by covering them up, respraying them or all man-
ner of other tricks which become apparent during the game.

Although initially doing a damn good impersonation of a creaky
ald 8-bit game, subtleties are soon revealed and little touches (like
the ‘They Live'-type X-ray specs used to detect disguised aliens) make
the game slightly mare invelving to play. As you can see, the graph-
ics aren’t exactly award-winning by any means but they do bear a
good resemblance to all the gang and the bright, bold visuals give
the game a 'cheery’ feel. The gameplay itself is a touch linear for my
liking, not really offering anything new or original enough to take
people by surprise but just plodding along, content to remain fairly
average.

Overall the game isn't really substantial enough to warrant its orig-
inal pricetag but at its new budget price The Simpsons is a worthy
purchase if you're a fan of the cartoon family or fancy a no-frills, mild-
ly-entertaining platform romp.

RATING: 65%
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MONITOR FOR THE

® OFFICIAL UK PRODUCT

® 1 YEAR ON-SITE WARRANTY

® FAEE! LOTUS TURBO
CHALLENGE 2 SOFTWARE

& RESOLUTION: 600x285

® HORIZONTAL FREQ: 15.6KHz

e 42mm DOT PITCH

© STEREQ AUDIO SPEAKERS

® EARPHONE SOCKET

o TTL-DIGITAL & RGB-ANALOG
COMPUTER INPUT SIGNAL

® CVBS VIDED INPUT SIGNAL
& DARK GLASS SCREEN

& GREEN SWITCH TO
SIMULATE MONQ DISPLAY

& AMIGA, 5T, PC COMPATIBLE

« CABLE REQUIRED
See Accessones below

If you are currently

THE COMPETITION

WIN A DAY FOR 2 AT THE
1993 BRITISH GRAND PRIX
tunnels; twist kog-strewn Tracks; Imagine grandstand seats at the most acclaimed
wms:nﬂnﬁm.mMm mlg.ﬂmFmtﬁI%H%mﬁm
packed lest of skill and spead - rix, Philige will fiy you a friend
cmmuumﬂl'n : Wmﬂm'ammmmuun
famous Formu personality at a celebrity
FINAL CHALLENGE EXCHANGE | rcgpion. It then tims Io take your grandsiand
Tatn mﬂ‘:‘ ;ﬂmLﬁﬂ seals for the moming's practics. A delicious 4
can retum the Free copy from your course lunch follows; then it's back to your seats

niww monitar and, for st €5, Philips for the Grand Prix itsell. »

will exchange It for *Lotus - The Final It's all part of an exciting first prize package in the
Challenge”. You can use this new | Turbo Challenge Cormpatition. And, if you don't
software 1o design and creste your | get the chequered flag, there are 40 runnes-up

%SPHlLlPS 8833 mk
7 14" COLOUR MONITOR

G VKT

USING A TV?

Switch to a monitor and
SEE WHAT YOU'RE MISSING!

AMIGA

AND ATARI ST

R8O
ENGE 2

our, MONIC e

ek MONEEES

using your Amiga or ST

with a domestic television set,
then you are missing out on picture quality.

Unfortunately, because your TV i used 1o raceiving infarior UHF
ransmissions from the airwaves, it only has a UHF sockel. S0,
your computer has to downgrade its high quality digital RGE (Fed,
Green, Blue) signal 1o UHF to enable your TV to receive it
However, because your TV can only display using AGE, it has fo
conver the UHF signal back to AGE before it can put a piciure on
the screen. OF coursa, every fime you comver from one signal to
another, there is a loss of quality which means that the final piciura
an the TV is not as good as the original signal from your computer
You can overcome this with & maoniter, which has an RGE sockst,
not UHF. Your computer will recognise this, and send its original
RGE signal to the monltor which will display the image directty to
the screan with no (05 of quality.

The Phiips 8833 is the best selling
Commadore Amiga and Atari
excallent colour graphics and has sterec audio speakers for
enhanced slereo output from the Amiga and ST-E. The
parormance and reliabdity of the 8833 is excaptional, which is wiy
we are confident to offer 12 months ON-SITE warranty with evary
Priips 8833 monitor. Plus, every BB33 from Silica comes with
FREE Lotus Turbo Challenga 2 software, all for only £198 inc VAT,

colour monitor Tor the
5T. kdeal for game playing, it offers

veny own racing circults. prizes of Feman Tesiarossa remabe controd cars.
RECOMMENDED! A cc Ess O RI Es Al of the accessories below CABLE - £9.85
are suitable for use with the | you will need & cable 1o conrect the Philps:
?)r FrIEXimum umd Lotus Philips 8833 Colour Monitor | 8833 o 14;::;::: Fﬂhm n
H:mm?':mHm I N T B mih'—uﬂun;mw.
i QR e TILT & SWIVEL wi il you 8 £S5 ciscount so you ﬁ
¥ s - only £9.05 e wr. Mlake sure you onder

MONITOR STATION

B - £n.95%

GCAB 5510 - ST-E STEREQ
GAB 5508 - ST-FM MOND SOUND
CAB 5050 - AMIGA STEREQ SOUND

“[HIL-TECH GRIPPA

SOMPUTER CLEANING £1 9'95] 5 EDQF*: QH%U%

O, 1307

[AND VACUUM KIT

IIP ST PRD
£12.95

T ——— T

SAVE £5!

ALL PRICES INCLUDE VAT AND FREE DELIVERY IN THE UK MAINLAND

Which computer(s), if anmy, do you OWn? ...

EADH - Advarieed prices and speclications

rarg chang - Plaass relus

" Boees MAIL ORDER; 14 The Mews, Hatherey Rd, Sidcup, Kent, DA14 40X Tel: 081-300 1111
SILICA SYSTEMS OFFER YOU e e F T80 1
LOMDON S[mlr HanE L 52 Tottenham Eugniwhf#mmn, W1P OBA "ﬁt Fﬂ-ﬁg
Cpening o Oparing ar Mo O3
® FREE OVERNIGHT DELIVERY: On all hardware orders shippad in the UK mainkand.
@ TECHNICAL SUPPORT HELPLINE: Team of technical experts al your service. LOMDON SHOP: i IGUES,  poc Orford Street, London, W1A 143 TaL 371500 1
: Esrfﬁﬂusprﬁ'g' 1'::BYEAR5: nl;.“n?tamrn mcr:rdmhaprmesamaiwr;onnﬂ aﬂpﬁ ' sipcup sm Mon-Sat B 14 The Mo, Wﬂ Em’? l:m?t, il Eﬂﬁwm}
® 12 MILLION TURNOVER (with 50 staff): Sokd, reliable and profitable. bl e | Dumvs. 3o Might: Fridey - 7pm o7 )
® BUSINESS + EDUCATION + GOVERNMENT: Volume discounts avelabla D&1-308 DBSE. [— — e — ——— — — —_——— — — ._.,\\
: ?H?fﬁff‘;ﬁbwr:ﬁ” nﬁgﬂﬁﬁﬁﬂﬂ;ﬂ%ﬁ“ﬂ &pa'_-‘ﬂvhm!- To: Silica Systems, ONEAM-1192-01, 1-4 The Mews, Hatherley Ad, Sidcup, Kent, DA14 40X
- mEn BLIPHIET.
A A AT Ty L SOPR I pLEASE SEND INFORMATION ON PHILIPS MONITORS
& FREE CATALOGUES: Whbemaked o youh o M PLEASE SEND INFORMATION ON PHILIPS MONITORS §
Balona you decide whan 1o buy your Péw Monilor, we suggest think very carefully aoout WHERE f : 2 o 5
you by i, Consider what & il be like & few monifis after you B R ] | MeMtrotisae: ... N - cms S o
r\sql.-rnnddﬁmﬂl:-anp}mhwmam.wwpmmmwumwm.w.mum "
company you buy from coniact you with details of new products? At Silica Sysloms, we ensure that you Company Name [if appBeabla)l ..o i
will hava nothing o worry sbout W have been astablished & almost 14 years ard, with our univaked l
amwwm.nmnmwmmwm“mm'mumﬁﬁmman F 15| 1 ———————— PR SESSE
mmmmmnmu.ﬂmﬂm1mrm=mrmmq.cnmplmumdmmnﬂwnmp¢ﬁWWuur
\aitest FREE liberature and begin 1o experience the “Siica Sysiems Sarvica”, 1 .................................
[ ess ) MAIL ORDER HOTLINE S'L'CA -------- -, Postooda:
..I:"II '__:- I"'-_. 081 .309 1111 SYSTEMS | Tel (Homa) - Tl (Woekl: ...
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OFTWARE CITY

P.O. BOX NO.888 Wolverhampton WV1 1TP
CALL US ON : 24 HOUR CREDIT CARD HOTLINE 0902 25304

VISA
B iccisiered Office: LA, Software Limited 2nd Floor Offices Hampton Walk Queens Street Wolverhampton WY1 1TQ

AMIGA COMPILATIONS

Ist Dvision Manager

Addums Family .,

Advanced Fruil Machine.............
Airbucks ...
Air Support ..
Alien Breed ......
Another ‘Pwrld

Apidya ....... I

Arcade Fruit '-!I.n.lun-:l '\w.r 1.99
Amhem (C.C5.) ... 1394
Amie.......... 1'\L\II . 7.94
Ashes of The E I:"I'Ij'!IIIL 2494

Badlands...... (New Price)..oo.
Bane of The Cosmic Forge
Bard's Tale........
Bard's Tale ' Iniul.jl'\utuj
Battlechess.._......

Banle lsle ........
Banle Isle Data Disl e 13,99
Banle of Britain (Their 1'|1|=:x1 ||l.:-||.| | .

= s 1)
ANEW) w2150
LA New) 7.99

Birds of P‘r-.x R e
Black Crypt ..........._..
Blade Warmior........(New)
Blood Money........
Brdge Player 2150
Bubble Bobble.......
California Crames
California Games 2
Captain Dynameo. ...

I.- I'II I AWIS [’1||..1|.|.|.':||.p|.'.. (e——

Castles .. RPRLMESS 1 | gL,
Championship ‘dalug»r
Che -

Guerilla in Bolivia (C.C.5.]..

Chuckie Egg | o 1
f_|'\.|||~.|||n|1
C.1 In the U.5.A

Conflict in The Middle East.

Cover Girl Poker ...
LBy T R
Crary Camd ......oovoimimiianin
Cricket Captain.
Cruise For a Corpse...
Cyberblast ..........(New).
[ Generation ...

A7.99
17.99
1964
13.99
17.99
Daley T |'IL:-I'I||'IHI.‘JL\ {]:'q.lr'lpu Ya |'I..iu..]lL.L"

2 6ig
i];,\rh '_:JI,IL'I_'H 11r' Kr}-un AT e 3: 0
Death Knights Of Hr:.-nn 21.50

Deluxe Sinp Poker 2.
(1Meg) (SPOfer) ... -
ek Tracy ‘sAdventure {New) .21.50
Dazzy Panic .. LA Mew)
Dizzy Prince of The Yolk fol
SRS || | .
Digrjor Diany ANew),,..
Double Dragon | or 2.
Dungeon Master/
Chaos Sinkes Back ...
Dynablasters .........
Eco Cuest ... (New).
Emlyn Hughes Int Soccer
weene| Mew Frice)

Epic

Europcan 'Hup-.l L -..5- e, A
1Sp Ofer] cucecemsenn. b.949
Exile.....(Special (MTer). b9y

Exodus 3000 ........
F15 Sinke Eagle
Fl6 Combsart Pilaot ..

(Mew)... !
1 meg) 2

F149 Stealth Fighter 21.50
Falcon .........{MNew P 14,949
Faleon II]|1 L:1|,|r||ur"|11|k|.- i Dara Disk)d

Final Whistle .

Fire & Ice ...........

Fireforce..

Fi ||$|'|I of the |:|II||.u|-.
I'\rﬂl"rll,:-'l ey

:'\e“l

wee 14,99
Flowar 13 21.50
Football Director 2 (New Price).9.99
Formula 1 Grand Prix ( Microprose ).,
24,99
. 17.99
7.99

Fronthne (C.C.5.)0. i

Fun Schoal 2(Ub or 6-3 o B+]...

Fun School 4 (U5 or 5-7 or 7-11
| .l ‘||l.|

Ciames F..-\.I.l'lunu 7 A
L pe i ]

Gateway

Gauntler 2
Gilobal Effect .
Gobliins ..........
[ - EEE
Golden Axe ..
Giraeme Soune

AMIG,

Graham Taylors Soccer...........17.
Grand Prix {Microprose) ...........2

Giuy Spy .

Hagar The Horrible (New) ..

Hand of 5t James ,
Harlequin

Harpoon Version 1.21.......

|\eub A

Harpoon Battleset 3ord ...

Hu.m dall ..

Hero QUL\I Data Disc ....

Heros OF The Lanc
I‘IIII
Huook -y,
Humans.....

lum Bothams Cricket ........

Imperium .............

Inchana Jones L t‘-l C Tus3 Il.h.

AMew),

, - EEE

I\E“' R .._

Intermational championship "\I:hll. I.|..-1

Intemnaticnal

International bpuﬂk Lhullxnp.
Ishar Legend of The Fortress ....2

Italia 195K,
Ttaly 1000 {Kixx).

Tack Micklaus € Jolfi Mew Price) ...
Jack Micklaus Unlimited Courses |
A 1 meg 12150
Jack Nicklaus Unlimited {hp Art ..

L1099

J.JLL '\l-_khm ‘nl.rl]
James Pond....
Timmy Whine's

John Bames' Socce

7.99

u-r 4 -.'-r ﬁ

| g

John Madden's Amercan Ilh.:-||1I“. =

Jomes In The Fast L
Kniser ...

Kick OFfF 2 {1 Meg)...o..
smamnaniiad Bpcial (Ffer)..
Kick OfF 2 Giants of Europe
Kick Off 2 Winning Tactics .
Kick Off 2 Returmn To Europe .
Kick Off 2 The Final Whistle,.

Kind words 3
Kings Quest 5 .....
Knightmare + Hint
Knights of the Sky
Eowik Snax..

Lepend + Hint Book. 2
Leisure Suit Larry 5
Lenymings.....arn
|.{11||11||1y. Dana Disc

ane(New) ...

17.99
24.99

IMew)..... 17.94

Fhs-nL

Links (requires Hard |}|-u []:nl.

Links Firestone (HD)(New)

L |l.|:-r"s-c'u|!

Lombard R.A.C ' Rally ...
Lords of Chaos (Special Offer).

Lotus Espint...

Lotus Espint ° Turbo {.|'IJ.||':'[IJ__1. 2
Lure of the Temptress ... .........
l'nnk Platoon.

M.1.
Magic Land Dizry
Man United...........

Man United Europe .

The Manager ...
Manic MineriNe

Match of The Day ........ i

M-q;ill'urlu.'u
Megatraveller 2 ...
Microprose Golf ..

MIdnight Resistance.

Monkey lsland 2 {Le
Revenge) .......

Multi Pl aver ﬁmur "'\"l g r -

Myth

Wire

New Zealand Story,

Nightbreed { Arcac
: ol New

Mo Greater € Glary .

MNorth and South .,

I NeEw L.........,_.'-!-J '-.l‘?
L1299
17,949
'I l._ri;
R
99
] .54
21.50

Chucks

[ T T 700
(Mew) 24,00
1.4

GAMES

Nova 9. . (New)........24.99
Oh No More ].mnuml_-.l:':nl‘md

AJum.J L1799

. 4,94

PG.A nlmnraf)l.lx E
PG.A. Golf + Courses Disc
Pacific Islands ...
Paperboy.... -
Puperboy 2 l"iprl.lal iwﬁl‘l i
Purusol Stars ... St
Finball Dreams........ ke I |
Plan % Outer Hp.u-.["-ru-] po— X
Police Quest 3 . oL
Pool of Darkness
Populous........
Populous | "i||||{ |I:.
I’upuluux Editog......coe..
Populous Mew ‘-\-mld* i
Populous 2 (1/2 or | :my
Powermonger ... H '
Powermonger Data Disc ...........
Pro Tennis Tour..
Pro Tennis Toar 3
[‘|1.sju|.'| X
Puzznic........
R-Type..ccove.
Railroad Tycoon
kili!lhll‘h’ E\Iill!l].‘h y
Red Fone ovvvonvans
Rick Dungerous 2 o
.| Specia 10MTer)
Ruk\ ‘-"«'u-cxla fiFll
Robocod |
I-‘.nhm?ﬂ —_—
Rughy “achNew Price).
Secrer OF "A."|1||'|h._\. lzland ..
Secret OF Monkey Island 2......
(1 ML' I "'5'4‘:"
T.940

Sen
Sy |'|t||ur (rl.n.'\. to Hollywood ... 7.99
Sevmour Saves The Planet.{ New)7.99
Shoot 'Em Up Construction Kit....9.99
Silent Service 2 .. eereremienes 4 GR

Silly Puny . . (MNewl... 7.99
Sim City / Populous .......... 1.50
Sim City Architecture | S— ]
Sim City Architecture 2 .............1 1949
Slightly Magic ......(New)............ 7949
Sly Spy....... (New Price) 1.99
Soccer Pinball.. e
‘rp.l.u.f.l'uwul.h. s T

1.99

Spike In rr.am'.l'-.mll

St Dragon ... 1.99
S |J:|m,|udn:l{'.t‘ g} 17.949
Steel Empire........... 150
Steg 1.9

Mt‘li le\ 3|1m:-Lu 9
Stnker Managen New Price).......A
Stunt Car Racer ... ‘
Super Cars ...
Super Car 2 ...
§u|n.'r Off Road Racer .
Super Tetris ...........
Switchblade2
Team ‘nuukl
Teen: [T !l.|1l|.|. w.l"‘\petli! “ITEI:I
[ennis C up
Terminator 2 .......
Test Dinive "[HpetLaI{ e
letris ... Special (ifer)...
Tl o esisiemenmsisa (VEW) ...
Titus The Fox .........
lop Wrestling . ['\ru!
Total Recall .
Tracksuit "r'l.m.n_-.r.
TI..ﬂJI_IL

Treble L |1 |1|:||1||||n1 Ne“ PIII:E_I ....."'-.':P's"
Trivial Pursuil.. it

Turbo Chitrun .

Turrican L or 2 ......
TV Spons F “ootball{Not +
Compatible)..
Ugh..ccorne
Ultima 6.
Ulimate {|1lll: i
Utospia & U 1l.:l|'l|.1 New
~(Mew)......
(Mew)

[New] R A

Vikings........
Vrsom ...

Vroom Data Disk ..INIE“‘I....
Valcan (C.C.5.)...
WWEF I\:'IN\‘IIlIIL_
Warriors of I:{-;-l..-xm. I\E'Hr}
Wing Commander {New)...
Wings Of fury...

Winning TACHES ..cvnvens
Winter I‘s.l.u:-q:: hpﬂrlt 19492

WIJL|L| an
World h.J.lTmemhlp I.inuru__
Manager .. 194
World C |J'-n |J:.:3I.1LI'|.'!A'.JI.III.1 I,L.|.J.7
|"|:||1|-;1|1} .
World C |.|~\.\ Ru |'|'\.
A Special Offer)

World CHCKEL -.........oorvsverarennse 1.99
World Rugby ....coooniiinian 7.99
R L e e 17.99

HINTBOHYKS
Bard's Tale 1 or 2003 ... 500
Eye of The Beholder... 7959
Eve of The Beholder .. LB 0g

Kings Quest 1 or 2 or 3 {1r-l or 5.8.99

LA TT1 T T . . |
Leisune Suit Larry | or 20r 3 595
IIJH"I'l .qr".:l

Might & MJLh i

ADDICTED TO FUN
Bubble Bobble, Rainbow Islands &

New Zealand Story.
£13.99 (NOT AS00+)

AIR AND SEA SUPREMACY |

Silent Service, Gunship, Wings,
Carrier Command & P47
Thunderbalt

£21.50

BOARD GENIUS

Scrabble Deluxe, Deluxe Monopoly,

Risk & Cluedo Master Delective
£21.50

DIZZY COLLECTION
Fast Food, Kwik Snax, Magicland
Dvizzy, Famasy World Dizzy
& Treasure lsland Dizzy.

£17.99

DIZZY'S EXCELLENT
ADVENTURE

Spellbownd Dirzy, Bubble Dazey, Diezy Prince

of the Yolk Folk, Panic Dizzy & Kwik Snax
£17.99

FOOTBALL CRAZY
Kick Off 2, World Cup, Final Whistle
& Player Manager

Monkey Island .. £17.99

"|."|11|1Lr-}' Igland 2 .o =2 -

Secret of The Silver Blades .........7.99 GRANDSTAND

Space Quest l or 20r 3.0 899 World Class Leaderboard, Pro Tennis
Ultima 5 or 6., e Tour, Gazza's Super Soccer &
Lltima 7 i ﬂ Q9 Continental {_"in;_'u-,

Ultirma L |1|,I..'r|.\.||r|4! ... 395 SP!.‘{‘iﬂl Offer £12.99

3.5" Double Sided, Double | .- 0.3 MEGA SPORTS
Density With Labels:- 25 12.50 Summier Games 1& 2, Winter Games,

) Plece 3.5 Dhac Box. ...
B0 Piece 3.5 Disc Box .
I X Piece 3.5 Dhsc Box ...
MOLUSE MAT .
AMIGA A5 DUST COVER .......9.
AMIGA A6 DUST COVER |
AMIGA 172 MEG
WITH OR WITHOUT CLOKC K

Games Summer Edition & California Games

£17.99

SOCCER COMPILATION

Kick CIf2 World Cup, Gazza 2, Microprose

Soccer &Emlyn Hughes. Int. Soccer

£17.99

ORDER FORM AND INFORMATION

All orders sent FIRST CLASS subject to availability. Just fill in the coupon and send

it to SOFTWARE CITY.RO. Box 888 Wolverhampton, WY1 ITP
ORDER FORM

[0 15 e —

POSTCODE T[' L NO:

Name of Game Computer Value
[Puostage
TOTAL

POSTAGE RATES: Please ndd S0p for post & packing on all orders under £3
EEC coummies add £1 per item.MNon EEC countries add £4 Per liem

PAYING BY CHEQUE
Credit Card Type

Card No. .. icianicaniian
TS 1T .

Dane

SLUROPEAN ORDE
IUROCARDS ACCEFTED

Chegues payable o Software City

Expiry Dute
THO 11/92
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wonderful, wonderful life...
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Previews

Brrrr! It's getting dark earlier and that traditional English chill is creeping back into the

. L N . L . et e i ST,

*  air. It can only be November, month of pre-Christmas excitement and the software

J houses’ annual rush to get their festive biggies finished in time. So, while everyone else
beetles round like a maniac, why not relax and take a few minutes to peruse some of
the goodies coming your way over the next few months. No need to run and hide, it's a

CREATURES Thalamus

aving whipped up a storm on the Commaodore 64 (remember
chuse?] in 1990 with a rather impressive nine months in the Top

20, Thalamus' entry into the increasingly-turbulent platform game
arena is at last nearing completion on the Amiga. In Clyde Radcliffe Exter-
minates All The Unfriendly Earth-ridden Slime (CREATURES is an acronym,
you see), the player IS the super-cute Clyde, whose job it is to rescue a
race of fuzzy-wuzzy aliens who have crash-landed on a remote island on
Earth, and now risk horrible torture and death at the hands of its nasty
inhabitants.

What follows is six stages of horizontally-scrolling platform fun (or so
we're promised), interspersed by three special torture screens, each one a
puzzle that involves the
player setting off a Mouse-
trap-style chain reaction to
free a captured creature
from being butchered by a
chainsaw-weilding baddy.
As he does so, Clyde's only
weapon is his atrocious bad
breath, which is so bad it
shoots out a jet of fire (who
writes this stuff?), but he
can power himself up by
collecting MPCs (Magic Potion Creatures) from around the levels and cash-
ing them in at the buxom witch’s end-of-level hut.

Converted from the C64 original by ex-Psygnosis coder Wayne Smith-
son (he of Baal and Ork fame), CREATURES is expected on Amiga next
month. And we're promised that the sequel, subtitled Clyde Radcliffe
In Torture Trouble and currently topping the B-bit charts, will follow
very shortly after, perhaps even before the end of the year.
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REACH FOR THE
SKIES Virgin

CLWUE

TR

T

Th demise of Mirrorsoft last year led to
countless games falling by the wayside
mid-development - some got picked up by
other software houses, others are still stranded
in programming Hell. Rowan Software’'s Reach
for the Skies is one of the lucky ones, having
found a new home at Virgin and at long last set
for release this Autumn. It's hardly surprising that
the long-awaited aerial combat simulation based
around the Battle of Britain has been in devel-
opment for almost as long as anyone here can
remember.

The game’s promising to be a histerically accu-
rate portrayal of the Battle of Britain and the
campaigns leading up to it - the dates of battles
are all correct, and the dogfighting tactics
employed by the German fighters have been
modelled on the real thing too. Players can go
all-out for action as a pilot or sit back and play a
strategic role as controller, organising an entire
campaign including the production and distribu-
tion of aircraft. Those who crave a mega chal-
lenge can do both, making tactical decisions on
the ground then flying the missions that will
bring your plans into effect.

Aside from the usual, Reach for the Skies has
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HISTORYLINE
,_1914-1918 Blue Byte

1 the Second World War to the First, with a game that should
Il bring a smile to the face of any Battle Isle fans out there. After
~ the not inconsiderable (and, let's face it, somewhat surprising)
 success of Blue Byte's futuristic strategy epic, the German develop-
ment team has taken the same formula and applied it to a detailed
strategic reconstruction of The War To End All Wars. The new setting
has meant a lot more work for the designers, who have had to feed

_ in a tremendous amount of technical and historical research data - rel-
ative size of forces,
~when  equipment
became  available
_etc. The result, it is
hoped, will be a
Strategy Game To
End All Strategy
Games, and one that

~ should be particular-

a couple of nice touches that should help lift it
above the current pack of historical sims. Players
can fly either for the British or Germans, which
should make for two very different games (the
British role is fighter defence, while the Germans
must try to bomb as much English soil as possi-
ble) and - an interesting one this - you can ‘jump’
from plane to plane in the heat of the action, tak-
ing controls of any aircraft at any time with just
the press of a key. Will it work? Can Rowan, who
did such good work on Falcon and Flight of the
Intruder, keep enough planes in the air at a fast
enough speed to recreate the Battle of Britain real-
istically? Will Shane finally discover the identity of
his real father? All this and more... next issue.

ly welcomed by
hard-core wargame
purists.

The main thrust
of the game is
played out on the
split-screen hexagon
board that all Battle
Isle fans have come to know and love, while individuai battles are
played out in swish graphical interludes which, we're told, use the
same advanced 3D sprite-scaling technigues used by the likes of Wing

 Commander. Air, land and sea forces (over fifty types of vehicle and
armoured unit) are all the player's disposal, with varying terrain and
 weather conditions doing their bit to hamper each side's progress.

The ten-man Blue Byte team has been working on Historyline for
the last year and, we must admit, it's very sporting of the Germans
to go to all this effort to reconstruct a war that they eventually lost.
Perhaps the series should be taken to its logical cohclusion with a
football simulation called Historyline 1966. Now that WOULD be
worth waiting for...

SN-F 1A 3 Hd
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PRE
Titles marked * are not
Hease send cheque/PO/Access

Dept THO11, Trybri

£5.00 and Europe add £1.00 per item.

available Mail order only. Telephone or¢

Jsa No. and

el

e Ltd., 10, Tinkler Side, B

er when ordering. P&EP

Elsewbere (_:fwtsv add £2.00 per
ers: mon-Fri 9am- 5

o

sildon
inc. U

T,

IIER MAIL ORDER

yet available and will be sent on day n_{
expiry date (Cheques & PO's paya

RS ——

release.
hle to Premier Mail Order)

ex. SS14 1LE.

on orders over £5.00. Less than
- item _for Airmail. These offers are
turday 10am-4pm.

Fax orders : 0268 590076, Tel Orders ; 0268 - 590766 Next Day Service available ring for details

4 Whesal Drive (1 mig)......
1/2 Mag Upgrade ...

112 Meg Upgrade with clock
3D Construction KT .

2 Hot To Handle

Aan 3"

Arsenal FC*°

Ashes of Empire

Awand Winnars

Addams Family

AirBus .

Air Duel®

Air Land Saa

Al Suppor

Anered Beast

Azsaull on ACaraz

AMDS

AMOS 3D

AMDS Compilar

Analher World

Arkaniod 2 =47 g
B 17 Flying Fortress {1 meg) °
Batman the Caped Crusader
Balman The Movia

Baitle Chess 2

h Vollay

Board Garus.....
Birds OF Pray {1 Mag)
Biack Grypt (1 Meg)
Bluas Brathars
Bonanza Bros .

40 Bauing

Bubbla Bobiple

Budokan

Cabal ...

Campaign *

Casiles (1 Mag)

Chase HO.

Capcom Colaction
California Games

Califorria Games 2 ...

Carl Lewis Challenge *
Cavadar .
Cadawer Data Disc
Carlungn ... 2
Championship Manager (1Mag)
Chaos Engine

Chuck Rock 2 ° .

Civilisation (1 Meg)

CGonan Tha Cemmerian®
Gontinental Cincus .
CoolCroc Twins...

Cover Action (1 Meg)
Crazy Cars 3

Grickat 1 mag i

Cursa of Azura Bonds [1 Mag)
Cyberbal

Dasey Thompson Ghallenge
Dark Sun : Shattered Lands®
Deathbringer e
Daath Knights Of Krynn [1 meg)
Demonsgate ” ...
Disney Animaton.......
Dizzy Callection

Double Dragon

Double Dragon 2

Dowble Dragon 3

Diragan Minja

Dreadnought *

Dunie J

Dynablasier...

Elvira 2 {1 Mag}

Epic by

Eura Foatball Chamg

Euwra Soccar * i
Eye of the Beholdar (1 mag)
Eye of the Beholdar 2 (1 Meg).
Eye of the Storm *...

F15 Sirive Eagle 2 {1 Mgl
F16 Combal Pilet

F19 Stealth Fighter

Falopn 3 °

Firmal Fight

Fire and lce.

First Samurai « Maga Lo Mania
- ]g *

Flight of T Intruder
Flood... il
Formula One Grand Prix [1 Meg)
Footbal Director 2 (1 Meg)
Football Crazy

Fun School 4 5-7 ..

Fun Schogl 4 7-11

Fun School 4 under 5 ..

@ Log....

Games ‘92-Espana

Global Effect (1 meg) ...
aunlal 3

Ghostbuslars 2

Ghous And Ghosis..

Goblins..... S,

Gods......... o,

Godather Action .........

Godiather Advaniune © (1 meg|....

Graham Gooch
Graham Taylor ...
Gunship 2000 ° ...
Guy Spy

Hard Drivan
Harpaon | 1Meg)....
Hanpoon Batl
Harpoon Batle

Harpoon Scanaric Editor

Head Cwer Hisels

Heart of China 1 Mag) .
Heimdall {1 Meg)
Harlequin .
Hifchikass (Guide ...

Haoi ...

Mook

Hunigr ...

Hudson Haws

Humans “ ...

lan Batham

1K+ i i
Immarial {1 mag] iy
Indy Jones-Atlants Action *

Indy Jones-Atlantis Adventure * [1 meg

Im Sports Chalangs
Ishar ’
Iwanhoa

Jaguar KJ?F'.T.l 1 'i'#_g-

Jack Michlaus Extra courses.........

Jack Micklaus unlimied Galf (1
Jack Micklaus Llipart

Jimmy Whites Snocker ...
Jahn Maddan s
John Bames (1 meg) *

Kick Odf 2 o
Wik Of 2 (1 Mag) ...

Kings Cuest 5 {1 Mag)
Knighimare ik

¥.0.2 Final Whistle ..

K.0.2 Glanis of Europe ...
K.0.2 Aelum of Europe ...
K.0.2 Winning Tachos ...
Kraghts of the Sky (1 meg)
Last Minja 2 -
Last Mirga 3-.....

Laser Squad 2 °.

Leandar 3

Leathar Goddess ;
Leisura Suit Larmy 5 (1 Meg) .
Lemmings

h’l!g-'ﬂ 94

Lemmings Consiruction K *

Liesmmings Data Dk ...
Logand ... -
Lathal Weapon 3°

Links =

ord ol tha Rings

Lure af The Templirass
MY i

Magic Pockals

Magic Fiy y
Misga Fortrass |1 Meg
Mega Lo Mania
Maga Sparls .
Maga Traveller 1(1 Meg)
Mega Travelar 2 (1 Meg)..
Microprose Geallf [1 Meg)
Micraprose Soocer
Mig 28 Super Flacrum
Maansions (1 Meg)

M1 Tank Flaboon
Midnight Rasistance
Midwirber 2 (1 Mag]
Might and Magic 3

T L

Naw Zealand Sioey ...

Migel Mansall World Champ® '

Nighibraed - Action

Minja Colaction i
Operation Thunderoal
Operation Woll ...

Dk . -

Pang ...

Paparbay 2

Parasol Stars

PGA Golf Goursas ...
PGA Tour Gall

Pinball Dreams

Plan 9 Fram Outar SpalL,-.!
Player Managis

Platoon....... e
Poals of Darkmess (1 Meg)
Populous ; L
Populous 2 (1 Meg)
Prowerdrift

Powarmonger -
Powermonger Data Disc 1
Promiens] 1Meg) ...
Peycho Soccer

R Type

RTypa 2 ...

REBI 2 Basaball ..

Rambi 3

Rainbow Collectian
Rainbow |skands

Radroad Tycoan (1 Mg)
Aamparts*

HAagims (1 Meg) ..

Fied Baron (1 Meg)

Rad Haal. A

Rieach for the Skies ©

Red Zong ..

Renegate

Fick Dangarous

Fise OF Tha Dragan (1 Meg) ..
Risky Woads
Rabacop
Rabacop 3
Roboood

Rugby Wond Cug
Rubes of Engagment ..
Aun The Gaunild

Shadow Lands

Shadow Sorcance
Shadow Warriors

Silly Putty”

Shinaki. v

Shoot Em Up Kit ...
Shuttie’ f
Sileworm ... "
Silent Sarvice 2 (1 mg)
Sim Anl

Sim City + Populous
Samips.ons

Ski Or Die . X
Sonic The Hedgahog
Space 1638 (1 meg) ...
Spata Crusada

Space Cun ;
Spacial Forcas {1 Meg)
Stave Dawis

Strider

Sariker

Sirip Pokar 2 + Data
Super Hang On

Super Tabrig"
Straetfighiar 2°

Saunt Car Racer

Super Talris
Swilchblade

Swilchblade 2

The hanager

Team Yankes et
Taam Yankes 2 (1 Mag)
Teanage Mutant Turlles 2
Tesmninaior 2

Thiir Finest Hour

Thelr Finast Missions
Thundarnawk

Tip Ciif

Titus the Fox

Toki

Traddiers®

Turba Chabanpe

Turta Challenge 2

Turtss Challenge 3

Turba Cutrun

Turican

Tumican 2 ntals

TV Sports Basepall*

TV Sports Baskatbal

UMS 2 (1 Meg)
Urmowchables

Lttirna & {1 Meg]

Unopia

Unopia Data Dk

Vikngs

Voyager 1
Wing Commander {1Magl” ...
Walichild i b
‘World Cup Crickel 1 Mag.....
World Wrastling Fe

Wizbal s
Wizkid *

Sensible Soooes il
Secred of Monkey Island {1 Mg).
Sacral of Monkay Island 2 (1 Mg)....

16.649

6.98
16.99
19.99
13,59

6.99

2290

16.99

JOYSTICKS

Quickjoy Jetfighter ...........11.99

ST S——

Quickjoy Turbo 2.......ccoeveeeee. 9.98
Quickshot 3 Turbo
(Sega Comp) ..o
Quickjoy Topstar.......
SpeedMOUSE .. 16.99

«10.99

Top Quality Unbranded
Disks

10 x 3.5" DSDD.crssrenssresnes 99
20 x 3.5" DSDD .ccsssrasann 1099
50 x 3.5" DSDD .occasisnnnnn 23.99
100 x 3.5" DSDD ..conerinnnnndh .99

1 X 15 DADD el
0. ST 1 1) 1)  J—
50 X 3.5" DSDD coonvrssssssernss 16,00

100 X 3.5" DSDD covssmsrssnrass 30.00

16.95

E.A.SPECIAL OFFERS

Leisure Suit Larry 2
£14.99

Colonel's Bequest
£12.99

KICK OFF 2 (1 meg)
NOW ONLY £11.99

only £9.99 Each
Shadow of The Beast
The Krystal
Mercenary 3

I———

Cadaver
Now Only
£12.99
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GAMES INDEX

squeeze into the mag, you see, and something just had to give. At least there's

Aseverely truncated Index intro this month, I'm afraid! So much good stuff to

still space enough for the usual Compo with the usual great software prize for the
lucky reader plucked from the bag on the closing date of November 21st. And the quezzy
is... How many games has Gremlin got in this month's Index? Write the answer down on a

4320 NIRBUS

40 SPORTS DRIVING
THE ADDAMS FAMILY
APIDYA

AQUA VENTURA

THE AQUATIC GAMES
A. MACLEAN'S PoOL
ASHES OF EMPIRE
BEAST 3

Bl RO

BLACK CRYPT

BUG BOMBER

CALL. GAMES 2
CASTLE OF DR BRAIN
CATCH "EM

THALION
MINDSCAPE
OCEAM

PLAY BYTE
PSYGNOSIS
MILLEAMIUM
VIRGIN GAMES
MIRAGE
PSYGNOSIS
STORM
ELEGTROMIC ARTS
DIl

U3 GOLD
SIERRA

D101

1]
1
JlZh
al2h
a2
a2
Hrl
1
e
aln
1B
)
1B
1B
)

e
ARCH 2
JMES2
R
Wi 2
0T 2
012
ER?
SEI 2
i
MAREH 82
Wi 2
Wi %2
SEPT 2
Wi e

AUG-0CT 92

I
50

Il

b

1
90
b7
53
ad
10

02

aafll/
18{78
89) 67
o 80
af 77
83) 62
18190
Ba 80

B3| 67
Boy 91
0] 61
14| 68
6ol 71
5020

QVERALL

L)

L]
B0
b0
B0
i
B0
B
b
g2
16
60
18
U]

—

|

(]
8
]
L]
B
L

‘postcard and send it Games Index Compo 7 at the usual address. Good luck!
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CRAZY CARS 3
CRAZY SEASONS
D/GENERATION

DELIVERANCE

DYNABLASTER
ELUIRA 2

ESPANA: GAMES ‘82

EURD FOOTBALL CH.
EVE 0. 1. BEROLDER 2
EASCINATION

FIRE & IGE

FIREFORCE

| NDE X

FLOOR 13

-L0C
GLOBAL EFFECT

GOBLINING

GAMES

GRARAM TAYLOR

GAMES

PUBLISHER

DOMARK
MICROPROSE
11us

IDEA
MINDSCAPE
2151 CENTURY
ViRGIn
UBISOFT
ACCOLADE
OCEAM
DOMARN
U5 G0LD

DIGITAL ITEGRATION

RENEGADE
G.E.
VIRGIN

US G0LD
MILLENIUM
DREAM FACTORY
HRISALIS

INDEX
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