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La our Bi l ls  Tomato Game compo!,
REVIEWED! Lethal Weapon, Legends of Valour, Nigel
Mansell, Campaign. McDonalds Land. BC Kid, Bill's Tomato
Game. Rampart. No Second Prize and many more!
TIPPED! Zoo!, VVizkid, Putty, Eye of the Beholder 2!
PLUS Richard Jose s i  eaks! amesmaster ive revue
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The enemies prepare to blast the civilised world to Kingdom come

as they race to retrieve the secret explosive buried in the

Lost City of Atlantis.

Only one man stands in their way. The man with the hat.-

In Lucasfilm's biggest computer blockbuster yet.

Indy battles tooth and nail to save the world in

his race to reach the mystical Lost City.

Point 'n' click your way through

bruising fist lights s oa r  over deserts

plunge under oceans a n d  explore 204 + lavish locations.

Shoot the action from 4 different angles amaz e your senses

with the cinematic sound system a n d  'plav and replay 'with

3 challenging paths to saving the world from Hitler's futy

U.S. Gold and Lucaslihn Games present two thrilling versions of

this feature game to test your nerve and hrainpower •

INDV IV GRAPHIC ADVENTURE and INDY I V ACTION ,

The ACTION game dishes out all the excitement you can handle

a breathless race against evil. The GRAPHIC ADVENTURE Game

tests vour grey matter with some of the toughest puzzles yet.

Individually, they're the hottest property this side of Atlantis.

Together. they're the ultimate Indy experience.
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15 NEWS
What a month! Sensible Soccer
V1.1 rears its  not-unattractive
head and those Lemmings
creatures return for more mayhem.

21 LETTERS
Blah, blah, blah, blah, blah, blah,
blah, blah, blah, blah, blah, blah,
blah, blah (continued on page 21).

25 IT'S ALIVE!
This December's Gamesmaster Live
Show previewed. And doesn't it
look just great!

28 WORK IN
PROGRESS
We've really got it sorted this
month on the WIPs front. For
starters there's an exclusive look at
Interplay's Star Trek game, then
Team 17's Superfrog gets a once
over and finally Ocean's WWF
European Rampage gets the in-
depth treatment.

DISKS 9
This month were proud to pre-
sent what we believe to be the
finest pair of disks ever to grace
a computer magazine. Suck 'em
and see...

38 COMPO! (1)
Design a joystick and win yourself
a Cheetah CharacteriStick!

41 THE ONE ON ONE
Richard Joseph, who composed the
tunes and jingles in many of
today's Amiga hits, is the man in
the big black hot seat.

44 A l 2 0 0  - THE
DREAM MACHINE
Last month Corn modore finally
unveiled the next stage in the Ami-
ga's evolution, and The One was
there to find out all about it.

49 REVIEWS
A massive sixteen games covered
this month, including US Gold's
storming Legends of Valour and
Virgin's Reach for the Skies.

SUPERFROG ....28
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/  c es s  of  Assassin (and jus t about every
other game they've released), Team 17

reveals t h e  t r ue  s tory  behind i t s  upc oming
amphibian antihero, the red-caped Superfrogl
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Yes, your chance to win one of these new won-
der Amigas  in  our  great Bills  Tomato Game
comp°. By the way, don't forget the in-depth fea-
ture on the machine on page 44!

86 CHEAPOS!
Our Budget and Bundles section is
bigger than ever this month. How
else could we cope with the tide of
games that's come in?

94 COMPO! (2)
Count your tomatoes before
they're hatched (or something) and
win an Amiga 1200!

STAR TREK..33
Interplay's PC classic is coming to
the Amiga - and that's official.
And guess who's got the EXCLU-
SIVE first look at it? Yup, you
guessed it, so turn to page 33.

96 SUBSCRIBE!
We know you'll love this issue so
why not get The One sent to your
house every month for a year?

99 KILL ZONE
The usual defi nitive guides to all
the hottest games_

113 PD ZONE
Games!? For free'?!? No, you're not
dreaming - its called PD...

116 DIARY OF A
GAME
The saga goes on and on and on...

121 PREVIEWS
Christmas may be soon upon us,
but what's out after then?

126 RECOMMENDED
The Games Index is dead! Long live
the Recommendeds! We think
you'll like the change...

W.W.F. EUROPEAN
RAMPAGE 3 6
With WWF European Rampage the only
game likely to stand a shadow of a
chance against the mighty Street Fighter
2 this Xmas, we decided the time was
right to do a full Work In Progress on it
which, you'll be pleased to hear,
conforms to all EEC regulations.

GAMES FEATURED IN THIS ISSUE
A.T.A.C. NEE=

11111111 SUPPORT 2
1 1 1 1 1 1 1
2 L a b i tEIMBERSTAR 1 1 1 1 1 1 1 = 1 1 1 1
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BUNNY BRICKS REVIEW

CAMPAIGN REVIEW
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McDONALDS LAND = 1 1 1 .

MANSELL'S C H A M P
1
S H I P I E M E
NO SECOND PRIZE

PREMIER MANAGER 4 1
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1 1 .

P U M   T I P S
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FLY TO THE HOTTEST SKIES
IN THE MIDDLE EAST...
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We've spent a  year, ensuring that both "Deser t Str ike TM"

and "Road Ras h"  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
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different missions including; rescuing MIA's, defending
oilfields and taking out SCUD missile launchers,
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...AND ALONG THE HOTTEST TARMAC
IN THE WILD WEST.

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

Available on Amiga
and SegaTM Mega D
r
i
v e
T M .

Sega ard MegaOrme are Trademarks oi Sega Enteranse5 Ltd.

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 Heildog
the club wielding gypsy biker, these two fun-packed hits
are at last yours.

IE •  C T a N I C  A R  T S'
Electronic Arts, 90 Heron Drive, Langley. Berks SL3 8XP Tel: 0753 549442 Fax: 0753 546672.



THE CHAOS ENGINE
• T h e  B i tmap Brothers •

• TIME FOR CHAOS •
Atari ST (STE Enhanced), I  Meg Amiga &  PC • I  or  2 Player

Cl, Metropolitan Wharf, Wapping Wall, London El 955. 1 9 9 2  The Bitmap Brothers. Published by Renegade.
T o t ir  0 7 1  4 8 1  9 2 1 4  •  F a x .  0 7 1  4 8 0  5 6 9 0
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C O V E R D I S K S

This month's disks contain the best collection of demos you have ever seen. There's
something for everyone here, from the fight of the century to amazing motorbike racing
- how can you fail to be impressed? You can't, that's how. There's just one thing to
remember when playing all these top-notch demos - we had enough trouble fi tting them
on two disks so imagine what you'd have got if we only had one. Food for thought,
methinks. Once again Simon Byron is your host.0
0
1
T

S E C
-
1 0

STREET FIGHTER 2
McDONALDS LAND

•••

SENSIBLE SOCCER V1.1
1992-1993 SEASON
NO SECOND CHANCE
CREATURES

STREET FIGHTER 2
US Gold

y ou may not  be abl e to pl ay this demo but  we decided that
because there's so much interest out there on the  streets', we'd
give you the oppor tuni ty to see first hand how  the hardest

game ever is looking on the Amiga.  Sit back, put your feet up, sup a
cuppa and watch Ken and Ryu argue about who gets to play The One's
demo disks first. Unfortunately there's no sound in this demo but rest
assured that  the finished version wi l l  be ful l  up wi th beefy sound
effects.
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C O V E R D I S K S

McDONALDS LAND
Virgin Games
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down your throats, give them this Big Mac to chew on. There's the whole
of the first wor ld for  you to try in this EXCLUSIVE demo.

IS NicDONALDS
1 C O L A  
O K A Y
?

Once the demo has loaded you'l l  need to move the player sprite off to the
left of the screen to start the one-player game the  two-player  option is only
available in the ful l  game). I f you wish you can swap between the charac-
ters of  Mick and Mac by bashing your  head on one of the suspended red
blocks.

Once you've left this screen, and after a brief animation, you'l l  find your-
self on the level-select screen. You'l l  need to reach the end of certain lev-
els before the demo wil l  al low you to progress on to the latter  levels (Le.
you need to complete Level  One before you can try ei ther  Two or  Three)
but you do not ne c i l y  need to find the pass to exit - just reach the fin-
ishing l ine and you'l l  return to the level-select screen.
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it, so we'l l  give it to you.
Here's the oppor tuni ty to

try for  yourselves the spectacu-
lar upgraded version of the
most popular  game of the year.
Red cards, yel low cards, new
teams... The list goes on but
the most significant improve-
ments are the introduction of
the Supagoalies and the back.
pass rule. Now,  i f you attempt
to knock the ball back to your
keeper, you'l l  actually be
placed in control  of the goalie
al lowing you to either clear the
ball wi th a rather large hoof or
dribble i t into the opposi tion's
half!

After  the blurb describing
the game's newer  features,
you'l l  be able to select either a
one-player  or two-player  game

CREATURES
Thalamus
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1992-1993 SEASON Renegade
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between Sheffield Wednesday
and Lazio. Unfor tunately you
cannot choose which of the
two teams you want to play so
in the one-pleyer  game you'l l
play as Sheffield Wednesday.
There's no set time limit on the
game - i t wil l  only end when a
goal is scored by ei ther player
so i f you're playing a fr iend

el.

and you're both rubbish then
the potential  is there for  an
extremely long slog.

CONTROLLING THE
GEEZERS
The joystick wi l l  move the
player nearest the ball or  in
possession of the ball (indica-
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one-level interlude from the forthcoming Thala-
mus release. These screens pop up now and

again during the main game and require a keen brain
if you're to save one of the fluffy little Creatures from
being tortured to death.

In our demo, you must save Chip from the chain-
saw death that he's about to be introduced to. The
only abilities that our furry friend possesses to stop
the ritual is being able to fire little flame blobs (by
tapping FIRE) or emit a huge flameball (by holding
down FIRE for a few seconds and then releasing it).
You control the creature in the standard way by mov-
ing the joystick in the direction you want him to tray-

You must work out what to do and in what order

4111111,

ed by the number  over his
head) and a quick tap on FIRE
will pass the ball to the nearest
colleague. Hrilding down FIRE
for  slightly longer will  make
the player shoot and you can
apply after -touch by moving
the joystick in another  direc-
tion just after  the fire button
has been released. You can
curve or  lob the ball wi th just a
simple joystick manoeuvre but
there's far  too many varying
shots that can be per formed to
describe in detai l  here so i t's
probably best to exper iment
during play.

You can call up a replay at
any stage by pressing the R key
and you can leave the replay by
pressing FIRE. When a goal  is
scored, a replay wil l  show the
goal being scored again in slow
motion and you'l l  need to sit
through the intro screen for  a
f e n seconds before you can
j ump back into the game.

to do it. Contact with the various meanies will * p ic k
your lives so avoid them if possible and, remember,
you must save Chip before the chainsaw is slowly
pressed into his twitching stomach. Remember, Chit's

Pr
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Once actually in the game proper you'l l  find that
LEFT and RIGHT will move you in those directions,
UP wi l l  make you jump and DOWN wil l  make you
crouch. Pressing FIRE when standing next to a yel-
low block will al low you to pick it up. The block can
then be used to knock out the cutesy critters roam-
ing around; thr ow the block in the direction you're
facing by pressing FIRE again. Blocks wi th red gems
in them can be used to fill in the invisible platforms;
just pass over the platform whi lst holding the spe-
cial block. If you find a boat,  just walk onto it to set
sail; LEFT and RIGHT will move the vessel whilst UP
will make you jump out.

Your task is to find at least four of Ronald's pass-
es (they l ook l ike red blocks embossed wi th a ybiiouts McDonalds 'NV) and return them to the Club-
house. I f you manage to do it the demo wil l  end and you'l l  be able play i t all again. Why not try for  the
full six?

One final  point i f  you eventual ly want  to reset your  computer  (which you probably wil l) you'l l  find
that the demo wil l  remain in the system and you'l l  need to physically switch of the machine for  a few
seconds before everything is restored to normal.
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probably haven't read the glow-
ing review of No Second Prize by

Mr Whitta in this very issue yet, I sug-
gest you pop over to the reviews section
and have a quick gander at what the
games about.

Ah, you're back, are you? Looks pret-
ty excellent, doesn't it? You would not
believe the amazing, wholesome and
really rather fruity (Get on with it, would
you - Ed.) demo we've managed to put
together for you this month (we're still
trying to get over the shock of  how
excellent we are). Basically, what you've
got is most of the training option which
lets you race five laps around any of the
five tracks on offer against either no
opponents. one opponent or all five
other racers in the smoothest bike sim-
ulation yet seen on the Amiga. I  bet
you're all dying to find out how to go
about it, aren't you? Oh come on then

HOW TO GO ABOUT IT
As soon as the demo has loaded, what-
ever you do, DON'T PRESS THE MOUSE
BUTTON because there's a fantastic
intro sequence with rather groovy gui-
tar-type music. The demo will launch
into a kind of rolling demo which will
give you the opportunity to view the
nifty 3D routines that you're about to be
playing. When you've finished listening
and viewing, tap the mouse button and
the main game will load

When you are presented with the
main menu, select Training by clicking
on it with the left mouse button, You'll
then be asked to select which leather-

NO SECOND PRIZE
Thalion
clad bike-rider you want to play so have
a quick butchers at all the participants
and their various attributes as these dif-
ferent abilities affect how well you take
corners and the like. Select your player
by clicking on their face and then the
CHOOSE button and you'll be faced
with yet more menus. Pick one of the
five available tracks (track four is the best
to start on as it only has a few tight cor-
ners) by clicking on the course and again
on the CHOOSE button. If you wish to
see more info on the track before final-
ly selecting, then dick on INFO before
clicking the CHOOSE button.

Choose the number of  computer
controlled racers, the sensitivity of the
mouse (two or three is the best settng
for beginners), whether you want man-
ual or  automatic gears (manual for
novices) and then prepare to race. Alter
a brief loading period you'll find yourself
straddling a bike on the starting grid,
and after the verbal countdown you'll
be off...

HOW D I M  WO R K  T H I S
BIKE THING? -
Well, its as easy as riding a bike (yeah,

11,11,1F,99!"•
-
•

I know it's crap but I couldn't resist it -
sorry). The game is MOUSE controlled
only which means that whilst it may take
a few goes to get used to, after a few
laps you'll be taking corners with ease.
If you've selected automatic gears then
the left SHIFT & ALT keys will be of no
use to you as they change the gears up
and down,

To see a replay of the last few min-
utes play, press the keys 1, 2, 3 or 4
which pop up different views. You can
then control the playback modes using
the arrow keys. RIGHT and LEFT are fast
forward and rewind respectively whilst
arrow UP and DOWN are to play and
pause. To return to the game, press
SPACE. P pauses and Q re-centres the
bike on the track (stationary and in first
gear, unfortunately).

There you go. told you it was easy
didn't I? After the race you'll see all the
statistics or if  you crash you'll see an
accelerated time depiction of the final
laps which can be exited by pressing
ESCAPE and then Y when prompted.
When you finish you'll be plated back at
the main title screen from where it is
possible to do it all over again.

h i m  A k a..•••

C O V E R D I S K S

LOADING
YOUR DISKS
(1) Whatever you do, don't
try to insert both disks
together. You may be
eager and want to play all
the demos at the same
time but you can't so just
pick one disk and put that
in the drive slot on your
Amiga.
(2.) Turn on your Amiga.
(3) A menu will appear
from which selection
should be made by
pressing the appropriate
function key
.(4) There's usually a witty
comment here about what
you should do when you've
finished playing the disks
but due to the extremely
high quality factor of both
our magnetic media there'll
be no finish, you'll be
playing until Judgement
Day.

D A M N  N D
B L A S T  A N D
DAMN AGAIN
Oh, faulty disk, eh? Please accept
our humblest of  apologies but
due to the amount of disks we
duplicate there's bound to be at
least one duff one and you were
unfortunate enough t o pick i t.
Never mind, though. because help
is at hand. Just pop it in an enve-
lope wi th a SAE to the value of
28p and send it to:

The One Coverdisk Returns,
PC Wise,
Dowiais Top Business Park,
Dowlais,
Merthyr tydfil,
Mid Glamorgan C M  2Y1',

and within a few days a working
copy will be winging its way your-
house-wards. I f  you thi nk you
have a problem which you think
can be solved over the_ dog and
bone, you can call the chaps at PC
Wise. on thei r  Helpline: (0685)
350505 between 10.30 am and
12.30 pm on weekdays.

THE S M ALL P RINT

we herr at The One make every effort to
check the coverdisks for aN known viruses, we can
accept no responsitality foe damage caused by
viruses which may have escaped our attention.
2 The One and its retailers are not isable for any
unnotified changes to the contents of the
coverdisks whorls may occur



THE
0( *  vok - A  lit

A gla ln

EST COMP L

TEF-01-
, ..;0Gme!‘ arklei

illit
t
t
X 
, ,

f. A

/ /  h
o;

/  ,

7 .  — A t

i
'
l
l
t

S
A

Ir

BttRT, ARNOLD & HULKSTER IN ONE GIANT COMPILATION
THE THREE BEST SELLERS

OF 1991  •1992
ALL REACHING NUMBER O N E  THROUGHOUT THE YEAR
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"A hit, pure and
simple.

Excellent
opening

animation.
Once you've

played it you'll
be hooked,"

Nam
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'You'll keep coming
back, just like the
Terminator itself.

Get hold of this one, it's
almost as mean as

Arnie!"
COMMODORE Magazine

94%
'Variety is definitely the
winning ingredient with

Terminator2.
11COMMODORE FORMAT
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'Where other
wrestling games fail WWF

succeeds.
WM is more realistic than
the real thing and that's

official.
Brilliant presentation,

convincing and colourful
graphics throughout,

spot on control method
makes everything feel

perfectly natural - a must
for all WWF fans."

•INACNANIN OF IIITION0111 MC 1114 Itt ours m u m  DIVINCroN N a i a d  midi
NO LOGOS d i  NUNCIIMIS TrumsPorn w , A L L  Moor, NEWCI1D
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OCEAN SOFTWARE LIMITED • 2 CASTLE STREET • CASTLEFIELD • MANCHESTER • M3 AZ
TELEPHONE: 061 832 6633 • FAX: 061 834 0650
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highly impressed.
85% CU Amiga

"Undoubtedly a very polished,
sophisticated and enjoyable
role player and a big one too"
11896 The One

Amiga I  Meg only £25.99
Atari ST I  Meg only £25.99

IBM PC & Compatibles L34.99

KRISrLIS

KRISALIS SOFTWARE LTD. TEOLIE U S E ,  MASONS YARD, DO WNS  ROW.  MOORGATE,  ROTHERHAM,  S60 2 H0  TEL:0709 3 7 2 2 9 0

O
n  
t
h
e  
t
h
r
e
e  
p
l
a
n
e
t
s  
o
f  
t
h
e  
M
A
g
n
a

6 system you have set up a modest
research facility. Nothing too
extreme. lust a few personnel, a
Gaiaxy-class space station and the
most powerful weapons
development facility the Universe
has ever known.
But now you have a problem. The
regular daily contact schedule on the
s u b
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Magna 6 has gone a bit quiet. Well,
silent actually. I n  fact, you have had
no word from the facility in 2
inunths.
You need to send dusted yet
expendable men in to get answers
and carry out a discreet, efficient
operation.
rick your four man team and *Deep
Sleep', the cryogenic computer will
keep them In suspended animation
until they arrive at Magna 6, an
Interstellar Journey of almost 17
months. And then wait for their
report. But what possible
explanation could there be for
trouble on Magna 6 - there
power in the only
disturb__

yfAl Li;ii fi
ILLMJ !
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T hey're back,  t hey ' re bad

and they're totally bankers!
Those lov able Lemmings
are back at long last in the
eagerly-awaited sequel - a

game which should come as a sur-
prise for those who were expecting,
If we may borrow a phrase f rom the
Pythons, Something Completely Dif-
ferent.

In Lemmings 2:The Tribes (to give
the game its full title), the aim of  the
game is much the same as the orig-
inal -  save t he hapless mammals
f rom ex t inc t ion by  guiding t hem
through a series of increasingly-per-
ilous levels towards the exit. To look
at. the game doesn't look wildly dif-
ferent - obviously the rumours about
bigger Lemmings  and ot her such
radical changes were porkies - but
the gameplay  has been spiced up
somewhat,  wi t h  t he major dif fer-
ences revolv ing around a  pivotal
change in the game's overall objec-
tive.

The s tory  behind Lemmings  2
goes that the Lemmings have been
split up into twelve separate tribes,
each wit h their own set of  abilit ies
and each with their own set of lands
to traverse. The object is to get each
t ribe t hrough t heir landscapes t o
collect a piece of  a magic  amulet
and then meet up with all the other
tribes at  the top of the worlds  cen-
tral mountain.

The twelve themed tribes include
a circus t ribe,  arct ic  t r ibe and, o f
course, space-age t ribe,  and  t he
player can swit ch back and f or t h
between them at will,  which should
make for a less linear game struc-

OH YES! IT'S
LEMMINGS 2!

ture There are plenty of new Lem-
ming abilities, so now they can float
along on balloons, ski, fi re arrows,
jump,  drop bombs  and even play
the guitar! They can also fall any dis-
tance wi t h o u t  get t ing squished,
which should mean less nightmare
"Oh no,  they 're all get t ing k illed' '
scenarios.

Featuring ov er 100 levels split
over the 12 lands, Lemmings 2 has
once a g a i n  b e e n  p roduc ed  b y
Dundee-based coders DMA Design,
who also have Walker and Hired
Guns in the pipeline for next year.
It's due  f o r  release on  t he  24t h
November (which should mean any
day now by the t ime you read this),
with a full review in the next issue of
The One. Hurry hurry hurry!



THE BEST JUST
GOT BETTER!

odd one,  bu t  we  had t o  fi nd an
excuse to give it  a thorough playtest
somehow, s o  w e  t hought  we ' d
bung it  in the news and of fer our
opinion on all t he new features...
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t certainly  did.  Since we  fi rs t
announced t h a t  Re n e g a d e
would be releasing a new and
improved vers ion o f  Sens ible
Soccer, o u r  p h o n e  h a s n ' t

stopped ringing - well,  it  did af ter
we took it  of f  the hook, Suffice to
say interest in the new V1.1 has been
HUGE, which is why  we' re pleased
to finally bring you proper details of
the thing now that the game has at
last arrived in the office.

Of course, thanks  t o our  ut t er
brilliance, you'll actually be able to
get a  playable demons t rat ion o f
some t he  new version's features
thanks to our supremely excellent
coverdisk this month.  But  the full
version is a lot more impressive than
even our  demo can let  on!  We've
decided not  to give the produc t  a
full rev iew because it 's a bit  of  an

NEW GOALKEEPERS
These actually do make all the dif -
ference, we feel. In the original ver-
sion the keepers were pretty inept,
let t ing in some very easy shots and
taking ages to recover f rom div ing
saves, t h u s  l e a v i n g  t h e  g o a l
exposed_ Some radical recoding now
has the keepers not only recovering
more quickly, but  also catching the
ball properly, jumping to pluck it out
of t he air, punching i t  away  and,
when it's just too hard to catch, t ip-
ping it  either over the bar or away
to the side, rather than straight back
out in t o  t he penalt y  area where

T
E
l

another striker can have a shot.
However, t h e y ' v e  dev e loped

some new faults  t oo - they seem
strangely suscept ible t o  s t raight
shots aimed near the posts. But  at
the end of the day, they're a massive
improvement  and make for a much
more entertaining game.

RED AND YELLOW CARDS
These are f un  -  al t hough i n  ou r
demo i t s  dif fi cult  t o  see t he f ul l
effect of  them because you're only
allowed to score one goal before the
game ends. The strictness of the ref-
eree differs f rom game to game, but
all the refs will severely punish obvi-
ously cynical profess ional f ouls .
Chopping d o w n  a  p lay er  f r o m
behind as he races towards the goal
for a shot, for example, would earn
an immediate red card. It certainly
put a  s top t o  some of  The One's
hatchet-men players,  wh o  in  t he
average fi v e-minut e game,  s oon
found themselves reduced to eight
men a n d  c omplet ely  unab le  t o
defend t heir  own goal!  This  new
addit ion is a good leveller, and cer-
tainly encourages you to think twice
before going in studs first.

THE BACKPASS RULE
You generally tend not to see this in
action too often, because you don't
pass back to the keeper as often as
you do in real football.  But it  does
happen occasionally,  and it 's  f un
sometimes t o cont rol t he keeper.
running h im r ight  down t he fi eld
wit h the ball - alt hough there are
obvious risks attached. You need to
keep your wits  about  you, howev-
er, as accidental passes back to the
keeper will switch player control to
the goalie, and you can run the ball
into your own net by mistake.

NEW SEASON'S TEAMS
Well, this is just one for the enthu•
siasts, really. Tot tenham and Arse•
nal, amongs t  others ,  hav e been
removed to make way for the new
teams, like Lazio and Grasshoppers
Zurich. In the national league, the
CIS has been replaced by indepen-
dent  t eams  f rom Russia and t he
baltic states - Slovenia, Latvia, Esto-
nia, Croatia and the Ukraine. All new
transfers hav e been  t ak en i n t o
account (there's no Gary Lineker in
the England squad, and Des Walker
now plays for Sampdoria for exam-

StRIP
v-...Top Arnerican publisher and
developer Interplay has just set
up its first UK office in London,
wi th the result that the compa-
ny will be publishing its own
Amiga products (ie not through
Electronic Arts) as of January
next year. The first three prod-
ucts to arrive will be Star Trek:
The 25th Anniversary (see page
33). Castles II: Siege and Con-
quest and Buzz Aldrin's Race
into Space...

...Word reaches us that Team 17
top brass, having just returned
from Sweden to oversee pro-
duction on Superfrog (see page
28), may have snapped up a

L new development team while
ettiey were out there. Negotia-.

tions are underway and we
have a good idea of who the
mystery proggers are, but it
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, at the moment.  Suffice to say
that they've already wr i tten,
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...Staying wi th Team 17, we
also hear that there's now the
distinct possibility of a sequel
to Project-X in the pipeline. It's
not been officially decided yet,
and i t'd be a long way off even
if it was, but an undisclosed
Team 17 source is quoted as
saying that it "will close the
book once and for  all." More
news if and when.. .

ple), and there's  a new batch o f
comedy cus tom teams,  inc luding
Chinese Food,  In a Pencil Case, a
Gamesmaster team and the 1966
World Cup Final squads from Eng-
land and Germany.

WORLD CUP QUALIFYING GROUPS
A new addit ion to the Sensible Cup,
League of  Nat ions and other tour-
naments, you can now play through
any of the six groups in the current
World Cup qualifiers. Will England
make it through to Florida in 1994?
Here's your chance to fi nd out.

CLASSIER COMPUTER OPPONENTS
Well, so they say - we can't say we
noticed much difference in the qual-
ity of game the computer gives you,
but then we only ever play it in two-
player mode, so what do we know?
THE VERDICT
A big t humbs -up f rom us here at
The One - you only  have to look at
how o f t en  t h e  games  r o o m i s
packed full of  the magazine staff to



AS
-. Not too long ago,  a l i ttle bird
told us that a certain major
software house was on the
virge of  signing Lennox Lewis'
name to a for thcoming game.
The plans have since fallen by
the wayside, but now that our '
Lennox is one step closer to the
World Heavyeight crown, might
we see a resurgence of enthusi-
asm to sign up the Brit Battler?
All signs point to yes...

...The latest Stop Press info
leads us to believe that the
potential ly blockbusting Amiga
version of Desert Strike is
unlikely to make it into the
shops before Christmas. Jan•
uary, or  maybe even February,
is starting to look like a more
realistic date...

. . .Amiga-owning adventure
fans can breathe a sigh of relief
now that both Lutasfilm and
Sierra have recently announced
that they'll  continue to produce
games for the Amiga well into
next year. Sierra is even going
to the lengths of setting up a
UK-based development to han-
dle their  future Amiga conver-
sions. Previously, the future of
any more Amiga products from
both companies looked in
doubt,  but now it looks like
there's plenty more Entertain-
ment USA to come beyond next
month's Indiana Jones and the

RS
Fate of Atlantis...

. . .Confirmation of two new
licences just signed up by
Ocean. The first is the Steven
Spielberg dinosaur movie Juras-
sic Park, which has just finished
filming and is due out next
Summer. The second is the
ultra-violent DC comics charac-
ter Lobo, created by John
'Judge Dredd' Wagner...

4 1 0  ...Did we dream it or did weactually hear a rumour  the
other  day that top rave pop-
sters The Shamen might just be
providing the music for  Andrew
Braybrook's Uridium 2? Nah,
surely not.. .

. . .Meanwhile, The Sales Curve
has picked up the licence to The
Lawnmower  Man I I
,  w h i c h  
w i l l
be released into UK cinemas
late next year. I t seems that
work on the first game has now
been scrapped in order to make
plans for the new, more ambi-
tious, project...

...Following on from Ocean's
involvement wi th Comic Relief,
Virgin Games has announced
that it will donate 25p of every
copy of Archer Maclean's Pool
it sells in the UK to the National
Children's Home. So now's your
chance to do your  little bit for
charity..

z

see how popular the new version is.
If you've got  the original version of
Sensible Soccer and are a fan, you
really must  upgrade.  If you haven't
got  Sensi w e l l ,  there really  ISN'T
any excuse any more.  You ' l l  b e

pleased to hear that the new version
will be in the shops by the t ime you
read this ,  and t hat  Renegade are
now upgrading disks f or  ex is t ing
users c a l l  them on (071) 481 9214
for more details.

Win a weekend fo
, four in magical
EURODISNEY!

0839 404077

0839 404075 WIN THE
MOUNTAIN BIKE

OF YOUR CHOICE
- UP TO A VALUE

OF £200!
0839

• WIN A SEGA
PLUS SONIC,

0839 404071

839 404073
TH E FA N TA STIC

ER S C OP E  A N D

LIPER N I N T S I D O

WIN AN AMIGA 600 AND A COLOUR
MONITOR—PLUS—PLUS..-

M s  Ltd.  P. O.  Box  25_,
N o r t h a m p t o n  NN1  5 D S  -

Cal l s  c os t  3 6 p ( c he a p)  a s pper  m i n (ai l  ot he r  t i mes) .Ma x  cal l  t i me  7. 5 m i nut e s .
Al l  c om pe t i t i ons  e nd1. 93.  P l e a s e  be  s ur e
ye  pe r m i s s i on to m aca

P l c - A - C A R T
THE GAME WHERE YOU
PICK THE PRIZE THAT
YOU WANT TO WIN.

-PLAY THE GAME TO WIN
THE GAME - CHOOSE

FROM TOP TITLES
0 8 3
,
9

4 0 4 0 7 8
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owner of an Amiga, we've got
two things to say. First of  all,
what on Earth are you doi ng
reading this? Secondly, there's

never been a better time to get out
there and snap one  (or  at  least
upgrade to anew one) up now that
Silica Systems has a top bundle offer
in store.

The new Zoo, pack is free with any
Amiga (A500, A600, Al200,  A1500
and CDTV Multimedia packs) bought
from Silica's stores at the moment,
and comprises over 1127 of top soft-
ware. You get Zool (of course), 21st
Century's Pinbal l  Dreams,  Rage's
Striker and some word processing
thing called Transwrite to keep the
sprocket-heads ha ppy  (wel l ,  a s
happy as they'll ever be). And... erm...
that's i t .  S o i f  you've pl ans t o
upgrade your Amiga. why not cadge

some top software into the bar-

) gai n? Come on - you know i t

makes sense.
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known for its R186 Signal
Box and handheld video
games, has made a break
into the Amiga hardware

market wi th a new super-sophisti-
cated joypad controller.

The American-designed Tur bo
Touch 360 controller bears a striking
resemblance to the Sega Megadrive
joypad (indeed, i t  works on both
machines) but has one rather inter-
esting difference. Rather than the
eight-way control pad resting on a
rocker mechanism as  usual ,  t he
Turbo Touch's pad doesn't move at
all - it's a flat, touch-sensitive metal
plate that responds to the slightest

pressure. The idea is that the pad
allows f o r  qui c k e r  on-scr een
response and also eliminates 'numb
thumb' - an affliction suffered by
joypad users where extended play-
ing sessions cause big horrible blis-
ters. Interestingly enough, howev-
er, the "Higher scores or your money
back" guarantee that accompanied
the US model has been withdrawn
for the controller's UK release.

Operated w i t h s om e  success
(remember, we're not used to joy'
pads) in test runs here at The One
office, the Turbo Touch should be in
the shops i n ti me for  Chrimble,
priced around 120. Why not ask your
Granny for it?

Charts Month
Ending 28th October 1992

FULL-PRICE TOP 40
1 ZO O L (Gremlin)
2 LOTUS III (Gremlin)
3 ASSASSIN (Team 17)
4 SENSIBLE SOCCER (Renegade)
5 FI RE & ICE (Renegade)
6 SILLY PUTTY (System 3)
7 PROJECT-X (Team 17)
8 BEAST Ill (Psygnosis)
9 LEGEND OF ISHAR (Silmarils)
10 MONKEY ISLAND 2 (US Gold)
11 OH NO! MORE LEMMINGS (Psygnosis)
12 MINI  OFFICE II (Europress) Eh?
13 LURE OF THE TEMPTRESS (Virgin)
14 JIMMY WHITE'S WHIRLWIND SNOOKER (Virgin)
15 CIVILIZATION (Microprose)
16 THE AQUATIC GAMES (Millennium)
17 WIZKID (Ocean)
18 FORMULA ONE GRAND PRIX (Microprose)
19 SPACE CRUSADE (Gremlin)
20 EYE OF THE BEHOLDER 2 (US Gold)
21 TRODDLERS (Storm)
22 THE GAMES ESPANA 92 (Ocean)
23 PGA TOUR GOLF + (Electronic Arts)
24 MANCHESTER UNITED EUROPE (Krisalis)
25 PRO TENNIS TOUR 2 (UbiSoft)
26 KNIGHTS OF THE SKY (Microprose)
27 DYNABLASTER (UbiSoft)
28 LOTUS 2 (Gremlin)
29 DAS BOOT (Mindscape)
30 MEGASPORTS (US Gold)
31 ASHES OF EMPIRE (Mirage)
32 STRIKER (Rage)
33 CRAZY CARS Ill (Titus)

34 THE MANAGER (US Gold)
35 A320 AIRBUS (Thalion)
36 GRAHAM TAYLOR'S SOCCER CHALLENGE (Krisalis)
37 ALIEN BREED (Team 17)
38 SPECIAL FORCES (Microprose)
39 PREMIERE (Core Design)
40 AIR SUPPORT (Psygnosis)

BUDGET TOP 20
1 LO TUS  ESPRIT TURBO CHALLENGE (GBH)
2 P ANZA KICK BOXING (Kbo()
3 DI ZZY  PRINCE OF THE YOLKFOLK (Codemasters)
4 TREASURE ISLAND DIZZY (Codemasters)
5 F - 1 6  COMBAT PILOT (Action 16)
6 FALCON (Action 16)
7 SUPERCARS 2 (GBH)
8 CAPTAI N DYNAMO (Codemasters)
9 POPULOUS (Star Performers)
10 NORTH & SOUTH (Action 16)
11 JAMES POND (GBH)
12 MAGICLAND DIZZY (Codemasters)
13 BLADE WARRIOR (Mirror Image)
14 SWITCHBLADE II (GBH)
15 GOLDEN AXE (Tronix)
16 BATMAN THE MOVIE (The Hit Squad)
17 FRANKENSTEIN (Tomato)
18 TURRICAN 2 (Kixx)
19 JACK NICKLAUS GOLF (GBH)
20 FANTASY WORLD DIZZY (Codemasters)

The One's monthly Amiga charts are compiled by
Microbyte.



BETTER GRAPHICS.
BETTER SOUND.

BETTER SOFTWARE.
BETTER GET ONE.

••••
••• o l •  w m r o o l o r ,

ME
.••• n i a  dEr • • • •

From C
,  
C o
m m
o d ,

Better take note. One CD inserted into the new Amiga

CUIN 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 U M  discs, covering everything from arcade

quality games t o  education. And
c D T V canb e usedasa regularaudio

CD player when connected to your stereo. The Amiga

cu rl /  Computer Pack, complete w ith qwerty keyboard,
disc drive, mouse and in f ra red remote control can be

yours for only 1,499.99 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 ult imate in

home entertainment , you won't fi nd

anything better than the Amiga CDTV.

T H E  W O R L D ' S  M O S T  I N T E R A C T I V E  I N T E R A C T I V E  H O M E  E N T E R T A I N M E N T  S Y S T E M
c m  IS AVAILABLE Al SELEC FEU s toms Of A l LOERS CALCLILIA COLONVISAW CCJLi DIACINb. TECNO IEMPD viRruAL FIAA4,1v AND ALL LEADING 104E0100kt COMPUTER SPECIAI VS . INCLUDING NASCH m o s  CORRECT Al EWE Of DONN 10 PRESS StiOnZ

AMIGA
CDTV



A t  1 9  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
teams (Sabre teams) of 22
S.A.S, the rest is history.

For many the SAS are the
black-clad rescuers of Princes
Street depicted by the 11.13.0
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 iniormation that is
available and isproduced by
people who have a great deal
of admiration for the people
they will never know.
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Letters
Did you k n o w that we ' re
incredibly lucky? Some people
have no friends a t  all and spend

.their lives trying to  meet some
mates or something. But not us,
oh no, we ' re  positively
overwhelmed by the  number o f
letters w e  receive every month .
Unlike other mags, w e  like to
think w e  have a  special close-knit
relationship wi th  a ll our readers -
it's like one big happy family,
don't you think? I f  you wa n t  to
have a  natter wi th  yer old The
One, then the  address to  wr i te  to
is: Letters, THE ONE, Priory Court,
30-32 Farringdon Lane, London,
EC1R 3A1.1. Oh, and you can Fax us
as we l l  (we ll ,  not 'as we l l '  - one
or the other wi l l  suffi ce) on: 071
972 6 7 1 0 .

HYPED TO
EXCESS?
Dear The One,
Whilst reading the November issue
of your magazine, I was disappoint-
ed by the lack of an overall score for
the flight-sim compilation, Head to
Head. I would be much obliged if you
would pr int the score awarded to
this promising budget package.

Also, I would like to ask the staff
at The One if they agree with all the
hype concerning Zoo'.  Being a dedi-
cated 16-bit gamer, the prospects of
a 'Sonic-beating game' excited me
tremendously and subsequently I
bought the game full price at the
first opportunity I could. In doing so
I feel great regret as, to me, Zool is
no more than an average platform
game.

I feel  this is one of  the many
examples of The One rating a game
on the hype surrounding i t rather
than its actual qualities and I have no
doubt that this will be the case when
US Gold release Street Fighter II, I feel
that i f  The One started to review

games on whatever qualities they
had many disappointments such as
those felt by me could be avoided.

John-Paul Farr,
Glasgow.

Firstly, the overall mark for Head to
Head was 82%, we apologise for the
inconvenience caused by the error
on that particular page - heads (no
pun intended) have duly rolled As
for the other point, well. I think your
comments ar e  fai r l y unjustified.
Sure, w e  ga v e  Zoo)  8 7 %  -  a
respectable m a r k  f o r  w h a t  i s,
undoubtedly, a fine game but if you
compare our marks to those award-
ed by the other magazines you'll see
that 87% was probably the lowest
mark i t  received. H o w  can y ou
accuse us of  hyping i t excessively
when others have marked it far high-
er? We will evaluate Street Fighter
when US Gold present the game for
review - but have no doubts that we
pay no attention to any 'hype' when
reviewing a particular game. Our
opinions are strictly our own, as they
should be.

ICE, ICE HOCKEY
Dear The One,
I was wondering whether,  as Elec-
tronic Ar ts have conver ted John
Madden and Road Rash from the
Megadrive and have plans to convert
Desert Strike, they'll also convert EA
Ice Hockey? I have played this game
on m y  mate 's  Megadr i ve a n d
thought it was excellent.

Darren Tyler,
Stafford.

We rang up EA and a spokesman said
"We're thinking about," if that's any
help to you (which it probably isn't).

BAD BINDING
Dear The One,
When I tried to pull out this month's
Kill Zone it wouldn't come out. so I
gave it another tug and nothing hap-
pened. I wasn't going to give up the
battle but with the next pull I ripped
the section i nto three pieces and
there was still some of it left in the
magazine! So now I 'm a Kill Zone
short and very cheesed off! Could
you please do something about this.

Ben Jell,
Darlington.

L E T T E R S

Oh dear, you want to calm down
slightly. The reason you can't pul l
the Kill Zone out is because we have
now gone perfect bound - some-
thing whi ch,  j udgi ng b y  t h e
response we've had,  most people
are extremely pleased about.  This
method ensures that the magazine
lasts longer  in a better  condition
and, of  course, the cover should no
longer up and leave, so to speak.

A SLIGHT
DIFFERENCE OF
OPINION
Dear The One,
Keep up the good work, I think your
may is brill. Anyway, on to business
- I was reading another  magazine
(shame on me!) when I noticed that
they gave Jaguar XJ220 98'/0 when
The One gave it 85/o. Okay, I know
different people like different games
but how come theirs Is such a differ-
ence in ratings and who should I
trust?

James Grant,
Brentwood.

You have to admit that for a game to
receive 98%, i t has to be exception-
ally good. Jaguar was a good game,

1 4 1 0 4
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agent and lap FISH operative needs
you to work with him in the fight
agaiika the dastardly Dr Maybe
and his evil organisation JAWS!
Jain FISH now and become a Super
Sleuthi Y OW brilliant Agent's Pack
contains: Briefing Dossier, Agent
Codebool•, Identity Card, Training
Handbook, Recognition Manual,
Sticker Sheets, 3 Mission Briefings,
Special Equipment Guide, a Board
Game and much morel
•You will be sent 9 further FISH
missions through the past
•  Eatil WO Of miuionsbosoccnipelitice
kit ol Agents with special prizes.
•  High quality FISH merchandise is
available A  to FISH Agents
•  Became a SPECIAL AGENT and
get a superb enamel bodge FREI
•  All corresponderce is SON CO is a
specia TOP SECRET ) 4  envelope
DON'T FORGET TO TELL KAI OR DAD
YOU ARE SENDING MONEY TO JOIN FISH_

JAMES POND
NEEDS YOU!

SEND FOR TOUR TOP SECRET
MISSION PACK TODAY!

Send C8.95 so Fl5H HO and we will return you,
I Agents Pock withous delay. Pleats allow litdcnrsi I
I You can pay by Postal Order, cheque, or Credit I

Cord. Please debit ES OS to rny
Access = 1  V i s a  =  C a r d  No:

1 1 1
'
1 1 1
1 1 1
1 1 1
1 1 1
1

I  N a n , .  an  card
Exp Date

I Signature
I DON'T FORGET! Send your Agent noine
i a d d r e s s  II and age and any other top secret information I
• together with this coupon and your payment to

the address below.
L
.Sena appkomon to: FISH HQ liNft 3, EDISCN RD, ST IVES, CAM85 PE 17 4IF TO
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there's no doubt  about that  but
98%? We don't think so. Magazines
which mark like that should not be
trusted and you're better off sticking
with our  honest and strict review
policy.

FUNNY FOOTY
Dear The One,
I am wri t ing about  Stephen Paul's
letter on Sensisoccer 2. I agree with
all his points for improvements but I
have my own. Firstly, when a player
becomes injured I  think a person
should rush onto the pitch and treat
him. Whilst this is goi ng on,  the
other members of the team should
start beating the living daylights out
of each other. Then, if a player is too
injured to carry on, an ambulance
should come on a nd t he  player
should be placed on a stretcher and
carried off in a medical vehicle. Sec-
ondly, you should be able to do a
diving header ,  hi t the goalkeeper
and knock him into the crowd. Third-
ly, when the team score a goal they
should all crowd round the man who
scored and then climb up Onto the
fences and wave his arms around.

Lastly, Leeds United are smart and
should be at the top of the Premier
League, followed by OPR then Black-
burn Rosters. Please pass these points
onto Sensible Software and tell them
I can't wait for Cannon Fodder.

Mark Rigby,
New Longton.

Well, all c a n say is I'm glad don' t
play Sunday League football against
you, next suggestion, please...

AND AGAIN
Dear Bunch of Scruffy Herberts,
Firstly, here are my ideas for Sensible
Soccer 2.  Offsides wi th l inesmen
waving a l ittle flag,  more kicking
styles (such as overhead licks and lit-
tle chips), a  trainer running on to
treat players or  stretcher them off,
weather conditions (rain, snow and
gales), two players to be able to play
on the same side against the com-
puter, four players to be able to play
at the same time, named players on
the ball, sampled speech and finally,
players shoul d r un  a  di ffer ent
speeds.

Could you possibly do a feature
on the new Amiga 1200? including
Its capabilities and if it will run pre-
vious software.

How can piracy be  stopped i f
everyone at my school pirates games
and couldn't give an apple-pie?

Lastly game releases. Do you have
any c lue i f / when Graham Gooc h
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why has it taken so long? Also is
 a n y o n e  going to make a decent

STAR LEITER
PIRACY HEADING AHOY!
Dear The One,
Lots of people copy games and I know friends at school and people
outside of school who have vast collections of pirated games. Not only
does this cheat the games companies out of money but it also cheats
the pirates themselves because a lot of copied games are hard to play
without the instructions and so the game is played for a few days and
then put to the back of the disk box, never to be played again. This is
a waste of disks and good games.

The main damage that pirating does is that it cheats the games com-
panies out of the money they are due for producing the game in the
first place_ This has two effects: first, if the game producing companies
have less money then they cannot produce decent games and, secondly,
the companies are getting fed up with pirated games cheating them
out of money and so they have moved over to the consoles. This means
there will be less software to support the Amiga in the future.

A possible example of this abandonment of the Amiga can be found
from LucusArts Entertainment. I heard that Indiana Jones and the Fate
of Atlantis is the last game they will be producing for the Amiga (is
this true?) and from then on they will concentrate on the PC market for
adventure games.

The fact that the games programmers are leaving the Amiga seems
not to be common knowledge as the pirates all go on producing pirat-
ed games, sometimes even before the games have been released. Over
the weekend I went to a car boot sale and there was a stall selling
copied games such as Zoo!,  Premiere and Dojo Dan. Because these
games had only just been released this proved that the stall holders had
professional contacts who pirated games and supplied them to these
people which, in turn, proves how readily available copied games are.

myself have only original games now, although in the past I have
used copied games. Original games are so much more fun to play than
copies and it makes sense to buy the original games. So if anyone is
thinking of buying a game then they should buy it from the shops as
an original and not get copied versions. If they don't then there may
not be any games left in the future to support the Amiga and great
programming teams like the Bitmap Brothers and Core Design may
move over to the consoles

I would like to see more informat ion about  the effects of  pirat ing
games on the computer games industry in the computer magazines
so that people can be persuaded not to pirate games.

Stuart O'Neill,
Tamworth.

Well, Stuart, there's no doubting that pirated games harm the indus-
try but no matter how many letters like yours we receive, people will
continue to do it. The facts are there for all to see; if the problem does
not improve then the market will indeed the and companies will turn
to pirate-proof console software to earn their money (as is already start-
ing to happen in some instances). I  seriously think that you should
report the vendors at the car boot sale to FAST and prevent this sor-
did trade from continuing. Oh, and by the way. LucasArts recently
pledged their support to the Amiga and will continue to release games
for it. Oh, and Stuart, change your printer ribbon, will you? Your print-
out looked a right mess!

wrestling game - maybe converting
the Wrestlefest coin-op.

M. Jones,
Huilbridge.

P.S. Ricky Young has got a big head.

Thanks for your Sensible Soccer sug-
gestions and the rest of your opin-
ions. As for  Graham Gooch Cricket,

well, we're as much in the dark as
you are, unfortunately. Thanks also
for the ip,  we duly spent it on vari-
ous consumables.What w e  real ly
want to know, though, is who is this
Ricky Young chap? What has he got
to say about the Mr  Jones' big head
accusations? Ricky, we're waiting for
your reply.

SENSIBLE
SUGGESTIONS?
Dear The One,
I'm really looking forward to Sensible
Soccer V1.1 and I think that there are
plenty of other  decent games out
there which could do with a touch of
the 'upgrade' treatment,

Take Space Ace 2, for  example,
there are many  features  miss ing
from the original game that could be
implemented i n an upgrade,  the
most important of which would be
some actual  gameplay.  The same
applies, of course, to the rest of the
series including Dragon's Lair, and of
course. Guy Spy.

What about an Another  Wor ld
V1.1 in which they could feature a
decent end-of-game sequence which
explains exactly what happens to the
hero after he sails into the distance?
The one they've got at the moment
is worse than the  ending t o The
Empire Strikes Back (and that was
bad enough).

I could go on for a lot longer, and,
indeed, I 'm going to. Take Epic (or,
rather, not, as the case may be). They
could take out  that stupid cheat
mode for a start. As it stands a one-
armed baboon with a sight defect
can complete the game (which, that
flaw apart, isn't really that bad) in an
hour or less.

Finally, how about Midwinter 2?
You could add a bit of trading and
interaction with a few people, then
repackage it and call i t something
different like, oh, I don't know, Ashes
of Empire or something.

Right. I'm going now that I've got
that off my chest.

R. Hall,
Twickenham.

Well, R., you certainly spent a lot of
time thinking about this, Have you
really got nothing better to do?

DESPERATE
Dear The One,
Street Fighter II has to be one of the
best arcade games to have appeared
over t he last f ew years. Seeing as
how it 's  be ing converted t o  t he
Amiga I have a few questions. Will
US Gold be releasing a special six-
button joystick t o  simulate t he
arcade cabinet's controls? Is i t as
good as the Super NES version? Does
it look good? Are al l  the  special
moves in there? And, finally, when
does it come out?

Lee Michaels,
Bradford.

Oh God, not Street Fighter II again
The answers to your quezzies are.'
No, Possibly, Yes, Yes, Soon (but not
necessarily in that order).
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E v e r  wa n t e d  t o  ac t ual ly

meet THE GAMESMASTER?
Shake hands with DOMINIK
DIAMOND? Rub shoulders
with THE ONE TEAM? Look

at al l  t he LATEST RELEASES? Well
now's y o u r  chance because t h e
GAMESMASTER LIVE ex hibit ion is
coming to t own (well,  Birmingham
actually, which is a city not  a t own
but you k now what  I mean).  Open
on the 4th, 5th and 6th of December,
it promises to be the BIGGEST, t he
BEST, the SEXIEST and the GAMES-
MASTERIEST c omput er ev ent  t h is
side of the second millennium_

There'll be a huge Gamesmaster
set hos t ing squillions  o f  on-s tage
challenges wi t h  prizes galore and
you'll be able t o compete against
top-notch celebrit ies  and gaming
experts. Of course, all the important-
bods f rom t he c omput er indus t ry
wil l  be there so you' ll be  able t o
make many new friends and chat to

d ib n i ttalh b L E----...am.d e lo n als• • •

You've seen seen the programme,  you've fl icked through the adverts,
you've read the book,  you've bought the breakfast cereal ,  you've
heard the record, you've,  erm,  done other things - but forget all
those because now the GAMESMASTER LIVE experience is almost
here. Simon Byron gives you the l owdown on the show that' l l  set
the standard for all shows in the Future.

the guy s  ( a n d  g i r ls )  w h o  hav e
become stars in our lit t le wor ld of
computer entertainment

The stands themselves promise to
be quit e spectacular wi t h  mos t  of
the major  sof tware companies  in
attendance, many  wi t h  huge spe-
cially themed areas boast ing rides,
promot ions and even a spectacular
laser light  show. There wil l  be mil-
lions of  discounted bargains (both
hardware and sof tware) so i f  you
take your wallet  you could pick up a
few great deals.

The show itself is a mult i-format
affair, with the Amiga being featured
part icularly heav i ly  s o  y ou ' l l  b e
offered the opportunity  to check out
the newes t  games  and  a ls o see
exactly wha t  p lat f orm games  t he
sad, consoley people are playing at
the moment. Basically if you don't  go
you'll miss out  on one of  the best
events this  year and you' ll end up
wit h really bruised shins f rom kick-

ing yourself after you hear how good
it was f rom anybody with an ounce
of sense who attended-

As a service to you, the reader, we
rang up most  of the sof tware com-
panies to see exactly what  they'll be

••••.

up to, the games they'll be promot-
ing and, perhaps most important ly ,
what  you'll be able to cadge of f  of
them.
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The publishing force
that is Virgin wil l  be
demonstrating a num-
ber  of f or t hc oming

Amiga releases at  the show includ-
ing Cannon Fodder, Rookies, Lands
of Lore, Dune 2 and, so we're told,
a top-secret  game f rom Cryo (the
people behind KGB). Bes t  o f  al l ,
though, will be the chance for all you
gamesters Out there to see the excel-
lent Apocalypse for yourselves and
maybe even part icipate in the game
challenge.

Possible freebies: A load of T-shirts
and posters.

DOMARK
DOMARK
If you're looking for the James Bond
Austin Mart in car then - hey! • look
no f urt her because those Domark
types have only  gone and nicked it
and plonked it  on their stand, the
blighters! I f  t h a t  w a s n ' t
enough, the James Bond girlies
wil l  b e  pres ent  i n  a l l  t he i r



glory, do i ng  what ev er  i t  i s  t ha t
James Bond girls do nowadays. It 's
just as well Domark  will be promot -
ing Harrier there as all The One team
are going to need an excuse to hang
about at this part icular stand_

Possible f reebies :  May be,  j us t
maybe, a f ew glamour ladies.

US GOLD
If you go down to the show today
(or in December) you're sure of a big
surprise. Not  content  wi t h  s imply
having one of those 'stand things ,
the chaps at  US Gold wil l  be found
on a  huge  St reet  Fight er 2  set .
There'll b e  a  weal t h  o f  on-s tage
Street Fighter challenges which will
probably be hosted by a Mr Dominik
Diamond,  whoev er he may  be. US
Gold are also promis ing a top-secret
fairground r ide  whic h wi l l  b e  so
scary t hat  y ou' l l  hav e t o  t ak e a
strength test before you are allowed
on it  (and that 's true). You'll also be
able to check Out the fi ne-look ing
Indy IV Graphic Adventure and Leg-
ends of Valour.

Possible freebies: Loads of posters,
badges and stickers,

GREMLIN
The Sheffield software company will
be there in force featuring the Nigel
Mansell Experience, a k ind of  mas-
sive interactive racing s imulat ion in
which up  t o  f ourteen people can
compete simultaneously. Gremlin's
stand will also contain various Lotus
head-to-head challenges and Zool
will be mil l ing around desperatel,
t ry ing t o  socialise (mak e sure he
doesn't do that flying chop thing on
you, though).

Possible freebies: Posters and the
rather tasty Chubba Chups lollies.
Mmmm.
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Those German f un-
sters at Thalion will
be heavily promot ing
their Airbus series of

fl ight  Sims wit h a 25f t  section of  a
real Airbus  at  t he show.  You' ll be
able to walk  around the cockpit and
play with all the knobs and dials but
banish all thoughts  of  walk ing of f
with any plane parts because there'll
be members f rom the GSG (the Ger-
man equivalent  of  the SAS) to stop
kids doing just that. As well as all this
Thalion wi l l  be pushing t heir top-
notch latest games. Lionheart  and

No Second Prize.
Possible freebies: None what-

soever (that's also true).

E L E C T R O N I C

ELECTRONIC ARTS
With t w o  s t rong  A mi g a  games
released around about  now, the EA
stand will be the place to try before
you buy. Road Rash and Desert Strike
will be featured prominent ly and the
whole s tand is  devoted t o  a bik e
theme. There will be some rock-hard
geezers walk ing around t he s how
wearing chains and the like as well as
a yet-to-be-confirmed tat too parlour
where all you k ids wi l l  be able t o
sample the delights of skin art (which
will,  we hope, be removable).

Possible freebies: Posters, stickers
and Road Rash 2  leat her jackets
(although you'll have to win the chal-
lenge first).

r  • 7 do; •  s
OCEAN
The Ma n c u n i a n  S o f t wa r e
Giants wi l l  have t he biggest
ever video wall showing all the
latest game releases and fi lm
clips f rom t he Lethal Weapon
fi lms and The Addams Family.
There'll also be t wo huge 60f t
Helter Skelters running on f ree
play, so to speak, wi t h  helmet -
mounted cameras which will fi lm
you s liding down and display all
the ac t ion on t he v ideo wall.  A
nif ty laser show will be projected
onto t he  ceil ing f o r  a l l  t o  see,
depict ing all Ocean's forthcoming
releases and there's a rather groovy
competit ion to win every (yes, EVERY)
piece of  leisure hardware and t he
entire Ocean back catalogue.

Possible freebies: Stickers, posters,
Pushover demos, etc, etc.

COMMODORE
The Al200 will be featured heavily at
Commodore's  stand along wit h the
A600 and the CDTV. This will be the
place to get your grubby lit t le hands
on the Amiga 1200 and find out  just
how good it  is for yourselves. Also on
show t h e r e  s h o u l d  b e  A l 2 0 0
enhanced vers ions o f  Wing Com-
mander (which is s imply breathtak-
ing on the new machine), Gremlins
Zool (which now looks bet ter than
any console game '
f a c t )  
a l o n g  
w i t h

a couple of  other undisclosed pro-
grams. Commodore  wi l l  a ls o b e
heavily involved in all sorts of com-
petit ions and you may  be the lucky
owner of  an ext ra Amiga or CDTV
come the end of the show.

Possible freebies: What  more can
you want? Although they'll be in lim-
ited supply, surely the chance to win
the finest computers in history must
more than make up for the lack of
glitzy promotions.

A l l  TOP OF ALL T H ATA
...Colin Curly (the lovable dog from the Quavers ad) and G I
Ant will be hosting a crisp-related challenge from the Ocean
stand. If you complete a specially put together level from
Pushover then you'll receive a pack containing all sorts of
goodi es fr om Commodor e.  Ocean and Smiths Crisps...

4 . 1
...The Gladiators will be there! Yes, all your favourite hard-
people will be milling about (well, only Shadow actually - but
it's a start, although we'd much rather the incredibly sexy Jet
was there but we shan't be telling him that). Did you know
that Shadow is six foot four and weighs a distinctly Gary
Whitta-like nineteen stones? Yes, it's true!..

...Nintendo will be there hosting a wealth of competitions
and challenges...

...Cheetah, Europe's leading manufacturer of computer jo
sticks, will have a Bar fly Rig a t their stand which permits
the lobbing of one's torso at a velcro wall as long as you're
wearing a special type of psychedelic jump suit.—

Please note that although the particulars are correct at the time of gm ,
press, details are still liable to change.
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W O R K  I N  P R O G R E S S

ELIEV

At least that's w h at  Team 17,  hot from
thei r latest success wi th  the high-speed
blaster Assassin, are hoping. Superfrog is
the company's fi rst foray into the worl d of
cutesy games - but can the boys who  have
made a name for themselves wi th  hard-
edged shoot-rem-ups l ike Al ien Breed and
Project-X go soft? Gary Whi tta wen t  to
find out...

N o b o d y  likes a person wh o
gets it  right  all the t ime. But
as long as  Team 17 keeps

doing just that and knocking every-
one else's arcade efforts for six on
a f r ight eningly  consistent  basis,
nobody's likely to complain - least
of all t he army  of  Amiga gainers
who snap up their wares by
the t ruck load.  I n  t he
last eighteen mont hs
the company has risen
from Obscurity to one
of the highest-profi le
publishers i n
the bus ines s
today, w i t h
three 9 0 9 / 0 +
winners o u t  o f
three i n  t h e
shape of  Alien
Breed, Project-
X a n d  l a s t
month's Assassin,

Now the working-class heroes f rom
Yorkshire are hoping to make it four
for four with Superfrog, the game
that's been appearing in magazines
almost since the dawn of  time, but
is only now approaching anything
like a completed state.

Supertrog is currently being pro-
duced by  the same Sweden-based
duo that  produced Alien Breed and
Project-X -  programmer  Andreas
Tadic a n d  g r a p h i c  a r t i s t  Ri c o
Holmes. Team 1 7  bos s  Mar t y n

Brown is  a s  usual,  projec t
manager. But for a team usu-
ally associated wi t h produc-
ing hard-bit t en blasters, a

software cutey like Superfrog
is a surpris ing change of

direction. "I  suppose the idea came
f rom a whole bunch of games, par-
t icularly stuff like Sonic and Magic
Hat on  t he Megadrive, " explains
Rico. "I 've never really been much
of a fan of that sort of thing we l l ,
not  until I'd played the newer ones.
Lots of  people have since jumped
on the console-style plat form band-
wagon and wit h ourselves having
one in development. I suppose peo-
ple will point  the finger at us too. "

''Despite what ' s  been wr i t t en
recently, t here st ill hasn't  been a
game on the Amiga to rival Sonic
and Mar io  -  t he mos t  import ant
aspect being the playability, not the
speed," says Martyr, .  "I  t hink  my
favourite is still Great Giana Sisters,
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(Above)
Supertrog s
space-based
interlude
sequence is a
comic tr ibute to
Project-X. Ho-ho.

(Left) Top action
from the games
second level, set
in a dank, creepycastle. Can
Superfrog leap
these spikes in a
s ingle bound?

that Mario Brothers rip-of f  that got
banned a few years back. I was a lit-
tle disappointed by Zool after all the
build-up. If anything Gremlin were
just a lit t le too ambit ious try ing to
get so much act ion on screen and
when i t  s lows/ jerks i n  places  i t
doesn't look too hot ."

So what  is i t  that  wi l l  separate
Superfrog f rom the vast majority of
Amiga cutesies7 "I t 's  hard t o put
your finger on it," says Martyn. "The
character is very st rong and it  all
seems to hang together well.  Peo-
ple need to feel an affinity for their
character, and so far people have
really liked the look of  Superfrog. I
think he's aesthetically pleasing, or
something like that. He looks funny,
pulling faces and so on,  and t he
idea of  t hrowing your lit t le green
blobby mate at the enemies is quite
fun. Whether it's been done on the
Amiga before remains to be seen..."

"We had the idea fl oat ing about
for ages and the fi rm plans to do a
cute c ons o le -es que  p l a t f o r m
game," adds Andreas. "It's just that
with other things, it 's taken a while
to get around to it ." It certainly has
- according t o  Mart y n,  t he  fi rs t
mock-up screenshots of  Superfrog
were being shown even whi le the
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original Al i en Breed was bei ng
worked on,  over 18 months ago.
"Superfrog will have overtones of a
lot of games that we have enjoyed
ourselves and have features that we
felt have been missing i n other
games," he continues. "This I think
has been the case with Alien Breed
and Project-X in that we tried to

"There still  hasn't
been a game on the
Amiga to rival  Sonic

and Mari o. "

Martyn Brown
Superfrog project

manager

(Above)
Superfrog's levels
are all themed, so
except plenty of
ghoulies and
ghosts on the
creepy castle
level.

(Left) Things start
getting wacky on
the third level •
notice the
authentic Super
Mario-style
spikey turtles.

produce definitive arcade versions
of a particular genre and it will be
the same again here."

So what's the story then? Best to
ask Martyn, who is probably more
guilty than anyone on this score. "It
essentially revolves around the clas-
sic frog-prince fairy tale in that
you've got this prince who's met
this cracking bird, and they're all set
to marry and then he gets zapped
into a frog by an evil witch called
Margaret. The jealous old cow then
sods off with the prince's girlie and
locks her up in a tower. Then one
day, whilst sat at the side of his
favourite stream, the frog spots a
curious bottle. Intrigued, the frog
picks it up (it just happens to be a
bottle of Newcastle Brown Ale) and
swigs it back... After  a few minor
explosions, t he  f r og tur ns i nto
Superfrog, a  f r og w i t h  super
strength, gui le,  daring.. ,  wi th a
smart r ed cape and a  Geordie
accent. With one mighty "Alreett"
he leaps into the air and sets off to
Magicland to regain the hand of his
loved one,  banish the curse and
kick ten bells out of that snotty old
witch." Ah... okay.

And for  anyone who can't quite
get t o  gr ips wi th thi s complex

The time has come for you to flex those biceps
and stand strong against the onslaught from the
competition. See if you have got what it takes to
become the ultimate World Warrior.

Ask your dealer when!
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storyline, the whole thing is to be
depicted by  a pre-game cartoon
produced by veteran Amiga anima-
tor Eric Schwartz. "I t  wi l l  be very
funny, " promises  Andreas.  Rico,
too, is proud of the game's graphi-
cal sty le.  "I ' v e been inspired by
Eric's original drawings  of  Super-
frog, he looks just great, a real car-
toon charac ter type.  I 've d rawn
things that I thought you could look
at and smile or go 'Aaah'. The ene-
mies still kill you, but at least you're
smiling when it  happens."

As for the actual game, it's based
around t he f amil iar levels/worlds
structure, wit h Superfrog work ing
through each 'zone' before fi nally
confront ing the witch in her
castle. "That ' s

the basic  idea
for all games of  this type,"

says Rico. "Get  f rom A to B while
avoiding C, k illing D and collecting
E. If we are going to do a definit ive
version, why  change things?" But
a novel twist has been devised. "We
have a toll fee on each land, and the
f rog can't pass t hrough unt il he's
collected a  c er t a in  a mo u n t  o f
money," Marlyn explains.

Gameplay-wise, Superf rog isn't
looking to break down any barriers
- although it might  just tickle a few
ribs if  the proposed 'humour'  ele-
ment makes it into the final version.
'Humour does play a certain role in
the game. We've tried to do every-
thing in typical cartoon graphics.

Team 17 promises that Superfrog
will be choc-a-block with smutty
humour. Whether  or not the 'Big
Sucking Theme' in included in that

remains to be seen. Parents,
watch out...

•••

EY-UP WHY AYE CANNY LAD (ETC)

But I think  that if  we set the game
Out to be funny we'd be on a loser
because not  everyone shares t he
same sense of humour as us."

Much of  Superfrog's comedy is
to be based around the main char-
acter's Geordie origins, which might
just inc lude some slightly, shall we
say... racy  elements .  "You k now
how every plat form character does
something like knock on the glass
or play a Gameboy if you leave him
alone - well we wanted Superf rog
to l ight  up a tab and have a f ew
drags! But we were a bit  concerned
that parents might  not  appreciate
it i f  their kids worshipped a lit t le
green hero that drank and smoked,
so we changed that animation - but

(Left, r ight and below) Level Four
looks set to be the mos t  console-
inspired of them all, in graphical
terms at least. Be honest, could you
imagine anything more cutesy and
twee than the scenes depicted here?
No, neither  could we.
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depar tment that Superfrog will
be dressing to impress. Team 17

musical stalwar t Allister Brimble will once
again be providing the tunes and SFX which,
the team promise, will be something very spe-
cial. "Super frog will mark a depar ture for  us in
that it will feature in-game music, whereas we
usually use just sound effects to create
atmosphere," says Martyn.  "Wi th
platform games I think music is
impor tant,  but we won't  forget
spot FX and speech."

The speech aspect is being
played up • Superfrag is to have
a Geordie accent, for  a start.  "We
wanted Jimmy Nail to the do the
Superfrog speech, what  wi th him
being a Geordie and all that.  At the
time he was popular  as Spender,  every-
one remembers him from Auf Weidersehen P
and his voice was exactly r ight for  our  red-
caped frog! Even though his agent thought  it

Jimmy never did voice-avers or used his voice
in any way like that,  so we hi t a brick wall. His
agent did offer  us Tim Healy (Dennis from Auf
Weidersehen Pet) - no offence to Tim, but it
wasn't exactly what we were looking for ."

Team 17 also approached Vic Reeves and
Bob Mor timer  about providing some wacky

speech, but again the stars were too busy
wi th TV commitments to lend a hand.  "At

the moment we have decided to do our
own speech and RC They worked well
enough in Alien Breed/Project-
XlAssassin, and we have the capabil i-
ty to make them daft enough for
Superfrog." There's also a rumour

that Allister Brimble has got hold of a
new Music/5FX player that will  enable

him to produce SIX-CHANNEL music by
mixing sound waveforms.  All in all.

Super frog could well  be a sonic treat,  bonny
lad.

"There tends to be a lot o f
ideas after  we've had a s t i t o

bit of a booze-up -
most of them are sadly

unusable, though. . . "
Martyn Brown

Superfrog project manager

we can't  use the new one either. "
Suffice t o say that,  should you

leave Superfrog to his own devices
in the game's current version, he...
erm._. 'entertains' himself. "At  least
you wo n ' t  get  lung cancer f rom
what  he's doing now,  but  it 's a bit
disgusting," says Martyn. "We have
to remember that  we r e  doing a
game that parents will look at and
say 'Aah, that  looks sweet'.  But at
the same t ime we want  t o put  a
more adult •humour edge in it  that
only older people would relate to."

Adult  humour or not, Superfrog
is still a cutesy game at heart. Have
the team, given their shoot-'em-up
pedigree, found it difficult adapting
to a less 'hard' game style? "Super'

frog IS hard! He's f rom Newcastle!"
protests Martyn. "Seriously though,
It's not  really  been a great  strain
doing the cuter type of game. It 's
taken longer because of the playa-
bility being very important  and the
feel has to be 100% right. It's been
a lot  of  fun to develop, especially
the character and the storyline, Eric
Schwartz's animations have kept us
smiling too - I can't wait until the
animation is finished."

Superfrog may not be able to fly,
but  his  fl owing red cape allows  h im
to perform some astounding jumps -
like this graceful l ittle number,
which has the onlooking tur tle suit-
ably agog.
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European Champions
1992/3 SEASON EDITtON

NEW ENHANCED VERSION.
OF THE GREATEST FOOTBALL GAME EVER

For existing owners of Sensible Soccer European Champions who want to have the new version, just send a
cheque or Postal Order for E4.95 (Inc p&p) made payable to Sensible Soccer Offer, along with your original DISC 1
to Sensible Soccer Offer, cfo Unit B3 Edison Road, St. Ives, Huntingdom, Cambs PE17 4IS. Both sets of discs will

be returned to you within 14 days of receipt (allowing for cheque clearance).
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Cl ,  Metropol i tan Wharf,  Wapping Wall, London El  9SS 1 9 9 2  Sensible Software. Publ ished by Renegade
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VA GAIN

Dracula, The
Frankenstein Monster,

The Mummy, The Wolf Man,
The Bride of Frankenstein and

The Creature from the Black Lagoon.
Classic monsters from a movie age

gone by. But more than that...
creatures from our oldest dreams

and our darkest nightmares.
They have met and battled before,

but now they are back. Back to forman unholy alliance to make our worst
fears turn into a terrifying reality.
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amScakit TREK;
RIFINENNIVIERMENV

When Electronic Arts released its
official Star Trek game for the PC
earlier this year, it  caused a sensa-
tion. Now that the game's
developer's Interplay have set up
in the UK, an Amiga version is
finally in the pipeline. Gary Whifta
beamed over to California to get
the inside track on what just
might be one of the biggest games
of next year...
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comes as something as a
surprise to us. So much of

a surprise, in fact, that  we only just
managed t o  squeeze this  Work  in
Progress int o t he issue at  t he last
minute - i don't  know, the things we
do for you. Anyway, the story goes
that  when Electronic Arts released
Star Trek on the PC earlier this year
(to coincide with the 25th Anniver-
sary of the TV show), the official line
was that  there'd be no Amiga ver-
sion - which must have come as a bit
of a blow to Amiga-owning Trekkies,
who've had nothing t o keep t hem
going bar a clutch of  uninspired and
unofficial PD games.

But Christmas is on the way, and
this is  t he season of  miracles - so
how's about  this one for size? Now

that Interplay has officially set itself
up as a publisher in the UK (a status
it has held in the US for yanks), it  no
longer has to rely on EA to call the
shots f or t hem over here. And so,
with the British market now fi rmly in
mind, t he company's  fi nally  taken
the long-awaited step of producing
an Amiga version of one of the year's
best PC games. Hallelujah!  Actually,
the California-based developers have
been work ing on the Amiga version
since July but it's only now, with the
announcement of Interplay's new UK
interests, that  it 's all come Out into
the open.

As it's a celebration of  Star Trek's
25 years at the foref ront  of  science
fiction, Interplay's game goes back
to the old days, before Kirk, McCoy
and the rest of the crew had to start

W O R K  I N  P R O G R E S S
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wearing corsets and could run up a
rocky alien mountains ide wi t hout
the aid of a z immer frame, In fact it
goes right back to the fourth season
of the original television series, f rom
which most of the game's storylines
have been culled.  The game's  an
interest ing m i x  o f  space-based
arcade ac t ion (c ommanding t h e
Enterprise against a variety of bad-

dies l ik e Klingons ,  Romulan and
Elasi) and adventure, wit h Kirk and
the crew beaming down to planets
and space stations to investigate the
inevitable mysteries.

But because it's based on the orig-
inal TV show, Star Trek doesn't  con-
sist o f  one cont inuous  mov ie-like
storyline. Instead, it's split into eight
independent  mini-adventures, each

one presented like a genuine televi-
son episode with its own separate
tit le sequence, storyline and even an
epilogue.

The PC version was a big hit  pri-
marily because it did a superb job of
capturing the TV show's camp 60's
style and tone. The weighty respon-
sibility of  ensuring that  the Amiga
version does the same is that of pro-

ject manager Bruce Schlickbernd.
The obvious question is - why do an
Amiga vers ion now? "We  believe
that  Amiga owners  wil l buy i t r  he
replies, "The Amiga market  of t en
has dif ferent taste than the PC mar-
ket, but the appeal of  Star Trek cuts
across those lines."

Even so, the main quest ion
mark hangs over whether the

•
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(Above) It's up to Kirk to deal with
pre-combat situations diplomatically
so as to avoid aggro if he can. The
likes of the Klingons, however, are
unlikely to be placated by words.

Amiga can deliver the same impres-
sive technical thrills as the PC origi-
nal - and Bruce admits that compro-
mises ha v e  h a d  t o  b e  m a de .
"Graphics is the main one," he says.
''We're using the Amiga's 64 colours
in hal fbr ight mode as opposed to
the PC's 256, and that's a step down.
Still, the overall effect is fairly close.
Getting the  game t o
work from floppy disk
drives is another  con-
cern, but  the episodic
nature o f  t he  ga m e
should gi ve us  good
break points. An Amiga
500 is not as powerful
as, say, a 33Mhz 486 Pc
but it isn't that different
from a t  10Mhz  2EI6.
Certainly some of  the
higher-end Amigas will
have power to spare. '

Despite t h e
inevitable c u t s  t h a t
have had to be made,
Bruce is confident that
the Amiga version will
be as good as the PC
gameplay-wise A N D
succeed i n conveying
the Star  Tr ek a t m o-
sphere just as well. "It's going to be
the same game except f or  less
colours, a nd we'r e even maki ng
some improvements a nd correc-
tions," he reveals. "When the Enter-
prise is hit during combat, for exam-
ple, t h e  scr een w i l l  s ha k e  -
something that we couldn't do on
the PC version. We're also including
a bypass that will allow the adven-
ture-only types to skip through the
space combat."

Apart from that,  the gameplay
remains the same - after all, why

change a  successful formula?
''Much of the game was dictated

W O R K  I N  P R O G R E S S
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(Above) "He's dead, Jim. Alas,  i ts
always poor  old Ensign Jones who
cops it in the perilous ground mis-
sions, giving kirk, Spock and McCoy
a second chance. He's not much use
anyway, and can't be that br ight i f
he agreed to beam down in the
first place - hasn't he ever seen Star
Trek, after  all?

(Lott) Enterprise's shields, engines,
transporters, databanks and com-
munications are all at kirk's
command - he controls them by
issuing orders to the relevant sta-
tion chief, Notice that Mr Scott (far
left) now sits on the br idge rather
than down in the engine room,
makkrig it easy to access him,

by the design phi losophy," Bruce
explains. "We wanted to pur i he
player into a Star Trek episode from
the TV series. Most of the decisions
flowed from that premise. We felt
half the appeal would be to interact
with characters f r om t he  actual
series. The big difference from other
adventure games is that Star Trek
puts four  characters - Kirk, Spock,
McCoy and a Security Officer - under
your command rather than just one."

"Space combat was tense and
exciting in the original series," he
continues. "We debated a number of
approaches but in the end, to get
that excitement level and utilise the
starship Enterprise itself, we went
with a  'space combat simulator '
style." Star Trek's original makers
Paramount have also had a part to
play, mainly in a supervisory role.
"They wanted t o ensure that the
game remained true to the original
characters and background," Bruce
explains_ "On one point they were
very clear - i f you kill a continuing
character l ike Kirk or  Spock. the
game ends and you lose. That's why
we have the security officer (known
lovingly as Ensign Expendable) there
as a safety valve - you can make a
lethal mistake and stil l  conti nue
play."

The Amiga version of Star Trek
currently has five people working on

it - two of whom worked on the PC
original, wi th an impressive four
admitting to being genuine Trek kies.

The game's just reached what
techy development types call a n
'early alpha' state - the space combat
section is all but complete, but the
adventure-style missions (whi ch
ernploya icon-based player interface)
still need a  l ot  of  work.  At  the
moment the  game sits on ei ght
disks, one for  each of  the game's
'episodes' - "But," says Bruce, "final
compression wi l l  pr obabl y al l ow
some pairs of scenarios to occupy a
single disk. In a two-drive system, we

envision the system being run with
the startup disk (and space scenar-
ios) remaining in the boot-up drive
and ground missions to be inserted
into the other drive as required. On
a hard drive, of course, there will be
no disk swapping."

With work on Star Trek due to be
completed in early December, the
game may be in the shops in time to
ring in the New Year. Of course we'll
be giving it a full going-over as soon
as a copy beams into the office, so
until then you'l l  just have t o be
patient. We have to say we can hard-
ly wait ourselves...

(Below) Star Trek s mission sections
are entirely icon-controlled and fee-
tut*  such favourite objects as the
Tricorder, phasers (set to kill or
stun) and Doctor  McCoy's cure-any-
thing medical kit.



THE BATTLE OF BRITAIN
SIIIIIIIICE 1940. I he future of World War II hangs in the balance.
The cream of the German Luftwaffe and t
h e  a c e s  o f  
t h e  R A F
are locking horns in their most crucial confrontation yet -  Thc
Battle of Britain.

Over 50 years on. you have the chance to re-live
that famous battle and play the part of  a Brit ish pilot or a
German flying ace. Your performance determines whether th,
outcome is a repeat of the British victory or an unprecedented
German success,

Programmed by the team that brought you
"Flight  Of The Intruder",  the definitive 90's flight sim. Reach
For The Skies exploits the same unparalleled technology and
reaches new heights of historic realism.

• R e - l i v e  the crucial days of the battle as controller, pilot
or goner.

• I n c l u d e s  huge array of in-flight options and controls

• C h o o s e  from eight meticulously recreated aeroplane
, Spitfire, Hurricane, Bf  109. Bf 110.3u 88, He 11 I

or Do 117.

• F e a t u r e s  record and playback modes - watch and
re-watch your favourite dogfights.

• P C  version includes mult iple sound board
support, 256 colour VGA graphics and Gaurad
shaded aircraft for extra realism.

Available on PC and 100% compatibles, Atari ST
and Amiga.
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W O R K  I N  P R O G R E S S

What with the dolls, stickers, costumes and
even cartoons being based around the larg-
er-than-life characters from the squared cir-
cle, this seems like the perfect time for the

release of Ocean's WWF European
Rampage, the sequel to last Chrimble's

Number One hit. We sent Simon Byron to

"find out how i ts  coming along. Wool

INHA
RIOS

W restling has never been an
easy game to convert to
the home computers. The

only semi-decent one I can remem-
ber was an ancient 8-bit game from
Melbourne H o u s e  ( r e m e m be r
them?) called Rock and Wrestle,
named as such because rock music
played whilst you wrestled. In fact,
the only Amiga wrestling game we
can remember at all is the hugely
successful (but immensely rubbish)
WWF. Transforming such a physical
sport into a playable and enjoyable
game is only a job for  the coura-

geous and i t is Arc Developments
(who seem to be all over the place
nowadays) who have been chosen
to try and make up for  last year's
let-down

Wherease the first WWF game
was based around straight 'one-on-
one' combat, European Rampage is
tag-team. Having formed a two-
man hi t squad fr om ei ther  Hulk
Hogan, Bret 'Hitman' Heart, the Ulti-
mate Warrior or Macho Man Randy
Savage, you then have to fight your
way around the globe in an effort
to become t he  hardest l eotar d

0 , 7
1
r 1

wearers in the world. There are four
different fight arenas, one in Eng-
land, Germany, France and finally
America, wi th three tag-teams to
tackle in each.

There are two modes of play to
chose from. If one person is playing
alone then t he  computer  takes
charge of the non-fighting charac-
ter. If the single player gets into a
spot of bother then the computer
will leap into the r ing (well, the
computer-controlled player, not the
computer itself) and attempt t o
wrestle the opponent off using a

(Left and below)
There's a wealth of
factual information
contained in the
main game and
these screens are
typical of how the
various statistics of
the Tag-Teams are
displayed. There
will also be an
accompanying
piece of music for
each team - based
on the Teams real
theme tunes.

variety of moves. The player then
assumes control over the 'active'
wrestler. In two-player mode each
player controls a separate fighter in
the tag-team,  necessitating t he
need for team tactics.

Beat-'em-ups live or die on their
feel and the variety of the combat
moves available, so just how many
moves ar e  ther e goi ng t o  be?
"Absolutely loads, ' r epl i ed Paul
Walker, who is handling European
Rampage's graphics. "Certainly too
many to go into here, All the moves
are progressive which means the
same joystick movement i n one
instance, say when running around,
will not be the same as when you're
involved in a headlock. We made
the movements very easy to select
so there should be no problem with
the control method."

As you can see from the shots,
the ring size has been reduced dras-
tically compared to the first WWF
game. Al though the screen scrolls
slightly allowing players to leap out-
side the ring, the basic action will
be contained more or  less in the
convenient bite-size chunk us tech-
nical gurus call 'the screen'.

The simple reason for this is that
Arc are intent on making the game
as acti on-packed a s  possi bl e,
"Instead of having the player run-
ning around all the time trying to
attack the other character with lots
of space to 'get lost in', we've kept
the ring small so that the action is
always there," explains Paul. "We've
deliberately omi tted the bashing
each other with objects so that we
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Paul Wa l k e r  (Graphics)
Jon Ha rr is on ( I n tr o  Graphics)
I NI T I ATE D: Apr i l  1 9 9 2 .

As yo u  ca n  se e  f ro m  t h e  scre e n  sh o ts
the  g ra p h ics a re  ra d ica lly d if f e re n t
f ro m  t h e  o rig in a l's ca rt o o n y st yle . Thc•
a ctua l r in g  ha s b e e n  re d u ce d  in  size  t o
single -scre e n so  t h a t  p la y is m o re
focuse d a n d  im m e d ia t e .

PROJECT: WAI F  E urope a n
Ra mpa ge
PUBLISHER: Ocean
DEVELOPER: Arc  De v e l -
opme nts  -
Chris Coupe
(P rogra mming)

can k eep t h e
amount  o f  ac t ual fi gh t ing

moves t o  t he max imum poss ible
within t h e  me mo r y  const raints .
There are 108 animat ion frames per
character, all drawn in 16 colours,
with a total of  twelve characters so
we're already nearing the max imum
memory available. All the graphics
have been drawn from scratch so it
has taken a long t ime to reach the
finished stage we see now.

"We originally worked out all the
moves we wanted to do and then I
went ahead and started drawing the
graphics. We found that  when we
began implement ing moves, there
were a number of other animat ion
frames we had already drawn that
we could use to make movements
fl ow more freely. For example, t o
get f rom outside the ring, roll under
the rope and stand up in the ring
requires f ourt een f rames ,  These
frames, however,  are not  all dedi-
cated exc lus ively  t o  t ha t  mov e,
they're flexible enough to be used in
other animat ions  so every thing is
really nicely animated. "

Some people are very  wary  of
how they  are going t o  be repre-
sented in computer form and every-

(Le ft) M a n y o f  yo u  w il l  a lre a d y
kn o w  t h is ch a p . I t s  Se a n M o o n e y
a nd h e  o f t e n  a p p e a rs in  t h e  g a m e  t o
in t roduce  t h e  m a t ch e s a n d  t h e  like

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

"We tried not to real ly take
much notice of the original
WWF; w e  just decided that we
were going to do a wrestl ing

game and then worked out how w e  should
do it.  And I think that we've come up wi th
the best game possible."

Paul  Wa l k e r
MAW E ur ope a n Ra m pa ge  gr aphi c  ar t i st

thing in European Rampage has had
to be sent over to WWF organisers
Titan Sports f or approval.  So far,
however, their comments have been
minimal.  "The comments that they
have sent back have been good."
Paul chips in. "I t's qui te a kick to
receive these compliments and think
'Yeah, I agree with that ' , "

Sound will take the form of the
four wrestler's theme tunes which
will play on the player select screen.
"In real l ife each wrestler has his
own song so we obtained a tape of
these songs and reproduced them
on the Amiga. There's a few more
sound effects to go in there yet and
we may be including some speech,

H AWK
On . ha lf of the  awesome
Legion of Doom tag-team,
this guy is de finite ly not

MEET THE SUPERSTARS OP WRESTLING!

BRET 1 R T
The n*  ' N W
Champion, the  Hitrna ll is
called the  -
e x c e l l e
n c e  
o f

r I

M AL
•  other ha lf of the  LOCI.

You can te ll who's who,
because Anima l has a alai-

HULK H OGAN
Hooray! St ill the
-
t
e
,
e
v
e
n
t
h

doesn't actua lly w

although that can't be guaranteed ."
Obviously when work ing o n  a

sequel, the criticisms of the original
game have to be token into account.
Even though WWF1 was  s lammed
by the press it still sold by the buck-
et-load and, rather surprisingly, Paul
doesn't dislike the first game. "I t
was quite good," he piped. "To be
honest I never saw the criticisms at
the time as I was too busy working
on The Simpsons game."

When asked whet her he thinks
European Rampage improves over
the original he's not  so sure. "I
wouldn't necessarily say that  i t
improves upon WWF; it takes a dif-
ferent track. I don't really think you
could compare the two games. In
this game the ring is totally differ-
ent, the players are more life-like
than cartoony, there's a lot more
different moves and the other game
was very similar t o  t he  arcade
whereas this one is completely dif-
ferent We  tried not to really take
much not ice of  the original WWF,
we just decided that we were going
to do a wrestling game and then
worked Out how we should do it.
And I think that we've come up with
the best game possible."

WWF European Rampage will be
released i n t he  next  coupl e o f
months and should hopefully take
the wrestl ing game forearm
slapping into the Nineties.
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good, aren' t  they? No w you
can play the game of  the fi lm

using the joystick of the fi lm - smart!
There are five dif ferent  joysticks to
choose from: Bart Simpson, Alien 3,
Terminator 2  a n d  t w o  Ba t man
designs, one based on the fi lm and
one on t he Saturday-morning car-
toon. And t he price of  these aes-
thetic marvels? Just E12.99. Bargain!

Of course, enter this comp°  and
you could win a joystick for nowt ,
Because - yes! - we have 25 brand-
spanking-new CharacteriSt icks t o
give away,  al l  thanks t o the over-
whelming generos ity  o f  Cheetah,
purveyors o f  highes t -qualit y  joy -
sticks since 1986. And it s  so easy to
enter, even we could do it! (Steady
on - Ed.)

WHAT YOU HAVE TO DO...
Okay, it 's  get  out  your paper and

Fill in this coupon, attach it to your joystick design and send it to: Stick This In Your
Cakehole Compo, THE ONE, Priory Court, 30-32 Farringdon Lane, London EC1R 3ALI.
Alternatively, if you don't want to cut up the mag, just make sure your personal details
are written clearly on your entry. All entries must reach us by 21st December 1992.

Name•

Address.

crayons t ime again.  Imagine t hat
you've just  been made t op cat  at
Cheetah. (Get it  Cat .  Cheetah, Bril-
liant. I 'm wasted here, you know.)
Having parked your bot into the big
boss's chair, rearranged the execu-
tive toys on your desk and ordered
some new business cards, you settle
down to your first task of the day -
designing a  n e w joyst ick t o  jo in
Cheetah's CharacteriStick range.

Let your imaginat ion run riot. You
can pick anyone or anything as the
subject for your 'stick. Be wacky. Be
out landish. Be funny.  Then, when
you've t hought  u p  a  good idea,
sketch it  on a piece of  paper, com-
plete wi t h  any  i l luminat ing c om-
ments andfor annotat ions and 5end
it in to us. The 'sticks that we deem
to be the most original,  interest ing
and amus ing wi l l  wi n  one of  t he
twenty-fi ve Cheet ah  Charac t eri-
Sticks. Easy, eh?

25 CharacteriSticks up for
grabs in this smashing
Cheetah competition!
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So then,  Richard,  w ha t  di d you
used t o  do befor e you became
involved in the so-called 'Comput-
er Industry'?
Well, I've done lots of things, I Used
to be a Staff  Writer at ATV Music, a
recording art ist  doing a number of
dif ferent  things wit h various bands
and I 've also work ed wi t h  Trevor
Horn [a rather famous record pro-
ducer who,  as it  turned out ,  wrot e
most of  the Hank ie Goes To Holly-

, wood songs amongs t  a number of
other things] and Hugh Padghan who
produced a lot  of Phil Collins's stuff.

What made you move fr om l ive
music to computer  music?
I was looking through the adverts in
the back of  Melody  Maker when I
came across one f rom Palace Soft-
ware which stated that  they needed
somebody to compose music for one
of t heir games.  One t hing led t o
another and I ended up composing
a theme which, thankfully, they liked.
It's all gone on f rom there, really. The
first thing I wrote was Cauldron 2 on
the Commodore 64.

Was i t hard wr i ti ng on the C64?
When Stan Schembri,  the program-
mer, finished the game we looked at
what  music packages were available.
The main one we gave the once-over
to was the Advanced Music Studio,
f rom Rainbird.  complete wi t h fake
keyboard overlay. We sat down and
actually fi gured Out  wh a t  i t  was
doing and Stan wrot e my own cus-
tom program t o  do t he same. I 'd
write the music on that, copy down
all t he numbers  that  it  would pro-
duce and then feed all that  informa-
t ion into the main game program.
Pete Stone, t he Palace Boss would
play me Rob Hubbard [perhaps the
most f amous  music ian o n  t he 64
back in the eighties] tracks and say
do it like that,

What software do you us.  now?
The program that I produce most of
my music on is another custom made
jobbie writ ten by Alan McCarthy and
Andy Smit hers  f r o m Vec tordean
They're bo t h  qu i t e  t alented wi t h
sounds so the program is excellent. I
have used MED and SoundTracker
but t he t rouble wi t h  those is t hat
they t ak e u p  t o o  muc h memory
whereas this one doesn't, making it
more flexible.  I t 's got  an excellent
waveform generator as well

How much memory are you al lo-
cated for  an average game?
It all depends. The Chaos Engine is
over 200K whereas  Robocod was
30K. It 's of ten hard work ing wit hin
the const raints  of ,  say, Robocod,
especially when you see a game like
Zool which looks as though they gave
a lot  of  memory  over to the music.

Mister
Songwriter
I bet you that you've heard of this man.  Or, rather,  you've heard o f
something by him. Richard Joseph has been responsible for the aural
tapestry in many of the Amiga's biggest releases over the past few
years, including Sensible Soccer, Speedball 2,  Mega-lo-mania and the
rather excellent Gods. Seeing as how he's involved in so many games,
we decided that i t was high time your good selves were introduced
to the man behind the music. So, then,  dear readers, put your hands
together and then sort of slap them  wi th  each other as w e  present
for you.. .  M r  Richard Joseph! Simon Byron is your chat-show host.

I 'm often supplied briefs which are,
quite frankly, over ambit ious for the
amount  of memory  I 'm given

What sort of briefs are you given
for games. Do they describe every-
thing or are you left pretty much
to improvise?
Once again it all varies, For The Chaos
Engine, Eric Mat t hews  did a really
detailed brief right down to the indi-
vidual sound effects here and there.

He even made noises over the phone
to me  saying things  like "Mak e it
sound like this • thhhhhh!" John Hare
is another one who'll put an immense
amount  of detail into the specifica-
tion but  other times I'm pretty free to
do what  I want .  For instance, wi t h
the James Pond music [all variations
on the original Bond theme], I wasn't
actually told to do it  that  way so it
was nic e t o  be  able t o  have t he
chance. Most  of the t ime, though,  I

like to have everything to do with the
music down in writ ing or even exam-
ples of music played to me, so that I
know exactly what  to do and don' t
have the opportunity to get anything
wrong.

You di dn' t  get  i nto tr oubl e for
using the Bond themes in James
Pond, then?
No. somebody did pick up on it
but  we managed t o  smooth



things over fairly easily. One which
we would have had the most prob-
lems with was the original music for
The Aquatic Games which was a vari-
ation on the Chariots Of Fire theme.
It had to be pulled f rom the game
unfortunately  whic h I  was  a l i t t le
upset about  because, for me, it  was
one of the best pieces in there.

What woul d you consider  to be
the best piece of  music you've
wri tten?
There are many of my tunes which all
work  as well as each other, although
on slightly different levels. I've always
been very keen on the 'Hill  Billy'
music I  wro t e  f o r  a  game called
Moonshine Racers whic h unf ort u-
nately bombed.  I  could pick out  a
number of  pieces that  I 'm pleased
with,  t he shop music in The Chaos
Engine, f o r  instance. Quite of ten,
though, I'll write something which is
part icularly excellent and then t wo
weeks later I'll hate it,

Have you ever wr i tten a piece of
music whi ch you've really loved
but other people have not liked or
not given you any credit for?
I was  really  knocked f or doing the
theme music for Global Effect. The
actual game itself had no more than
a couple of beeps here and there so
the t heme tune I wrot e for i t  was
really well received by the actual pro-
grammers a l t hough  no -one  e ls e
seemed t o take much not ice of  it .
unfortunately.  I t 's  fairly  upset t ing
when the music is not ment ioned at
all. I  take it  all wi t h a pinch of  salt
nowadays although it  used to really
worry  me to the extent that I'd think
that I wouldn' t  be employed again if
my last piec e wasn't  raved about .
The theme I did for Barbarian on the
64 was, I thought ,  really ambit ious
but  i t  was n ' t  v ery  we l l  received
because people didn' t  want  t o  be
astounded in those days, they want-
ed really  good music as long as it
sounded like Rob Hubbard.

Do you think that music is an often
overlooked aspect of a game?
Not so muc h nowadays,  i t ' s  only
overlooked in so much as the budget
available i n  t e r ms  o f  memory ,
although I don' t  argue with that  as
the programmers know exactly what
they're doing and I just have to put
up with it. Companies are starting to
realise now that gamesplayers expect
a lot  more from a game.

Have you reached the stage yet
where you feel  restricted by the
Amiga's hardware?
No, not  at all. I love work ing on the

Amiga - it's great fun - although if I
did s omet h ing o n ,  s ay ,  t h e
Roland with its great big reverb

"It's often hard working within
the constraints of, say, Robocod, espe-

cially when you see a game like Zool
which looks as though they

gave a lot of memory over to
the music."

sound ef f ec t ,  i t ' s  a lway s  near ly
impossible to obtain the same results
on the Amiga afterwards. Once you
get into the swing of it, though, the
Amiga's charm-and style more than
make up for this. Whatever instru-
ment  I 'm work ing on I 'll aways go
back to the Amiga. Due to the mem-
ory restrictions you'll end up wit h a
finished piece t hat  sounds  t ight .
which is no bad thing,  but  of ten I 'll
shave the beginning of a sample of f
just to save that lit t le bit extra mem-
ory. No  mat t er  h o w short  a bass
drum sample is you can always make
it shorter.

How does writing computer tunes
differ from composing 'real' music?
It's wildly  dif ferent ,  t he t wo styles
couldn't  be further apart. Sitt ing at a
keyboard and just doodling is some-
thing that  you just would not  con-
sider on the Amiga. There are quite a

few tunes that I've writ ten using the
Roland that need to be copied across
onto the Amiga and translating a fin-
ished piece onto the computer is real-
ly diffi cult ,  because you fi nd t hat
you've got  all t his  orchestral-type
arrangements that couldn't  possibly
work on the Amiga. The biggest chal-
lenge is trying to create a song which
sounds as if it  is a real piece wit h all
the associated inst rumentat ion,  like
the banjos on Moonshine Racers.

Is there anything which you wou:d
like to do now but feel you can't
because the technology is simply
not there?
No, I don' t  think so. The thing wit h
the Amiga technology is that it 's so
advanced anyway. It 's been respon-
sible for so many things in the past,
like adverts and such, that it 's being
used for a whole variety of applica-
tions.

How was the Gods title music cre-
ated?
The actual piece, Into The Wonderful,
was writ ten by John fox and Simon
Rogers to be released at some stage.
Eric Bitmap heard it, gave me a tape
wit h loads of  mixes on it  and said
"Make me a three minute version."
The whole track consisted of samples
which were just cut up and used here
and there much the same way as the
Magic Pockets theme. We originally
went  in t o  a  s t udio and t ook  t he
music from the original 24 track tape.
I really wanted to use vocals on that
track but  Betty Boo wouldn' t  allow
it.

Have you ever been disappointed
at all when you heard your  music
in the finished game?
Yes, o n  Occasions. What  y ou get
sometimes is the "We need the music
today, it 's  got  t o be out  by tomor-
row" s ituat ion and I like to have as
much t ime as possible on my  music,
obviously. That's part  of  the reason
that  Speedball 2 turned Out so well
because I went  to see Eric just af ter
Christmas and we spent a week just
tweaking and tweaking it  until it was
great. Sometimes I receive a finished
game back (and I 'm not  ment ioning
any names here) and I just don't want
to load the game because I know that
the brief  was kind of half-hearted or
things are just not  how they should
be. I will ment ion that I thought  the
ball was  t oo loud in Sensi Soccer.
though.- are you listening Jon?

You actually get involved with the
sound effects as wel l ,  l i ke the
speech in Speedball  2?
If there's a budget for this I prefer to
use real actors for speech like we did
on Falcon on the CDTV and Megalo-
mania, I have lots of sound effects on
DAT tapes which we use, although I
don't  have a really good stone-grat-
ing noise, so if anyone out there has
one then perhaps they can send it in.
The 'ice-cream' on Speedball 2 was
originally going to be very quiet and
subtle but Eric turned it up to the vol-
ume we have now.  Ask me about
Jim'll Fix It.

Er. okay.  I hear  you've been on
Jim'll Fi x I t  recently.  do tel l  us
more.
A viewer wrote in to Jimmy asking if
he could see how a computer game
was produced, so the TV crew took
him u p  t o  Mi l l enn ium wh e r e  I
showed him how I write all the game
music. I also wrote a special remix
the J im'll Fix t heme in the style ol
Robocod, mixed wit h a load of  dif
ferent speech samples from Sir Jame!
of Saville himself,  which was quite
good fun. It should be shown on thr
special Boxing Day edit ion.
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E A  T U R  E

It's the machine they've all been
speculating about but at last it's
here. In fact, the new Amiga 1200
should be in the shops as you read
this. What can it  do? What does the
software industry think about it?
What are its chances against the con-
soles? And, perhaps most important,
what price is it? David Upchurch,
roving reporter, found out...

''This is the most signif-
icant moment  f or the
Amiga range since the

A500 was  launched i n  1987.  The
Amiga 1200 is brand new technolo-
gy. We' re confi dent  i t  wi l l  lead us
right  through the Nineties."

So speaks a bullish Kelly Sumner,
Commodore's  MD,  at  t he October
launch part y  f or  t he Commodore
Al200.  Yes, the long-awaited 'Super
Amiga' is finally here and should be
hit t ing the major high-street stores
as you read this. Weighing in at  a
very attractive 099, 99 price-point ,
it boasts the same enhanced chipset
that 's fi t t ed ins ide Commodore's
high-end A4000 works tat ion.  But
what  does t hat  mean t o  you, t he
consumer? Come tip-toe through the
tulips with me and fi nd out...

Commodore Al 200:
An Overview
Imagine an A600 stretched widt h-
ways wit h a numeric keypad bolted
on to fi ll out  the empty space and

you've pre t t y  muc h  g o t  t h e
Al200.  The reint roduc t ion o f
the keypad was a wise idea -

not only does it shut up all the grum-
blers who complained when it  was
removed f r o m t h e  A600,  i t  als o
makes the the Al200 a visibly new
and dif ferent  machine and one you
wouldn' t  mind paying f  400 for.  In
addit ion t h e r e  a r e  a  c ouple  o f
unmarked keys - what  they're used
for is anybody's guess!

The floppy slot and the mouse/joy-
stick port s  are pos it ioned conve-
niently on the right-hand side of the
machine, and round the back there's
the usual row of v ideo/communica-
tions port s .  Sadly ,  howev er,  t h e
Al200 lacks a large expansion port
(like t he  A600 did),  s o  i f  you've
bought  an A590 hard drive or  an
A570 CD-ROM drive then you'll not
be able to hook it  up to the Al200

Speed
The CPU ins ide t h e  A l 2 0 0  i s  a
Motorola 68020 c h ip  running a t
14.19MHz, double the speed of  the
A5001600's M o t o r o l a  6 8 0 0 0 .
Although this  would,  at  fi rst,  lead
you think  that  the Al200 wil l  only
run t wi c e  as  f as t  as  a  ' normal '
Amiga, it  actually performs FIVE TO

M G  1 2 0 0
The Dream Machine,

SIX t imes faster because the 68020
has a full 32-bit bus to communicate
wit h the outs ide world.  On t op of
that, the blit ter also runs at a slight-
ly higher speed.

Graphics
The Al200 boasts a palet te of 16.8
million c olours ,  o f  wh i c h  Co m-
modore c l a i m a  ma x i mu m o f
256,000 can be displayed at  once,

presumably in some sort of  'Super
HAM' mode,  I f  this is the case then
since such a mode consumes CPU
t ime to generate the display it's like-
ly t o  have l imi t ed applic at ion t o
games.

The 256-colour graphics mode is
the one  t hat 's  mos t  likely  t o  b e
exploited by games designers, and it
puts t he Al200 on a graphical par
with PCs fitted with VGA The practi-



A l 2 0 0  TECH SPECS
And now,  f o r a ll you 'Fetal heads out  there ,  w e  pre se nte d the  fu ll. unce nsore d
spe cifica tiorn of  the  Al2 0 0 -  -

PROCESSOR:
CUSTOM PROCESSORS:

CHIP M EM OR Y:
FAST M EM OR Y:

ROM:
EXTERNAL INTERFACES:

INTERNAL INTERFACESs

KEYBOAR D :
INTERNAL DRIVES

EXTERNAL DRIVES_

VIDEO D I SPLAY:

SOUND:

cal upshot of this, in the short term
at least, is that PC games can be con-
verted straight across to the Amiga,
with no loss of detail or colour. The
palette data are stored in sixteen
'banks', each containing sixteen
colours.

In addi tion,  t he  dual -playfield
mode has been enhanced so that
two 16-colour screens can be over-
laid and manipulated independently
(as opposed to two 8-colour screens
on the A500i600).  The palette for
each screen can be pulled from any
of the sixteen colour banks, the net
result being you can have a full 32-
colour screen wi th some amazing
parallax effects.  Greml in's Zool ,
enhanced for the Al200,  has to be
seen to be believed!

As before,  there are just eight
sprites. However, their size has been
increased so that they can be up to
64 pixels wide and any number of
pixels high. The sprites are 16-colour,
and again this palette data can be
pulled from any of the sixteen colour
banks. By overlaying sprites on the

32-bit Motorola 68020 running at 14 .19MHr
AA mult ich ip coprocessor system (Alice. Paula and Lisa)
for video, graphics, sound and DM A
2Mb o f  32-bit  RAM.

Expandable to  4Mb of 32•bit  RAM via  CPU slot, w it h  an additional
4Mb of 16-bit  RAM in  the PCMCIA card slo t .
5128.

Mouse &  loyst iek.
85.232 Serial.
Centronics Parallel,
Floppy  dr iv e.
68 p in  PCMCIA 2 .0  memory card.
RGB video,
Colour composite video.
lItT modulator.
Wie n  audio.

40-pin AT IDE.
150 p in  CPU local bus.
Integral 96-key
3.5-inch floppy drive (maximum 880K formatted)
2.5-inch AT IDE hard drive mounting provided.

Up t o  two  compatible floppy drives
Additional drives possible as PCMCIA accessories.
RGB, analog and digital output, colour composite; RF modulated; interlaced and non-
interlaced: up  t o  eight bitp lanes. Complies to  both PAL and NISC video standards
Maximum of  256,000 colours on-screen from a palette o f  16 8  million.

Four independent voices configured as t wo  stereo channels

32-colour dual-playfield screen ( I
hope you're managing to keep up
with all this), you can now have 48
colours on-screen with ease!

Sound
The sound chip is identical to the one
that appeared in the A500 and A600,
nothing added, nothing taken away
.Some more channels would've been
nice, but  since the Amiga's sound

....MO NA %aim._ • - • • • • • • M i l b o o l o
,
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chip is one of the most advanced
around anyway, this is no great hard-
ship. After all, if it ain't broke, don't
fix it

Memory & Drives
The Al200 is fitted with 2Mbs of
on-board RAM as standard. The
drive is the same as the one in the
A500/600, a low-density floppy
drive formattable to 880K. If the

"The  A l 2 0 0  is br i l l i ant;
we ' r e  1 0 0 %  be hi nd i t.

Befor e  Chr i stmas w e l l  be
releasing our  bi g ti tl es w i t h

enhanced graphics,  but  in
the  Ne w  Year  w e  wi l l  be
doi ng ful l  Al 2 0 0 - s pe c i fi c

games. "
Gary Bracey

Ocean S oftwa r e  D ir e c tor

(L e f t ) Th e  Am i g a  1 2 0 0  i n  im p r e ss ive
a ct io n ,  Bu t  w h a t  a re  i t s  ch a n ce s
a g in st  t h e  At a r i  Fa lco n ?

"i t 's  a sexy  bi t  of  k i t !
The  techni cal  speci fi ca-
t i ons ar e ver y i mpr es-

sive.  We  can por t
gr aphi cs across f r om

t he  Ma c i nt os h or  t he  PC
a nd actual l y  m a k e

t he m  be t t e r ! "
S imon J e ffe r y

E lectronic  A r ts  P R M a na ge r

software developers had any real
complaint at all it was that the
Al200 hadn't been fitted with a
high-density drive, which would've
permitted n e a r l y
-
2 M b s  o f  
d a t a  
t o

be stored on a single floppy.
It appears that this drive format

was chosen as a compromise. To
keep the machine below the attrac-
tive f 400 price point, the choice was
either an Al 200 with 1Mb of RAM
and a n  high-densi ty dr ive or  a n
41200 with 2Mb of RAM and a low-
density drive. Commodore,  having
consulted various software develop-
ers, decided t o go for  the latter
option.

Th.  Final Analysis
The Al200's technical specifications
are simply stunning,  making the
£399 price all the more incredible. If
there's any justice in the world the
Al 200 will wipe the floor with the
competition. The machine's speed
and graphic capabilities are fright-
ening: t h e y  s i mpl y  b l o w  t h e
Megadrive and the Super NES out of
the water. It even gives a 486 PC a
damn good run for its money.

Support for  the Al 200 from the
major software companies is enthu-
siastic and very positive. There's even
going to be top-quality games and
utilities available for the machine
as soon as the hardware hits the
shelves! And in the New Year,
when the softcos start devel•
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THE CLASH OF THE TITANS?
It appears that Commodore see the Al200 appealing, in the near future at least, to the enthu-
siast sector of the market, i.e. the tinkerers and coders, which places it into direct compe-
tition with the recently unveiled Atari Falcon. Although the Falcon's technical specifications
are marginally superior to the Al200 (especially in the sound department), it's 1499 99
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. ware for seems very slow coming. Compare that to the enthusiastic way the maior software
developers are throwing their support
behind the Al200, and there should be
no doubt as to the likely winner of this

hi-tech b a t t l e t,:

aping games specifically for  the
41200 rather than enhancing exist-
ing 4500/600 games, you're going to
see stuff that will gobsmack you.

It's a shame that it wasn't possi-
ble to fit the machine with a high-
density fl oppy drive and keep i t
under four-hundred smackers, but of
the two choices available the 2Mb
RAM/low-density dr ive one  Com-
modore plumped for was probably
the wisest. It's also a pity that there's
no hard-drive version available as
yet, although I wouldn't be shocked
to see an 'Al200HD' in the shops by
next Easter.

But this is just nit-picking, to be
honest. Whichever way you look at it
there's no  denying that,  as EA's
Simon Jeffery puts it, the Al200 is "a
sexy bi t of kit". Wi th Commodore
announcing that there will only be
30.000 machines available before

AMIGA 1200 VS ATARI FALCON

Xmas, you'd be wise to reserve a
place in the queue as soon as possi-
ble. I have!

So where does that leave the A600?
Still very much alive and kicking, is
the answer. Commodore is obvious-
ly sti l l  highly-committed t o  t he
4600's success - this Christmas will
see the launch of the company's
biggest advertising campaign ever. A

"I 'm  ver y pl eased t ha t
Com m odor e  have  m a de
t he  m ov e  w i t h the
A l 2 0 0  w he n they  have.
The  s of t w a r e  i ndustr y
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hom e  computer  m a r k e t
t o stay buoy a nt . "
Ian S te wa r t

Gremlin M a na ging S ilrector

huge 13.5 million is being spent on
advertisements on TV and in nation-
al newspapers and magazines. The
only way you'll be able to avoid hear-
ing about the Amiga this Christmas
is if you spend the festivities down a
deep, dark hole.

But the A600 won't  be around
forever, which is why now has to be
the best time to unveil the next stage
of the Amiga's evolution. We'll  let
Kelly Sumner have the final word:
"When the Amiga 500 was intro-
duced, the C64 became the entry-

W I M I U
WHAM
Mr!'

The  w a y  f or w a r d has to be  sophi sti -
cated 3 2 - bi t  comput i ng.  Wi th thi s
l aunch w e ' r e  si mpl y stayi ng ahead of
t he  ga m e . "
Nally  S umner , C om m odor e  M a na ging D ir e c tor

level machine. Eventually, of course,
the Amiga 500 went mass market.
We see the same pattern being
repeated again. Now the Amiga 600
is the entry-level machine. But in
time the Amiga 1200's user base will
broaden from enthusiasts to mass
market.

"The w a y  for war d has  t o  be
sophisticated 32 -bi t  computi ng.
Look at the PC market, where the
486 machine has supplanted the
286. With this launch we're simply
staying ahead of the game."

WHEREFORE ART THOU, SOFTWARE?
It always seems to be the same. A nev, wonder machine comes out and
there's bsgger all software to run on it. However, with the Al200 Com-
modore seems to have got it pretty much right. It's claimed that there
will be IS to 20 titles available before Christmas, all enhanced to take

advantage of the Al200's advanced capabilities.
And they're top-name titles, too, such as Gremlin's Zoo! (which fea-

tures some stunning parallax effects), MicroProse's Civilisation (which
now looks identical to the PC version) and Origin's Wing Commander
(which moves like greased lightning).

As for compatibility it's claimed that something like 60% of the games
already available will work on the Al200 but that might be Commodore
being a little pessimistic. Ocean, for example, has found that of all its
titles released over the last IS months only two don't work with the
Al200, namely WVVF and, surprisingly, Epic. A
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I 5 7  R a m p a r t
58 L e t h a l  Weapon
60 A i r  Support
62 N o  Second Prize
65 T i n y  Skweeks
67 M cDonal ds Land
70 Cam pai gn
73 B u n n y  Bricks
74 B . C .  Kid
76 B i l l s  Tomato Game
78 Mansel l 's World Championship
80 W e e n
82 P r em i er  League Manager
84 R e a c h  for the Skies

THE S C E S

US Gold
Thalion
Do mark
Ocean
Psygnosis
Thalion
Loriciel
Virgin Games
Empire
Silmarils
Ubisoft
Psygnosis
Gremlin
Coktel Vision
Gremlin
Virgin Games

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

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

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

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

THE OVERALL SCORE

EVIIS

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

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

DAVI D UPCHURCH
The slave driver Editor has been
really cracking the boss-type whip
this month. Late nights all round
have been the order of the day
without so much as a free beer or
anything. There's rumours of a

work mutiny here at The One towers within the
next few days so you may notice a few changes in
the next issue. I can tell you. Hopefully things will
be different and, come Christmas, hel l  be dusting
down the Santa suit and popping down our
chimnies, rosey-faced and pie-eyed (for a change).

GARY WHI TTA
Its been a big month for Gary since
we last spoke. He's spent most of
his spare evenings out down the
pub (for questionable reasons) or
cheering on Tottenham 'Horspurs
on Saturdays, for reasons unknown.

He calls himself a Spurs fan but when asked to
name the colours of their strip on a pub trivia
machine, he pressed the wrong button and lost all
chance of the Team winning a few bob to
supplement their meagre earnings. By the way,
presents and Christmas 'tips to the usual address,
please_

SI MON BYRON
Simon has spent most of the last
month harping on about the
Batman cartoon shown on Saturday
mornings. Things have become so
bad that he's thinking of changing
his name to Bruce Wayne by deed

pole_ We even caught him wearing a rubber suit
and mask the other day, but decided that it's only
normal for a country boy to experience 'difficulties'
when faced with depressing City life. Still, things
could be worse, he could start snogging cats.

ROB CARTER
Anybody would have though that
Rob (or Bob, or Sod) had broken a
mirror in the past few weeks,
judging by the amount of bad luck
he's had. His newly aquired flat
decided to do an impression of a

swimming pool when it rained the other day so he
had to shack up with Mike the Tramp who lives at
the end of our road Ks  high-class around here, you
know) and to top it all off was beaten by -
everybody at Sensible Soccer (including Mike)l Can
things get any worse?

THIS MO NTHS  PAVES
The games that have helped us make it through this
issue with our sanity intact are, in no particular
order, Sensible Soccer V1.1, No Second Prize, •
Sensible Soccer V1.1, the game they call 'Caffeine'
taking and, of course, not forgetting Sensible
Soccer V1.1.
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good as games like Eye of  the
Beholder and Dungeon Master
were, you never t ruly  felt  l ike
you were really down there in

the depths, fi ght ing hideous mon-
sters face-to•face. All t hat  jerk ing
backwards and forwards  and those
disorientating 90 turns - it felt more
like you were on some bizarre Ghost
Train ride instead of exploring a per-
ilous underground labyrinth.

But that 's all set to change with
Legends of  Valour.  Using a revolu-
t ionary  new fi rs t -person 3D tech-
nique, i t  a l lows  y ou  t o  wander
around the game world wit h total
freedom, just as if  you were actual-
ly walk ing around it  yourself. And
the good news  is t hat  Legends of
Valour is n' t  jus t  a  pret t y  f ace -

(1
1 
N
I

David Upchurch considers his game-review ing skills
be the stuff  of  legend, so w ho bet ter  to test US Gold's
ground-breaking fantasy RPG?

there's a good solid RPG behind the
surface gloss.

The game's  all set in the city of
Mit teIdorf ,  a t rading pos t  on t he
island o f  Wolf brood,  The play er
starts o f f  as  a  wide-eyed y oung
adventurer (or adventuress - there's
no sexism here) who' s  jus t  wan-
dered into town in search of excite-
ment. And there's plenty to be had
• the city is full to overfl owing with
strange characters and gruesome
monsters. i f  you've got  a bi t  of  a

One of the first things the wise player will do is join a Guild. Guilds are the
source of power - by impressing the Guildmasters with your deeds you can
be promoted through its ranks and thus increase your social standing,
allowing you access to areas of  town forbidden to mere plebs. There are
several Guilds around t own and the one to join depends on whether the
player fancies being a warrior,  a wizard, a cleric or a thief. Having paid an
entry fee and performed a s imple init iat ion quest, the player can try to
complete more difficult quests to earn browny points with the Guild boss-
es. The nature of the quests varies depending on the Guild - a warriors '

Guild will challenge the player with action-based quests while a magi-
cians' Guild will pose more intellectual problems.

weak heart  then I 'd advise you t o
steer well clear of Mit teldorfl

At first the player starts of f  with
a bare handful of  Gold Pieces to his
name, but  by enlis t ing into one of
the many Guilds and embark ing on
a few quests fame and fortune can
be soon be earned. And, if  the play-
er wo rk s  hard,  t h e y  ma y  ev en
encounter a  g ian t  fi re-breat hing
dragon o r  end u p  s ummoning a
demon f rom Hell!  Who said t own
life was dull?

to

The Trolls live in tribes in one of the
dungeons below the city. Al though
formidable foes, they have one very

vulnerable weak point.  (None-too- 1

subtle hint: big wobbly bellies.)

COMPLICATED? N A A A H !
Although at  fi rst glance Legends o f  Valour's con-
trol and status panel looks a bit  complicated, it 's
actually very easy and intuit ive to use. Everything
is controlled by the mouse and i t s  amazing w hat
you can do w ith  a simple couple of  mouse clicks
these days!

There are three major magical items to fi nd during the game, each
of which has a beneficial effect on the character's performance. As
they're collected they appear in these boxes.

• • • •

Shows any items which ar t lying near the player's feet. They can
then be picked up with a simple mouse click.

Accesses the SAVE/LOAD menu,
and things like sound orvoff, etc.
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Status panel showing the player's general health. hungriness,
thirstiness, injury level and so for th.
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(Right) During play a schematic of
Mittledorf can be called up at any
time, which shows a bare-bones
map of town with the player's
position indicated by a tiny flash-
ing pixel. Provided with the
game's packaging is a large
poster-sized version of the map,
the idea being that as the player
explores and learns where the
landmarks are he can note them
down on the map. Handy, eh? And
if you want to find such sights as
this trading ship, which is hidden
deep inside the Dwarf Ghetto, its
use is absolutely essential.

• • • • •

WSW 1 P

Calls up the
character status
screen.

OPP 4
1 P oIndicates how many Gold
Pieces and valuable trading
commodities the player is
carrying.

Indicates the six items the
player is carrying. Items can
be swapped between the
player's hand and this inven-
tory with a mouse click.

Drops whatever is in the
player's hand_

o n .

The top row of icons accesses all the combat moves- The left icon on the second
row brings up a map of town, while the other  two control spells. The bottom
row icons allow the player to sleep, to use an object and to talk to someone.

(Left) Fights can be started in a
number of ways - by getting
caught pickpocketing, by insulting
somebody or most simply by pok-
ing your sword in someone's face.
Three icons control the action; one
slashes, one jabs and other delivers
a crushing blow. The nice thing is
that as you fight you can actually
see your weapon in action on-
screen (or your fists if you're not
holding a weapon). Different crea-
tures have their own specific weak
points, which you can exploit by
using the right type of attack. If
you're not the violent type you can
let the computer hack away for
you, but it won't pick out the
opponent's weaknesses as well as
you might.

There are a variety of ways that the
player can guide his character
around, It's quickest to use the
mouse - click with the right mouse
button and the pointer disappears;
the player's character can now be
rotated by moving the mouse and
made to walk forward by holding
down the left mouse button,

-

Throws whatever is in the
player's hand.

Displays the item currently
in the player's hand.
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The player can adjust the physical size of the graphic win-
dow to increase the speed and smoothness of the image
update. This can be very useful i f you wa nt to get across

1. tow n quick ly  a nd actua l ly  k now  whe re  y ou're  going
Novices, however, would be advised to stick to the large
window size until they've got their bearings. I f a fi ght or
a conversation starts, the window immediately expands to

I ful l  size to show off the character and monster animations4411

In the casino and most of the inns you can try your hand at a bit of
gambling, i f you're feeling lucky. There are several games to choose
from but the most popular by far is Roach Racing. Just click on a roach
to place a bet, set the game in motion and sit back and cheer your

insect on. Although it offers a bit of light relief from the pressures of
life in the city, gambling's no alternative to hard work if you want
to make some serious money.
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(Right) You can have a chat to the
people you meet by hailing them
down with a friendly "Her .  Over

they'll pop and the noble art of
conversation can commence in

earnest. By clicking on icons the
player can choose to ask one of

two types of question, either 'What
is...?' or 'Where is...?'. A list of

names and topics to choose from
then pops up. This list grows dur-

ing the game as the player explores
and find out about new characters,

locations and items. If you're feel-
ing a bit feisty you can insult the

person you're talking to or even try
to pick their pockets, although you

should be prepared for possible
violent repercussions...

When you first enter Mitte ltiorf the first thing you should
do is seek out an inn and re nt room and board for  the
night. Not only is sleeping in the  street cold and uncom-
fortable, it's  also illegal and you'll probably get mugged
or worse - they 're  nice people, the  Mitte ldorfi ans. Your
room also provides a safe place for you to store all your
valuables - the  chances of a thief breaking into your room
are minimal, whereas the dangers on the streets are huge.



(Left) If the player becomes initiated
into either a magic user's or cleric's
Guild then they'll be presented with
their very own spellbook. The book
can be called up at any time during
the game and a spell cast simply by
clicking on its icon. At first the book
contains just two very basic spells
but as the player progresses
through the ranks of the Guild more
spells are added up to a maximum
of eight. The spell effects allow the
caster to do anything from passing
'magically through a locked door to
casting lethal fireballs. Although the
spells available are all fundamental.
ly the same irrespective of the Guild
joined, their potency and effective-
ness can vary wildly.

While at the inn it's a wise move to stock up on plenty of
health-restoring food and ale. Each of the inns has its own
specialities and some cook them better than others, with a
consequently better effect on your vigour. Also, don't for-
get t o  check out the  local noticeboard, which is where
you'll be able to pick up some interesting information and
learn o f  possible errands tha t need running (for  a cash
reward, of course).
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T H E  V E R D I C T

Thank God! At last an RPG that real-
ly does offer something new and
exciting instead of the usual check-
list of X locations, Y non-player
characters and Z magic spells
(yawn!). Visually Legends is nothing
short of breathtaking - the player
has total freedom to go where ever
he or she pleases. Until you've seen
the 3D in action it's hard for words
to explain just how exhilirating the
experience can be. Even with the 3D
graphic window at maximum size
the game is still surprisingly fast and
smooth, although there is a slightly
annoying 'rippling' effect as the
screen updates. However, this is a
small price to pay for all the other
benefits of the system, and it's
something that you don't even
notice after playing for a while. The
excellent use of 3D extends to the
combat as well - at last you can
actually see your sword blade or axe
head hitting home, and the
animation on the enemies is superb.
But good graphics don't make a
good game, so it's good to report
that Legends is a cracking RPG to
boot. I t was a wise move to have the

player control a single character as
opposed to a party - it makes it a lot
easier to become immersed in the
game. Legends is more action-orien-
tated than the likes of Beholder,
although there are plenty of puzzles
and conundrums to keep the more cerebral players happy.
As a game Legends is beautifully structured, so that as the
player grows in experience and power new tasks and dif-
ferent areas of the gameworld are slowly revealed, ensur-
ing that the player is constantly being presented with fresh
challenges and surprises. Its all a little bewildering at first
(but then which RPG isn't?), but there are plenty of heavy
hints provided by the people you meet as to what you
should do and where you should go next so you never feel
that lost. Legends is nothing short of a revolution in com-
puter role-playing, and has become the standard by which
.
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Thalion's n ew RPG has taken Germany by
storm, but wi l l  i t repeat that success over
here? David Upchurch fi nds out.

,
C
D
C
3
0
0
0
0  
A  
•  
4
‘
a

0 0 0 0 0 0

Towns a re  ve ry ha ndy,  n o t  o n ly a s a
source  o f  g o ssip  a n d  a d ve n t u re  b u t
a lso a s a  p la ce  t o  p ick u p  e xt ra
a dve nture rs f o r  yo u r  p a rt y. I n  a d d i-
t ion,  th e re  a re  va rio u s wa rrio r) m a g i-
clan/thief Guilds to join, and
membership of one or more of them
is essential if you're to make any
real progress in the game.
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body will be brave enough
to write a fantasy RPG star-

ring characters wi t h  nice normal
(and easily pronounceable) names
like Ron or Frank or Nigel. However,
unt il that t ime arrives, we'll have to
put up with games like Amberstar,
where names  s uc h a s  My lneh,
Maraliahn a n d  Thornahuun a r e
quite happily  banded about.  They
may sound mysterious and exotic,
but you t ry  saying them after a few
pints of  pop.
Amberstaes plot  is far too convo-
luted (and t oo full of  those long,
funny-sounding names) t o detail
fully here. However,  suffice to say
that  there's a mad wizard at large
and the only thing that can possibly

Ta lk t o  a  le sse r in d ivid u a l a n d  a  sim -
ple  t e xt  b o x w il l  p o p  u p  in  w h ich

t h e y'll sa y w h a t e ve r t h e y w a n t  t o
sa y. H o we ve r,  t a lk t o  m a jo r  cha ra c-

te rs a n d  yo u  ca n  h a ve  a  p ro p e r ch a t
by se le ct in g  'ke y w o rd s'  f ro m  a  list

o f  t o p ics. As yo u  ta lk,  m o re  ke y
w o rd s a re  p icke d  o u t  o f  t h e  cha r-

a cte rs spe e ch  a n d  a d d e d  t o  t h e
list,  so  t h a t  the se  su b je ct s ca n,

in tu rn ,  ca n  b e  a ske d  a b o u t .

destroy him is the magical Amber-
star. However, long ago the Amber-
star was  shat tered in t o  t hirt een
fragments, all of which are now lost
or in the possession of some fiend,
so what's needed is for some plucky
young lad (or laddess) to take up
the gaunt let  and go on a quest to
collect and rec ombine t hem all.
Now I don't  mean to be funny, but
I think  they 're talk ing about  you.

In play, Amberstar comes across
as a hybrid of Ult ima VI and Eye of
the Beholder,  mix ing t he depth,
character interaction and size of the
former wi t h  t he  fi rs t -person 3D
immediacy of the latter. A recipe for
disaster? Let 's fi nd out ,  shall we?

A la rg e  p a rt  o f  t h e  g a m e  ta ke s p la ce
from this perspective. As your party,
represented by a little man, explores
the gameworld the screen scrolls to
f o llo w  h is p ro g re ss. An yo n e  w h o 's
p la ye d  U lt im a  VI  o r  sim ila r RPGs w i l l
kn o w  th e  st yle . The re  a re  so m e  n ice
touche s -  yo u  ca n  o n ly se e  t h in g s in
yo u r lin e  o f  sigh t ,  f o r  e xa m p le .
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M e e t a n y m o n st e rs a n d  yo u 're  g ive n  t h e  o p t io n
e ithe r fi g h t  o r  fl e e . C h o o se  t o  fi g h t ,  a n d  a  t a ct ica l
g rid  a ppe a rs t o  t h e  r ig h t  o f  the  m a in  g ra p h ics
w in d o w . The  p la ye r a nd co m p u t e r th e n  t a ke  it  in
tu rn s t o  co n t ro l t h e  p a rt y a n d  t h e  m o n st e rs
re sp e ct ive ly. D u rin g  e a ch t u rn  t h e  p la ye r ca n
ma ke  a  p a rt y m e m b e r e it h e r a t ta ck,  de fe nd ,  m o ve
or. i f  t h e  ch a ra cte r's in  re a l t ro u b le ,  fl e e .

I H E MEMO •  ENO V E R D I C T

rying to create a f u l l
-
b l o w n  R P G

wi th the i nstant appeal  of

something like Eye of the Beholder
is a nice idea but it doesn't quite
work, sadly. The main problem is
that the 3D bits are by-and-large
redundant - the graphics are
unattractive, direct interaction with
the 3D environment is minimal and

if you meet anything to fight it's all
sorted out on a tactical map, so why
bother? Personally I 'd rather have
stuck with the top-down view used
In the rest of the game all the way
through. My other main grumble lies
with the ocassionally unfriendly
player interface. It's slightly over-
complicated and not particularly ele-
gant,  and i t takes a good few hours

1
A '

before you get used to its
quirks and peculiarities.
However ,  these criticisms

aside, there's lots to enjoy
in Amberstar. Although a
huge game, there are few
dull patches where there's
nothing much going on. No
matter what your predica-

ment, there's always something new
to see or do. I ts  perhaps a bit too
easy to get killed when you start
off, but once you've got somz. sem-
blance of a party together and
joined a Guild or two things really
pick up. Amberstar's not going to
appeal to everybody - although with
a little more design forethought it
might well have done b u t  ardent RPG
get their money's worth out of it.
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"It 's M e d i - E V I L ! . .
C o m b i n i n g  th e  bes t o f

s t ra te g y  puzz l e  games w i t h
d y n a m i c  a c t i o n  i n  a

me d i e v a l  b a t t l e g ro u n d ,
R a m p a r t  a l l o w s  m u l t i p l a y e r
c o m p e t i t i o n  i n  a  race  a g a i n s t

th e  c l ock .  S o  f o r t i f y  y o u r
castles, p l ace  y o u r  cannons

and  p re p a re  f o r  a l l
o u t  b a t t l e !

Av a i l a b l e  on: Am i g a  •  A t a r i  ST
C B M  64 Cass •  C B M  64 D isc
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"The biggest hem of them all" tmiga Power
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JOill superstar Dizzy in his
most exciting adventure yet

created! Four complete worlds
of magic and mystery await!

Featuring all the brilliant DizzyI
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The mysticat ciNstat treasures
ot the lollt Follt have been
stolen ll'om the temple ot

Zeltert Return them lest or, as
prophecy has it, Dirri's world

will be under the shadow ot
derltness tor evert

is running out—.
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In the two-player game, each player selects a 'home ces-
tie' from those available. The computer  then builds a
simple perimeter wall around it and each player plonks
a handful  of cannons in the castle grounds. It is only
after these preliminaries have been taken care of that
battle can commence.

Publisher: Dom a r k
Developer,The Kremlin

125.99 Out Now
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T H E  NIFRDICT
Having never seen Rampart in the
arcades, I can't make comparisons
between the original machine and
this conversion - but I can say that it
rates as one of the strangest gam
I've seen. You'd never expect its two
main gameplay elements - simple
cursor-based blasting and Tetris-style
block-slotting - to go hand-in-hand,
but to some extent it actually seems
to work. That said, the one-player
game is a washout - i ts  just far too
hard and the degree of accuracy
required to hit the enemy ships is
simply too much to expect from a
mere mortal. However, it's in the
dual-player head-to-head mode that
the game works best, but even then
it suffers from annoying flaws. I've
no quibble with the cannon-firing
battle rounds; they're frantic and
fun. It's the wall-rebuilding phase
that causes so much Irritation. Th
basic problem is that the time limit is
SO short that most of the
time it's simply too diffi-
cult to rebuild the
walls around your
own castle, let
alone worry about
expanding. The
finnicky control sys-
tem, which has a bad
habit of dropping pieces
where you don't want them, doesn't
help either. Its a shame - if the exe-

cution had been just a little better, this might have been a
real winner. Players may get some mileage out of the more
forgiving two-player game but those planning on playing It
solo should, q
u i t s  
u n  
n d  
s o m e
t h i n j
b e
t t e ç t
o d o .
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RAMPART
Cross Tetris wi th  Operation Wol f and wh at  do you get?
The latest in Domark's ever-expanding l ine of Tengen
coin-op conversions, that's what.  Gary Whi tta girds his
loins for battle

i  a m p a r t s . '  Sounds a bit rude, doesn't it? Weil, actually no becauseRthe ramparts we're talking about here are those that make up
the walls of ye olde medieval-style castles. Converted from the

popular Atari coin•op. the basic idea of the game has you and a pal, as war-
ring land barons, blasting away at each other's castles with mighty can-
nons while expanding your own domain so as to muscle out the opposi-
tion. It might sound like Populous or some other such 'God' sim, but it's
not - what you have here is a simple cursor-controlled arcade blaster with
the strategy provided by the need to repair the castle and expand your ter-
ritory between battles.

In the one-player game there's more of a progressive element, as the
player attempts to fight off a computer-controlled invasion force (sailing
In on boats and dropping off land troops) over a series of coastal battle-
fields. Let the battle commence!

With castle walls set up and defences organised, i t's time to knock seven
bells out of each other. Each player has a crosshair used to aim the castle
cannons - simply aim and fire, but remember that each cannon can only
have one ball in the air at a time. Castle walls are the main target since the
castle itself can't be damaged, but the cannons are also wor th a shot at -
knocking one out forces the opposition to replace i t if he's to have equiva-

lent fi repower in the next round.
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game the player fi ghts a
fleet of enemy battleships

fast approaching the coast.
There's the usual exchange of fire as
castles and ships blast away, wi th
the player progressing if all ships
are destroyed before they reach the
coast. I f any do, however, they drop
off land forces which won't hesitate
to take your castle if you don't
rebuild those walls in time.

(Inset above left) The penalty for
failure is death - by guil lotine!

Once battle has ceased the castle-
rebuilding phase begins. Each play-
er must fill the gaps in their
shattered walls by slotting in wall
sections of varying shapes a la
Totris. In the short time given, the
wall around the castle must be com-
pletely sealed, no matter  how odd it
looks, else the castle is taken and
the game ends. BUT - and here's the
clever bit - quick-working players
can branch out and build new walls
around the neighbour ing castles
in their  territory, thus expand-
ing their  empire.
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"Hey Dave, it 's  a  ne w
movie t ie - in from Ocean!"
"Yeah, let's  just wa i t  unt il
the professionals arr ive ."
"What say we  take a  look
at it  ourselves?"
"Whitta , you crazy
mutha l"
"Come on Dave, loosen
u p ! "
" I'm  too old for  this sh...
(etc, etc)"
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awaited in computer game history. hav ing fi rst
been touted af ter the original fi lm's  appearance

way back in 1987, and reputedly  signed up by almost
every software under the sun since then. But it took this
year's release of  the third movie in the series, and its
subsequent slaughtering of box office records, for those
mismatched LA cops Riggs and Murtaugh to be fi nally
deemed lucrat ive enough characters for Amiga adap-
tation. The perpetrators? Who else but good old Ocean.

Lethal  Weapon begins here, in the police station.
from where the player can do all manner  of top
things. Unfor tunately you're not al lowed to draw
your gun or  interact wi th any of the leggy lovelies
on display, so that's some potential  fun out of the
wi ndow straight away,  but never mind - let's see
what you CAN do,...

Lethal Weapon in fact boasts
five missions, but you can only
access the first three at the start
of the game. The other  two are
classified and lie beyond this
locked door...

In Mission 1 a bunch of drug-
dealing do•badders are trying to
smuggle their i l l -gotten gains
out of the city at the local docks.
I ts up to you to go down by the
riverside and take out Mr  Big.

Once you've read the briefing,
you can decide whether  or
not to accept the job,

The Computer
Boom allows the

player to enter an
access code, so you
can carry on a mis-
sion from the level

you last reached.
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purveyors of  fi nest-quality  fi lm t ie-ins since 1889 (or
something).

Having fl irted briefly with alternative approaches to
fi lm conversion (RoboCop 3 being t he most  notable
example), Ocean has  reverted t o  t y pe f o r  Let hal
Weapon, t ranslat ing storylines f rom each of  the three
fi lms into platform-based escapades based around the
two main characters. Well, if it can work for The Addams
Family, RoboCop 2 and Hudson Hawk,  it  can't  fail t o
work here... can it?

Walk into the Locker
Room to switch char-
acters from Riggs to
Mur taugh or  vice
versa, It's purely a
cosmetic change, as
both characters are
identical ganneplay-
wise. It's just a ques-
tion of who you like
best - Mel or Danny.
While Riggs looks
good in his dentin
jacket and jeans.
Mur taugh looks like
he's just been
dragged out of bed in
his scruffy tracksuit.
Shouldn't he he wear-
ing a shirt and tie?

Riggs and
Murtaugh's comic
sidekick Leo Getz
has been kidnapped by the bad•
dies and is being held hostage in
an old abandoned factory in
Mission 3. As he's the best snitch
the depar tment has, it's up to you
to go and get him back.
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Mission 2, and this time a fanati-
cal terrorist group is threatening
to blow up Los Angeles wi th a
giant bomb that they've
managed to hide in the city's
sewers. Stick a clothes peg on
your nose and get underground
to capture the madmen and
defuse the device.
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Riggs and Mur taugh each have a pis-
tol that takes six bullets in a maga-
zine. I t may not seem like much, but
fortunately you've got loads of mag-
azines in reserve and there are plen-
ty more to be found lying about the
levels. Also, keep an eye out for
magnifying glasses that award a
points' bonus and hearts that top up
your energy.

Down in the sewers
on Mission Two, and

things are starting
to get a lot tougher .
Now the baddies are

kitted out with
some real hardware,

including rocket
launchers and flame
throwers! There are

no extra weapons
available, so you'll
just have to make

the best of it
against increasingly-

difficult odds_

Although Lethal Weapon
isn't qui te as platform-
based as, say, The
Addams Family, there are
plenty of Mario-esque
elements. In the dockyard
on Mission 1, for  exam-
ple, the player must
negotiate this very
improbable set-up of
moving girders and
swinging chains in order
to make progress. Many
of the jumps have to be
pixel-perfect, and with
long falls sapping energy

there's little margin
for error.

Entering doors takes you into new areas a n d
introduces you to new dangers. Take these fellers, who lob sticks of highly-
explosive dynamite at you v e r y  nasty. For some strange reason, the many
nondescript barrels In the game explode as well, but only when shot or
punched. The explosions harm you, but not the bad guys. Weird,

If you run Out of ammo or an enemy
gets too close, the pistol is discarded
in favour  of Mel.'Dannyrs martial arts
skills, wi th karate kicks and punches
replacing the more satisfying
bullets. Apart from kung-fu fi ghting,
the player's athletic abilities include
ducking to avoid bullets, climbing
ladders and ropes and, of course,
jumping from platform to platform.

"rHP
Lethal Weapon is a game that I both
like and dislike. On the one hand it's
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tioner. On the other it's a shock-
g waste of some potentially explo-

lye licensed subject matter. Strong
n comic-book characterisation and

, g  explosions, the Lethal Weapon
ovies have always been perfect for
action-game interpretation. A

police storyline with two very dif-
ferent main characters - there's
oodles of potential there.

Unfortunately, Ocean's game
i. m a k e s  little use of the wealth

them irrelevant and uninspired
atform landscapes to run around
- in gameplay terms, Lethal
Weapon is hardly any different

from Hudson Hawk, Navy Seals
and a handful of other by-the-book
film conversions. That said, it IS a
playable-enough game in its own
right, i f a little too tricky in places,
and it would have been nice to have
more control over the main charac-
ter. Graphically everything is fine,
and the music is typically impressive
(although not a single bar from the
film score has been used, which is a
shame) but you can't help but feel
that so much more could have been
done. Basically. Lethal Weapon is a
game that suffers from a lack of
imagination, and sadly another pro-
duction-line offering like this won't do Ocean's reputation

many favours, especially
when they were just start-
ing to put out some decent

1
1

games again.  This may
sound harsh, but bear in
mind that, i f you forget
about the tie-in, Lethal
Weapon is a good action
game offering plenty of
entertainment for platform
fans. As a film adaptation, .
it's a wasted opportunity

R E V I E W

of available material, taking
the two leads and giving

MEW
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A simulation of a simulation, eh? Well, Gary
Whi fta wi l l  try anything once...

Y ou kids don't know you're born. All these rounded, bezier-curved,
Gouraud shaded filled polygons prancing about the place. I don't
know, when I was a lad we had to make our own entertainment. Our

polygons were never filled No,  you could see right through them, like they
were made from bits of coathanger. 'Wireframe' they were called, and they
were a right old mess, let me tell you. None of this 'filled-in' luxury you kids
get these days. And the local bobbies weren't afraid to give you a good clip
round the ear. And as for this new-fangled 'instant gravy...

If you're a bit of an old fogey like some of us on The One, you'll remem-
ber the days of wireframe 3D. Starglider, Elite, Star Wars... Ah, they were
great days. Of course time moves on - although not, apparently, so far as
Psygnosis are concerned. The company's latest, Air Support, features pre-
cisely the same ropey old wireframe polygons that we all grew up on. Of
course, they never did my grandad any harm, and if they're good enough
for him, they're good enough for me. Or are they?

Technicalities aside, Air Support is sort of a 3D/strategy/flight sim thing,
set in the far future where real war has been abolished and all disputes are
settled on computer-simulated battlefields. The player, having just been
accepted into the academy which trains the simulation operators, is taken
through a series of training scenarios, then out into the 'real' world to fly
actual missions using a variety of air- and land-based craft. Although mis-
sion objectives vary, most of the action centres around defending your own
command centre while laying siege to the enemy's.

L.—
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If it's a more action-packed experience you're after,
you can take direct control of any of your vehicles and
do battle with the coloured climbing frames (sorry,
mean enemy battle craft) personally. Depending on the
type of craft under  your control, there's a wealth of
weaponry and options at your command, wi th
spaghetti-like menus and HUD displays jumping about
like there's no tomorrow. Doh, and don't forget the
'real' 3D mode (complete with cardboard coloured

glasses) which unfor tunately doesn't work at all. We
tried turning the lights off,  squinting, the lot, and
all we got was sore eyes.

As per usual with Psygnosis, the
scene is set by a flashy ray'
traced 3D animation, showing
aircraft scrambling from their
hangars and taking off.  All very
impressive, but rather short
what you've come to expect.
basically.
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Sorry? Did we just go back in time
to the late Eighties and nobody told
me? Or is it just that the 30 'graph-
ics' in this game are hopelessly out-
dated and completely inadequate
by today's standards? Something
tells me it's the latter. Of course,
graphics maketh not the game, but
it would have been nice to have
had SOME instead of the pathetic
and jerky dots and lines that make
up the combat landscape here. It's
been a while since I saw a game
that looks so bad it positively puts
you off playing it, but Air Support
is one such game. The primitive feel
is enhanced still further by the
hopeless CU Amiga-speech accom-
panying the front-end menu
screens. Of course, all of this might
have been forgivable had the game
itself been a strong one.
Unfortunately it never really comes
off either as a strategy game or a
combat simulator, in both cases
essentially because things are pre-
sented so poorly. Information is

muddled and confus-
ing, and it takes a
force of effort on the
part of the player to
figure out what
exactly is going on at
any given time. To be
fair to the game,

there's a lot more to it than can be
explored in any depth in the space
allowed here, but none of it is-really that Interesting. Sure
there's lots of stuff to do, but everything is so slow and
unappealing that there's little incentive to try any of it. Air
Support suffers because the game is unsure about what it's
trying to do. Is it a strategy game? Is it a 3D combat game?
It simply can't decide so it tries to do everything at once
and, as a result, ends up doing nothing particularly well.
For deja vu fanatics only.

Publisher. P y s g n o s i s
Developer. Alar ic J.Binnie

£25.99 Out Now

iteybo•rdipsystkk/Iolpad
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Much of the game
is played on this
static map screen,
which displays all
structures and vehi
des of strategic
interest. I t's from
here that way-
points and instruc.
tions are doled out
to your ships. In
theory it's possible
to run an entire
campaign wi thout
ever looking at the
30 and leaving the
shops to fol low your
orders on autopi lot.
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With the Amiga still wi thout a REALLY decent motor-
bike racer to call i ts own,  can Thalion's much-vaunted
effort fi t the bill? Gary Whi tta gets his m otor running,
or something
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based driving games coming out of its beige
plastic ears, i ts a  bi t  short of  the two-

wheeled variety? Just what is the problem
with bike Sims that the only really memo-
rable example on the Amiga is the excel-
lent Super Hang-On (now nearly four
years old)? Admittedly things have
picked up a bit of late with Psygno-
sis Red Zone and EA's Road Rash,
but i f truth be told neither are
anything to write home about.

The really funny thing is that,
if anything, bikes are even more
adrenalin-pumping than cars,
It's one thing to be safe inside
a steel box,  qui te another  to
have nothing between you and
the r oa d b u t  s om e  fl i msy
leathers and elbow pads. You
can't beat taking a corner at full
speed and leaning RIGHT over so
you almost kneecap yourself on
the tarmac. So why don't we have
more bike games, then?

Don't ask me, ask Thalion, who've
actually done something about this sorry
state of affairs. No Second Prize, a bike
racer that sits in that always-difficult midway
point between arcade game and simulation, is a
serious attempt to prove that just because you've got
only half the number of wheels, it doesn't mean you can't
have twice as much fun with them..

11-11-11-REPLAY!
Four replay modes are available at any time dur ing the race, so
riders can review mistakes or watch any memorable moments
again. Each mode is based on a di fferent camera position.  The
standard replay shows the usual first-person view from the bike
(A), a second mode gives a tracking shot from directly behind your
bike (B), whi le a thi rd shows the same angles, but from fur ther
behind for  a wider  shot (C). The four th and final  view (D), fr om a
camera mounted behi nd a 'chase' hel icopter  that always fol lows
the race leader, is the least useful but the most impressive. Video-
style controls al low the player to pause, rewind and fast-forward
thr ough any segment of the action. I t's useful  enough,  but likely
to be viewed most for  its impressive camera angles and graphical
effects. Shame you can't control  the bike from these exterior
views, really.
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No Second Prize's storyline f o r  what it's
worth • tells of a rip-roaring custom-

made motorcycle that's been left to
you to ride in a unique racing season
with five other  fl ambouyant riders.
Before racing, the player chooses
from one of the six characters on
show - two gals and four  fellers,
each with their  own personal history
and racing characteristics, These
people are not professionals, but
rich playboy types with nothing bet-
ter to do than risk their  lives at
300mph on the Grand Prix circuits of
the world. The silly sods.

Having select-
ed a rider,
you can
choose to
practice on
any of the
game's 20
tracks from
around the
world
m o d e l l e d  o n
their real-life

counterparts, of course), or  take on the epic 26-race sea-
son a9ainst the other  playboy speed freaks. Click on any

track to read a short piece about its layout and features, then hit
CHOOSE to go straight down to the starting line. Simple as that,

1" .

•



No Second Prize is entirely mouse-controlled. There's no joystick option,
because the bike is steered using an analogue method - the more you move
the mouse left or r ight, the fur ther  over the bike leans, so you can either
take corners gently or scream round hairpins with your head almost scrap-
ing the concrete, Gears can be either automatic or manual, and i f the con-
trol feels too slippery or  sluggish you can always adjust i t to suit your taste
with five sensitivity settings. One word of advice, though - get a decent
mouse mat.

Of the other  racers on the track, the
blackigrey ones are just amateur

drones put there to get in your way
- i ts  the five coloured bikes you

have to beat if you're to win any
kudos. Passing them is simple

enough but at highspeed it's easy
to ram into the back of other  bikes

by accident, causing damage to both
bike and rider • exactly how much

you can take before having to retire
depends on the stats of your charac-

ter. Points are awarded depending
on your finishing position, wi th

three points for  a win, two for  sec-
ond and so on. Whatever you do,

don't come last (i.e. sixthl - doing so
earns you a minus point.

The relative lack of roadside obstacles in No Second
Prize makes it difficult to have any REALLY bad crashes,
but the speed and responsiveness of the control means
it's all too easy to go careening off the track and get
bogged down in the sluggish grass. Getting back on
track can be tricky, so there's a thoughtful  keypress that
repositions you on the centre of the track automatically
- albeit in first gear and at a standstill.

After each race, the whole thing is replayed in a<celer-
ated time on the circuit map lalso displayed dur ing the

race), wi th coloured dots indicating the progress of
each of the six competitors. Lap and track records can

be saved to disk and reviewed at leisure.

E V I

r T H E  V E R D I C T
You know you're In for something
special when the intro sequence
fires up - the camera pans across a
mist-shrouded race track a t dawn
as the music builds, then blasts into
a top guitar solo as the bikes
scream past. It's very impressive
stuff and, for a change, the actual
game lives up to the promises that
the intro makes. No Second Prize
Is, without a doubt, THE fastest,
smoothest and most playable first-
person perspective race game I
have played. Considering the

amount of 3D detail
the game has to deal
with at times it belts
along at an incredi-
ble pace, and - most
importantly - the
mouse-based control
Is incredibly respon-
sive and feels just
right. Combine the
two and what you've

got is a game that comes closer to
simulating the sensation of high-
speed racing than any other game I
can think of; many times I  found
myself subconsciously leaning over
in my seat as I sped round a tricky
hairpin turn. The other riders
behave intelligently and actually
look quite good, considering
they're made from just a few poly-
gons, and the engine sounds as you
roar past them are superb. With
twenty tracks, six individual riders and more options than
you can shake a stick at, No Second Prize isnrt the sort of -
game to lose its appeal after just a few laps - this is one

you'll be getting out again and
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again. The more I play it, the
more difficult it is for me to
find any real faults with No
Second Prize - it is, quite sim-
ply, a brilliant racing game,
and one which can holds its
head up high alongside classics
like Lotus, Formula One Grand
Prix and Indianapolis 500.
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AV-8B Harrier Assau
heralds the arrival
of a new breed of
flight and military
simulations. A l  l i r
A multi-role strategic, tactical and operational scenario gives

the player maximum control of the military
campaign whilst allowing the option of *
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Programmed by Simla Ltd. Graphics The Kremlin. Sound Martin Welker
Produced by Jim Tripp AV-8 8 Harder Assault C
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IBM PC Screenshots
Published by Demerit Software Ltd.
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alternative but to press the abort key,
will certainly test your patience. I really don't feel good
moaning on about this game as it is easy to see that with
just a tad more effort (and puzzles) it could have been
excellent. As it stands, though, i t will take the average
gamesplayer only three days to complete it and that, in my
book, is nowhere near good enough. •

Initially Tiny Skweeks looks as if its
going to blow the so-called socks
off all previous puzzlers with Its cin-
ematic opening (a real rarity in puz-
zle games), wealth of options,
groovy music and easy-to-use con-
trol system (a vast improvement
over the traditional to-ing and fro-
ing method used in The Power,
Atomix and similar slidey-puzzley
games). Trouble is, i t seems as if the
programmers spent so much time
making the game look and sound
great that they neglected the most
important aspect of all - the puzzles
themselves. The first ten levels are a
joke with each screen requiring only
a few simple movements to place
the Skweeks on their Sleepers. I 'm 411
all for an introductory phase where
you can get to grips with the control
system and general mechanics of
the game before any real challenge
is introduced but these screens are
of no use to anyone. Things don't
really get much harder either and I
managed to reach Level 28 (out of
101) on my first go. Even when
Level 50 has been and gone some
screens can still be completed on
the first go. I f that isn't enough then

the stupid ways in C .
1 6  
A M I I I
which you can get
the Skweeks per-
manently stuck
between arrowed

squares, surprise

Is the newi e from
those wacky French
funsters across La
Manche at Loriciel
just a rehash o f  old
arcade puzzler ideas
or a revolution in
brainstorming
concepts? You may
wel l  ask,  as did
Simon Byron

S ometimes, if you're bang out of ideas for these opening paragraphs,
the game manual provides an invaluable source of information. Not
so with Tiny Skweeks - this rather flimsy stapled-togeth-

er photocopied sheets that  Loriciel call  the
'Manuel' (sic) is so badly translated that after
reading it you ore left far more confused
than you would have been had
you just 'jumped straight in'_
It contains helpful guides to
the general  gameplay and
background scenario such as:
"You meet him whilst attending
an intergalactic seminar  o n  t h e
newest technics on a planetary scale"
(?) a n d  " M y  chi ldren,  t h e  TI NY
SKWEEKS, have taken in hostage with a
water phaser, the driver of their spacebus
while he was driving them out to holiday
camp on the moon," Errrr... yes.

If you translate the blurb into layman's terms you gather that these Tiny
Skweek creatures have escaped from their normal habitat and are now
causing all sorts of havoc across the globe. The only way that the little
Skweeky things can be stopped is by guiding them, via a rather conve-
nient Tiny Skweek Controler (sic - again), to various coloured 'Sleepers'.
Once successfully positioned on these receptacles the Skweeks fall into a
deep slumber and, if all the Skweeks are laid to rest within the time limit,
then the level is completed and the next reached_

This may sound rather easy-peasy but once the Skweeks are set in motion
they will continue walking in a straight line until they hit either a wall,
another Skweek or are affected by one of the various objects that litter the
play area's floor, They say simple ideas often yield the best games, but is
this true here? You know where to look...

On ce rt a in  le ve ls
Switche s m u st  b e
t h ro w n  b y  t o  a ct i-
va te  t h e  Sle e pe rs. To
ma ke  m a t t e rs wo rse ,
Surprise  Bo xe s ( like
tha t  g re y b o x w it h  a
b o xin g  g lo ve  co m in g
out  o f  it )  kn o ck b a ck
any Skweek who
approaches them,

• - • - • - • , , - • - • • • • • • • • • • • • • • •
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As yo u  ca n  see ,  t h e  e a rly le ve ls a re
co m p le t e ly d e vo id  o f  ch a lle n g e  a n d
will su re ly p re se n t  n o  p ro b le m s
wh a tso e ve r t o  e ve n  t h e  m o st  ta le n t -
le ss g a m e r in  t h e  U n ive rse . W h ilst
you ponder  over the puzzle the cut.
Skvveelis tap on the screen, somer-
sault and generally fi dget unti l  they
are moved to another  position.

,o re  r e a l i g n *

Eve ry t e n  le ve ls o r so  a  n e w  st yle  o f  b a ckg ro u n d
graphics is introduced. Here in the garden some of
the Skweeks have already been sent to sleep (aaah!)
whilst the others are going to have to make use of
the coloured transporters which send project
appropriately coloured Skweeks through space
and time (?) to the matching transporter
elsewhere on the level.
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THE PERFECT ALL-IN PACKAGE FOR YOUR HOME OR BUSINESS

•  A  professional WORDPROCESSOR with powerful graphics
capabilities and a 50,000 worn spell checker. Ideal for a wide
variety of correspondence and official documents.

•  A  versatile DATABASE which is simple to use and powerful
enough t o  deal wi t h  any t hing f rom basic address book
functions to club membership lists and business records.

Wordprocostor Compose a
ietter, check your spelling
with t h e  5 0 , 0 0 0  w o r d
dictionary, mailmerge details
from a  database fi le ,  add
graphics. wrap teat around
it, load ASCII text, highlight
with b o l d .  i t a l i c  a n d
underline.. and morel

•  Incredible GRAPHI CS wit h
and charts available to brighten
your month by month financial
as possible. You can even make

Mkt t a t i e r i l e n
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Graphics. Lir.er Gaza direct,y
or load from the spreadsheet
or database, p roduce  p ie
charts w i t h  e a p lu d e d
segments; display bat charts
side b y  sid e  o r  stacked ;
overlay your graphs on  an
imported IFS picture; add a
SD view; add test o r fines..
and morel
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•  A  flexible S P RE A DS HE E T wit h more than 50 functions,
 simplifying the most complex domestic monthly  budgets or
commercial cash flow forecasts.

•  A  supremely friendly DI SC MA NA G E R to make using your
Amiga as painless a task as possible.

more than 18 types of  graphs
up your presentations or make
situation as easy to appreciate
use of eye-catching 3D effects!

Database: Bu i l d  u p  3
.ersatile c a r d  i n d e
,,ncorporate up to 50  Oleic:
•,,th 70 characters each, us
,search and replace to moday

data, do powerful multi-fieldsorting, perform arit•,ii,:;.
functions_ and more

D i s c  L i t i n t i g V •  h e
contusion o f  Workbench,
create bootable f o r m a t
discs, copy Ides front disc to
disc; make directonirs; delete
and re n a m e  fi le s,  m a ke
rnolople copes of your discs—
Ji id more!
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S O F  T  'A'' ' A  l a  I M i n i  Office works on all Arnigas voth 1 megabyte RAM, can read Amiga IFS files and for U5 users, fully supports the NISC standard.

Spreadsheet.: Pre p a re
budgets o r  tables, a lte r
column widths, insert o r
delete columns, cu t  and
Paste data, lo ck blocks,
choose f r o m  o ve r  SO
func tion,_ and morel



Did you know that if  you mix a Big
Mac with  a hint of Mario and add a
few neat touches to taste, you end
up with  up with  a platform-based
romp which is really rather good? No,
neither did Simon Byron...
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Land was originally developed
in consult at ion wi t h  Frank

Manis, a  psychologis t  no  less, s o
playing t his  mus t  surely  count  as
therapy or something.  Originally  a
Nintendo game (what  isn' t  these
days? Oh yes, a l l  t he really  good
games) Arc Developments  have, i t
says here, brought  the visuals into
line with 16-bit expectations - what-
ever they may be. Armed with that
newly-discovered pot  of  knowledge
let's take a look at what  the games
about.

Mick and Mac,  t wo  street-wise,
wise-cracking, wor d-hyphenati ng
teenagers, have been asked to help
none other than Ronald McDonald
(that rosey-faced c lown who started
McD's wi t h  only  a mouldy  loaf  of
Sunblest and a few golden arches)
who's had his 'Magic Bag' pinched
by the evil and cleverly-named Ham-

You can't turn your back on
anything in McDonalds Land.

Most meanies may be obvi-
ous but creatures like these

I lying fish literally come from
e  r a w n• r i p .  Avoid these fish at

..aftcpsts other wisr you mightfind yoursat a feilv p a
• •  shoct of a level complete
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burglar.  The t wo lads must  negot i-
ate a series of, erm, 'plumber in over-
alls '-inspired plat f ormy  levels in a
quest t o  fi nd a number of  passes
which Ron needs for some reason or
other.

Once these i tems have  be e n
found, Mr McDonald gives the two
lit t le boys a t ip-of f  as to the location
of a  certain Birdie who,  i n  t urn,
requires a number of passes (of the
cardboard kind, not sad one liners
like " Ho w about  a  quick  snog?")
before he'll supply any more infor-
mat ion as to Hamburglar's  possible
whereabouts.

And so it  goes on unt il the nasty
meat thief  is finally dealt with.  With
thirty-four levels, eight  bonus levels,
a complete bonus game etc, etc, etc,
can McDonalds Land knock off  who-
ever's currently at the top of  the
platforming tower?

There are many ways
to travel through the

land that is
McDonalds. These
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Blocks can be used for
many things. Oh yes,

they're fl ipping excellent
for chucking at the oh•so-

cute (but very deadly) bad
guy and woderful ly mar'
velous for  creating fl oat-

ing platforms out of. They
often hide springs as well
so i t is wor th taking time

out to discover if every
block contains a bonus (Or

something),

As well as running and
jumping, Mick and Mac can
occasionally take a tr ip in
these bucket-type things.
Whilst fl oating and bobbing
our friends are safe from
the jaw.  of that piranha but
should they jump out at the
wrong moment they can be
sure that the violent fish
will be nibbling thr ough
their flesh before you can
say 'jaws'.
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RLD ONE

1

World 4 presents the player with a
number of apparently inaccessible
reas like this wall of sand. Most of
ese areas can be cleared wi th a
ssion of taps on the old fire but-

so *Wi r i e r  feet boxed
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The first world Is the easiest of the lot and should
present the average gamesplayer with no problems
at all. As they say size isn't important we'll forgive
the programmers for making these earty levels fair.
ly compact but they serve as an excellent introduc-
tion to the game and the only problem you'll have
in this world is these cogs which flip you upside
down when you cross over them.

WORLD FOUR

The springs can be used to bounce ever
higher dur ing many of the levels in

McDonaldsland. It's a good job that
they're hear otherwise our little

McDonalds promoter  might not be able
to collect all those lovely Golden Arches

and obtain squillions of bonus points.

The Frozen Caverns present some of the
trickiest platforming negotiation seen
for a long, long time. Take here, for
instance, Due to the extra inertia of the
characters whilst on ice, the chances of
falling are vastly increased.
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pe e d*  h e e d e d  SL i v e s  016 A r c h e s

N i o k  a n d M a c k  t o o ke l f  _ t o  q s , . .  , . „
h
r
e
e
n
o
u
p
e  
w
h
e
r
e

I r d o  t h e  o a , S Y
E o r d  l i v o s _ . .

The Invisible
squares the
drift from
side to side on
various levels
can be 'fi l led'
by the special
gem blocks
and can then
be clambered
on.
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around.

(Below) The Icy
Maze is a funny

and tough old
level with the

characters
slipping and slid-

ing all over the
show- The red

square with the
'M on  it is one of

the ever elusive
passes that need

to be collected,
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The arrowed black squares here
should be avoided if at all pos.

sible as, i t touched, they will
send the playing character r ight

back to the start of the level

When you arrive on the
Stratosphere you'll  notice that
not all the clouds are station-
ary_ Many of them move about
on a fixed track which can be
extremely advantageous to our
two friends.

W O R L D A I E
The gravity of the moon enables the two
1'kids to leap higher than ever. This particu-
lar level requires the player to negotiate a
whole area of springs in an effort to dis-
cover the locabon of the pass which is made
harder by the many meanies which mill
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WORLD TWO
The second world takes you onto the Birdie's Treehouse
and a different set of sky-high levels. Whilst in the
clouds Mick or Mac occasionally disappear behind the
suspended water-droplets (that's what clouds are, you
know) and you can only see the whites of their eyes.

ORLD THREE
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racters can survive in the water the piranhas make swimming a haz-
' ous  hobby. There's some extremely cute baddies in this world (like

lovely little chicky-wicky) which make the task of destroying them
the more heart-wrerithiros.
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T H E  V E R D I C Tmir
. Platforms,  platforms, platforms! That's all

we're getting these days but - hey! - who

Lcares when they're as good as this? It's
r  definitely not one of your new breed of

platform games, that's for  sure. There's
no violent spinning, shooting or mass
enemy destruction - it's more passive
than all that - and the majority of the
game is spent moving blocks around and
leaping from platform to platform in an
effort to find the lost items (al though -
hooray! - the blocks can also be used to
knock the enemies off the screen). I t
plays like a dream most of the time,
al though the inertia of the two characters
is, on occasions, a little heavy and negoti -
ating some of the latter worlds is made
slightly harder because of this. The visual
variation between the various worlds
adds to the game's appeal  and whilst
these six worlds (not forgetting,  of
course, the one bonus world) will not tax
most players to the limit, there's plenty
of extra things to do and see so even
when the game has been completed
there's still enough stuff in here to war -
rant playing it again. i ts far  less
'cluttered' than recent platform releases
wi th a no-fril ls approach to the backdrops
but it works extremely well  and makes
the game seem clean, fresh, smooth and
overall very Gillette Contoury.  I don't
really agree wi th the cleverly 'Indiscrete'
product placement throughout the game I
but McDonalds Land is none-the-less a . .

j
flame-gri l led double burger wi th cheese
of a game which should more than satis
most Mar io-hungry Amiga owners for  the
time being. Abitibi"
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WORLD SIX
Were nearly there! The
perils that lay beyond
cannot be described by
words a l one  s o  w e
think you should finish
reading the rest of the
mag and nip and pur -
chase a copy for  your-
selves. Don't forget to
close the door  on the
way out.
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weak intro,
this t ime for
his revielitT
Empire's n e w
strategy

This screen is where the heavy-duty
thinking comes into play. Using the
icon-based control panel the player
can set waypoints for  his various
tank platoons, call in air and
artillery strikes (these are all
controlled by the computer), set up
supply convoys and basically play
the general. Enemy platoons remain
invisible until  they come within a
certain range of the player's troops,
whereupon they appear  on the map.
Get too close, however, and there'll
be trouble...

E W

y ou'd never get me in a tank, you know, All that dirt and grease every'
where, the heat and the smoke making it almost impossible to breath
and - wors t  of  all - the rank, sweat-soaked bodies of  your buddies

pony ing out  the place. Yeuchl Forget  the horror of war,  what  about  the
horror of four blokes in a confined space without  a decent can of deodor-
ant between them?

Campaign is the latest action/strategy f rom Empire and - as the above
bit  of  preamble may have already warned you - it 's all based around the
famous (and not-so-famous) tank battles in World War 2. It's intended to
be one of those 'strategy for the masses' affairs, so rather than the player
being presented with a clunky keyboard interface, 'funct ional' graphics and
endless tables of  data and combat  statistics, everything in Campaign is
mouse-controlled and battles take place on a sexy polygon-generated bat-
t lefield.

Sounds great  in theory,  doesn't  it? But theory  never did nothing for
nobody (except Einstein), it 's what  happens in practice that counts._

Battles can either be played instant-
ly by comparing the opposing
forces' statistics or interactively,
with the player getting to personally
direct the tank 'teams' around the
battlefield. Left alone, the computer
will intell igently control each tank,
but i f the player wishes he can 'hop'
into a tank and control i t himself,

There are over two dozen battle
campaigns already prepared by the
game s designers for  the player to
tackle, ranging from simple (five-
minute one-on-one affairs) to com-
plex (two-weeks-no-sleep
headache•inducers). In addition
there's a comprehensive campaign
designer included in the package, so
that the player can create his own
battle scenarios.

T H E  V E R D I C T
Strategy games normally have a vari-
ety of effects on me, none of them
good, ranging from deep coma-like
sleep to frenzied hair-tugging frus-
tration. It is, then, a tribute to
Campaign's designer that while play-
ing I never once found my eyes
drooping or neck veins swelling. This
is due, without doubt, to the superb
combat sections; trundling around,
picking off the enemy, is great fun.
The 3D is a little dubious in places,
though - get too close to an enemy
tank and it's impossible to shoot
them, even though your gun barrel
might be pointing straight down
theirs. Also, irrespective of whether
you're in a desert or on a mountain-
side, combat always occurs on a flat

plain. But these are minor
problems. My more serious
concerns regard the strate-
gic side of the game.
Although the mouse-
control system is fine most
of the time, it struggles
when i t comes to the com-
plex campaigns, like the
simulation of 0-Day, as

there's Just too much to control and
the display gets cluttered and
confusing. That said, it's unlikely
that most garners would manage, let
alone want, to get to that stage of

1 difficulty until after many months of

1
(Left and far
left) Campaign
has a whole disk
devoted to an
impressive ani-
mation. Sadly,
however, it's not
available on
512K machines.

• • • • .•
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play, so it's not that much of a prob-
lem. At the end of the day Campaign
deserves praise simply for getting the tricky action/strategy
recipe just right, with neither side suffering at the expense
of the other. For that reason alone, Campaign should be

, part of your software collection. 011,



packed with truly boil Mous facts, fun,
features, posters, nuzzles, prizes and
previews. Now with a hot new look get
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, 1 T A HAND-Hilt:MEN GO! AND GET THIS!

It's easy!
First you r ead
all the l atest
news,reviews,
previews and
tips on all  the
hot stuff,
then roll your
copy r ound
an iron bar.. .

( Wha t  s wrong with you?

I'm all sad and lonely.
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Ace hand-hel d
but ever yone
beats me up
because idon't
know about
games.

What he needs is a
copy of  00,  I t s  the
world's gr eatest
hand-hel d mag and
FREE with M i l l

I never  knew there was
so much in RI OD
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CAN YOU AFFORD
TO MISS IT!
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sits back, takes stock and thinks, " I  could
really do with an updated, slightly wonky
version of Arkanoid." Simon Byron was
doing just that when along bounced...

The early levels
are fairly
straightforward
with hardly any
obstacles or
indestructlisks
blocks to Over-
come. A top tip
for progressing
in Bunny Bricks is
to use the Strike
to send the ball
vertically up. You
can t h e n  re m a in
underneath it,
performing the
same move, and
wipe out whole
columns at a
stroke.

UNNY
B I  K
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the days before this so-called t
nical revolution, families would sit

huddled around their orange-coloured
TV entertainment system and select one
of four  black and white games which
were roughly based around the 'bash
blocks away' game sensation entitled
Breakout.

Software developers soon saw that the nation's game-
players could be gripped by the relaxing sensation of
knocking a ball about and a wealth of super-Breakout
clones appeared on the  software scene. Of  these,
Arkanoid was the most successful with its still simplistic
gameplay enhanced by randomly introduced power-ups.
Since then there have been a few similar games around,
most of them Public Domain. That is, until now...

Bunny Bricks comes from the strategy specialists Sil-
marils and places you in control of a baseball-bat-bran-
dishing rabbit who must clear each screen of 'tiles' using
only his stick and a ball. Power-ups descend from the
bricks which, when collected, offer  such delights as a
'super-whack' or a machine gun which
can be used to shoot the tiles. Once a
screen is cleared, it's onto the next
with tougher layouts and harder tiles
requiring more hits to remove,

In Paradise the levels become slightly harder with a
load of these silver tiles which, no matter  how hard

you hit them, just w on't budge.  Bunny has just picked
up a glove power-up a nd is collecting the ball now.

111111pr
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Let's take a look a what a success-
ful Breakout clone needs to make it
half-decent? You need a smooth
control method - ideally the mouse
- which should always remain con-
sistent and enable quick move-
ment. The method here Is terrible.

If you shift the joystick slightly the
bunny edges sideways, but if you
hold the 'stick in that direction the
wabbit jerks across the screen.
Without smooth control the whole

concept of Breakout is totally lost
and you're left with a game which
loses its playability immediately.
You can move quickly from side to
side by performing a type of 'dive'
thing but this is so hard to pull off
It's impossible to do accurately. By
introducing three different 'hits'
the designers have again over-com-
plicated something which needn't
be. Remember the saying "if it's
not broken, don't fix it?" Well,
would somebody ring up the chaps
at Silmarils and tell them? Onto the
next point - namely the play area
itself. The  original was uncluttered
and clean whilst Bunny Bricks is
unnecessarily complicated with

walls which jut out into
the playfield,
restricting
the ball
movement
and generally

just getting in4P'
the way. And talking of the ball move-
ment (which we were) this too just isn't

smooth enough and the varying speeds it can move
at completely invalidate any form of game tactics.
The final point is that Breakout and Arkanoid were
kind of relaxing to play. BB feels so forced and
manic that It becomes a chore to play. A game that
you have to force yourself to continue with is a
game not worth buying. So don't.

Pubirshor; S i lm a r i t s
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£25.99 Out Now
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The game contains five groups of six levels (that's thir ty in total
for the mathematically inept), i f the ball enters the dome of the
flying saucer in the middle of this screen, i t is randomly dumped
out of one of the portholes. Spock appears occasionally from
time to time at the side of the screen, no doubt thinking
"Why anybody would play this game is illogical, Captain."
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From the team  that brought you Dynablasters comes
B.C. Kid,  a caveman cutesy wi th  some big surprises up
his animal-skin sleeves. David Upchurch grabs his club
and gives i t a go...
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ues to perpetuate the myth that the cave-
men existed at the same time as the

dinosaurs. Listen - and I'm not going to tell
you again - they didn't! Several million years
of evolution took  pl ace between t he
dinosaurs poppi ng their  clogs and our
hairy ancestors appearing on the scene.
I'm sorry to get all riled but this sort of
thing really gets my goat.  It must be
my rigorous scientific training.

Fortunately for my
blood pressure, havi ng go t  al l
steamed up by B.C. Kid's premise

I was soon cooled down again by the
surprising excellence of  the  game i tsel f
.There's no real need to explain B.0 Kid's plot in-depth

(which revolves around the Kid's quest to save his dinosaur
chums from the clutches of an evil something-or-other) but suffice it

to say that the game's a platform affair (yes, another one), with B.C. having to
run along a number of scrolly levels, bashing nasties, leaping over lava pits, defeat-

ing end-of-level baddies and so on.
Sounds pretty typical, yeah? Nothing to get excited about, right? Well, that's what I thought...

until I got deeper into the game. True, the early levels are bog-5tandard stuff (although still
with some interesting features) but it's later on that things start to get really weird_ What am
I on about? Read on to find out...

S.

-4
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The Kid's adventures in the
Highlands start here._ and he's
already in trouble!

B.C. Kid's adventures take him
deep underground and into one of
the hardest levels of them all. The
main problem here is those little
green blobs which wander  around
the edges of the platforms, making
every leap a leap fraught with dan-
ger. However, there are bonus
hearts (which increase the player's
energy back to full) lying around.
the trick is fi nding a safe way to
get to them...

Each level is split into four  or five stages, and once you
reach the end there's the standard big boss monster
defeat. These, as it turns out,  are old Saurian mates of
yours who've been brainwashed into nastiness and,
once defeated, they'l l  thank you for  saving them and
offer  you hints as to any special dangers or features you
should look out for  on the next level. Nice of them, isn't
It?

Keep an eye Out for  any
likely-looking doorways
or fake walls that may
conceal secret rooms.
Inside you may fi nd a
chamber full  of extra
lives, energy replenishers
or power-ups, or  a bonus mini-game where you can try
and earn some extra points. In the sub-game shown
here, the idea is to try and headbutt all the flaming lava
rocks blown Out of that volcano - hardly the cure for  a
migraine!

Some of the prehistoric flora can be
used to help B.C. Kid in his quest.
Yellow plants act as springboards.
propelling the Kid high into the
stratosphere, while these orange
plants reveal a number  of bonuses
when jumped upon.  It's not always
that stra;ghtforward, though,  as
some of the orange plants contain
an e vil  b la ck sp ir it  w h ich ,  if
disturbed, will give chase to our
a p p l e
-
c h e e
k e d  
h e
r o
.

A simple leap isn't good B a s h i n g  this Eggosaur on the
enough here t h e  Kid has to h e a d  reveals a smiley face icon•use his teeth to clamber up the p i c k  it tip for  big bonus
side of this rock face! p o i n t s  at the end of the level!
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• THE THREE FACES
OF B.C. KID

B.C. Kid starts his
adventure as a

sweet-faced lit-
tle cutey.  But,  i f
he's lucky
enough to fi nd
what looks like a

kebab in one of
the orange plants he
gets magically

transformed into
a brown-skinned
monkey
creature.

r Al t hough the
improvements

are not  immediate-
ly obvious, i f the Kid

performs a diving
slambutt and hits
the ground,  the
earth-shatter ing
collision stuns

any baddies on
screen, I f the Kid

then finds another
kebab-thing he

undergoes anoth-
er change into a
green-glowing
monster! The
Kid can now run
around the

screen, bashing
the nasties out of

the way, as he's invincible...
for  a while,  anyway.

7r11171173tri7rtirti
The Kids simplest but weakest
attack is the headbutt.  Far better  is
the diving slam butt where the Kid
leaps into the air and dives back
clown headfirst, which has a devas-
tating effect on anything in its path.
The only downside of this attack is
that i f the Kid misses his target and
hits the floor, he gets stunned for  a
few highly-vulnerable moments.

i ts not all walking, you know, as B.C.
Kid's travels often take him under-
Nater. In the case shown here, the
Kid's actually inside the belly of a
loge dinosaur! Obviously the Kid
. a nt  employ his diving slambutt (i ts
riot designed for  sub-aqua use). and
.o has to rely on his normal headbut
tang powers to see him right.

More Eggosaurs - pay special
attention to the green ones, as
they often carry power-ups!

the Kid stands on I t too long heThis d e se rt  p la in  is a  r ig h t  pa in ,  be ca use  if
gets sucked under  the surface. Which is why the palm trees are so
convenient. i f the Kid headbutts the trunk they leap out of the ground and
start wander ing around on their  roots, looking for  a safer place to settle
down. If the Kid's quick he can leap up onto the palm's fronds and use the
tree as a free taxi r ide to the end of the stage.

1MRIP F R F I I I C T
auk

Things are really starting to
hot up now - these volcanoes
erupt out of the ground an
spew lava chunks e

R E V  I E

It's rather appropriate that B.C. Kid
is set in prehistoric times as the
game itself looks like it came out
of the Ark. It's got a dated '8 -bit'
look, which is no doubt due In part
to the fact that the game was origi-
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gine console. However, this is
' not necessarily a bad thing as at

least the sprites have a clear, well-
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out a certain degree of charm
either - B.C. Kid's various
expressions are very amusing. The
8-bit feel is further enhanced by
the player's control over the Kid -
it may be because I've become
jaded by fi fty  frames per second
scrollers like Zool and Assassin's,
but B.C. Kid seems sluggish and
slow to respond to the player's joy-
stick movements. It's not so bad
that it ruins the game but you can't
help feeling that a slightly faster
tick of speed wouldn't have gone
amiss. So what makes B.C. Kid so
special that it's worth a whopping
great 831/4, then? Weil, it's simply
the variety of the game that makes
it such a winner. I t seems as i f
every stage of every level has a
new challenge to face, or a secret
bonus room to find, or a bizarre
new foe to fight. This constant
stream of surprises does wonders
for the game's addictiveness - you
want to keep playing just to see
what happens next. It's tough in places (frustratingly so, a
times) but something keeps bringing you back. B.C. Kid's
not going to woo the type of gamer who buys games sim-

ply to
Impress his
mates, but
for aficiona
dos of go
old-
fashioned
playability

's a must
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Everybody knew that it was only a matter of time
before Psygnosis turned its attention from glitzy
shoot-iem-ups to a game based around a pulpy red
fruit. Simon Byron tastes the soup...

erry had always dreamt of a quiet life. You know. nice little tomato•
plantation away from the city, room for the kids to run about, being
able to put you feet up on a Saturday afternoon and watch the big

match on Sky, having feet in the first place. etc. etc. It was only when he
was cooped up with his sexy girlie (or tomatoey), Tracy, in a van full of fel-
low tomatoes on their way to the thoroughly evil Greengrocer's that he
decided it was time to act.

The two love-tomatoes leapt from the back of the speeding van and
scarpered off to a land of endless reproduction (which, in Tomatoland is
actually a lovely and beautiful thing). Everything was going swimmingly
until Mr  Huge Squirrel spied the eloping couple and decided that he was
a tomato short of a salad. Wi thout warning he leapt from the heavens
and kidnapped Tracy, retreating with her to the top of a very tall tree.

This i s wher e you come i n.
Assuming control  of  Terry, you
must guide the fearless tomato to
the very summit of this huge ever-
green and rescue Bill's true love
from the clutches of the horrible
bushy-tailed fiend. Actually 'assum-
ing control of Terry is a bit of a lie.
What you really have to do is place
objects - fans, trampolines, jack-in-
the boxes and solid blocks - on-
screen so as to form a safe route to
the conveyor bel t exit. When all
items are in place, Terry can be sent
on his way with a quick click on the
'Go' icon and if he reaches the exit
in one smooth movement without
touching any of  the meanies or
falling too far then a password is
revealed and the level is complete.
Check out the captions and I'll see
you at the Verdict.

The Buddha guards the exit on this level
but if Terry bounces off the circular

switch then the God begins to travel to
the left. What's called for  here is some

crafty platform placing and exquisite tim-
ing so that our tomatoey fr iend just

squeezes through the gap between the
Buddha and the conveyor belt and

safely leaves the screen. I f you ponder
on a screen for  too long Terry will

begin to yawn Out of boredom.

k?if -
L i
m e

The se  e a rly le ve ls a re  a  co m p le t e
d o d d le l Al l  yo u  ne e d  t o  d o  is
de posit  a  f e w  w e ll p la ce d  fa n s t o
the  le f t  o f  T e rry a n d  w a t ch  h im  g o .
The f a n s w il l  b lo w  h im  f ro m  le f t  t o
right ,  h e ' ll b o u n ce  o n  t h e  la rg e  rub-
ber inflatable and end up safely on
the exit. All the items are in limited
supply and each level has the mini-
mum amount of them to enable
completion.

This level only requires fans and trampolines to cpmplete but it's where you
place them that counts. You need to judge the fl ight-path of Terry exactly
so that he leaps safely from platform to platform wi thout problem.
On top of all this, the timing has to be r ight
because the conveyor is periodically
engulfed in flames.
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wasn't expecting much from Bill's

Tomato Game so it is with some sur-

prise and a great deal of pleasure I
can report that, although it doesn't
rank as one of the best puzzle
games ever, i t still is a fine, fine
game. It's bound to be compared to

Lemmings but the
two are fairly differ-
ent as there isn't a
great deal of
pressure on the play-
er here like there
was in the DMA clas-

sic. This is partly due
to the fact that the

player ultimately has control over
the exact timing required to send
Terry flying off on his prepared
route and much of the puzzle-solv-
ing element is basically a series of
trial and error positioning of the

, various objects allocated on each
level. The generous time limits and
• ack of lives (as such) make it easy

o try all different combinations of,
•objects and the player hardly ever

AME

pilemater. Psygnosis
Dovolopot_ I n - h o u se
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feels rushed at all. In fact, solving
each level is fairly relaxing in a
funny sort of way - it would be just
the job for stressed-out office exec-
utives to unwind with at the end of
h
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puzzles in BTG is that once
a level is completed Ele
solution will be the same
the next time, something
which will, perhaps, slightly reduce the game's
lastability. But while you're working your way
through the 100 levels you'll not find a puzzle
game at the moment which is more enjoyable
than this.
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Take full command of up to„ —

vehicles on over 20 historically
accurate predefined maps ranging in
size from 625 to 10 million square
kilometres. Locations r
4  •  r u m  
t h e  .
.

*Sahara and Russian Step .  to  she
Battle of the Bulge in the Ardennes
and the D-Daylandings.
•  The amazing Map-Editor allows
you to modify the existing maps and

This option is available at any time
allowing you to pause and enter the editor to modify the forces. You can
even swap sides!
•  Control either Allied or Axis forces from the level of Field Marshal
right down to tank driver.

• As Field Marshal coordinate strategy for a ll groups of tanks,
convoys, aircraft, ships and production centres.

• As General, control the fighting of an inditidual battle with as many
as 16 active tanks plas• artillery and air support.

• As a Tank Driver/Gunner experience the battle in stunning 3D.
THE MOST SOPHISTICATED COMPUTER WARGAMING sN STEM EVER
DEVISED FOR THE HOME compUTER, USING ACCURATE BACKGROUND
INFORMATION FROM WW2 CAMPAIGNS AND INDIVIDUAL BATHES.
EXPERIENCE THE SHEER PRESSURE AND ANXIETY OF IPIANNING THE
WORLD'S MOST FAMOUS BATTLES.
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rol apto you. you wish,
lel the Dar-v_ltat handle be  Nanda

batot
new ones of your own.
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E I N i o
War

•  Over 150 vehicle types, each one
displayed in Super Fast 3-D; Russian,
American, German B r h i s  •  nks,
artille7„ support veMeles,
ant  \hips a m p a t o  gives fi
control owl a l l  asp. cr.s- o f coistbot
including airstrikes and soa battles.
•  Your playing area covers upto a
staggering 10 million square kilo-
metres of detailed terrain featuring
towns, villages, rivers and woodland.
•  Breath-taking graphics that arc
accurate in every detail, give a unique
atmosphere of realism.
•  Over 100 Kilobytes of 3-D shapc
data used to create the vehicles,
•  Sound Blaster, Ad-Lib cit Roland
sound card compatible.
•  Available on IBM PC A mig a

Programmcd by Jonathan Griffiths
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The
Campaign Concept

includes:-

Campaign Gaming
System Software

Map Editor Software

Extensive User Guide
and Gameplay Manual
Incorporating Historical
Background, Vehicle

Factfinder and
Campaign Maps

2 World War II
Propaganda Posters

2 World War ll
Propaganda Postcards

D-Day Landings
Battleplan Map

Authentic Wartime
Newspaper Repfint

Empire Software, 4/6 The Stannetts, Laindon North Trade Centre,
Basildon, Essex. 8S15 60J Telephone: 0268 541212
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sportsman in the world,  but
stick him behind the wheel of

a Formula One motor and there's no-
one to touch Our Nige. Oh no. He can
belt round that tarmac like nobody's
business - t he quest ion is, can the
game do the same?

Well, certainly the pedigree is top-
notch, coming f rom the same peo-
ple that brought  us the Lotus trilogy
and Team Suzuki. Mmm,  fancy. But
whereas the Lotus games were pure
arcade act ion,  and Team Suzuki a
serious rac ing  s imulat ion,  Ni g e l
Mansell's Wor ld  Champions hip (a
catchy t it le if  ever we've heard one)
is stuck somewhere between the two
styles. It aims to mix simulation-style
depth and authent ic ity  wit h game-
play that's far more immediate than,
say, MicroProse's Formula One Grand
Prix.

Mansell is based around the gru-
elling Grand Prix season, wit h con-
testants aiming t o  become World
Champ and do all that  bit  wit h the
wreath and champagne by travelling
around t he globe t hroughout  t he
year and accumulating points on the
various circuits. In between races you
can tune your car for opt imum per-
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on hand t o of fer expert  guid-
ance. The rest is up to you...

Drivers  who  want  any serious
chance of  winn ing  should

always  give their car a good
look ing-ov er before tak ing to
the s tart ing grid.  Tyres, aero-

foils  (that 's  spoilers  to the
unin it ia ted) and gear systems

can all be adjus ted to taste,
wit h  three v ariat ions  on each.

Aerofoil and gear confi gura-
t ion is down to the indiv idual

driver,  bu t  ty res should be
selected wit h  the length of

the race and weather condi•
t ions  in mind.

Pulling in t o  t he p it  lane a llows  y ou t o  change in t o  a f res h set o f  ty res .
You can als o selec t t he t y pe o f  t y re y ou wa n t  fi t ted,  t o  bes t  deal w i t h
the v ariab le  weat her.  Onc e t he  o rd e r  is  giv en,  t h e  p i t  c rew operates
automat ic ally ,  b u t  h o w quic k ly  t hey  can get  y ou back  on  t he road is  a
random fac tor,  so p it t ing  is always  a risk.

Having fi nal ly been crowned as the best man in the worl d at driving around in fast cars,
Nigel Mansel l  is a long overdue sporting hero for  us Brits.  But can the offi cial  game do
justice to the great man's feats of speed and endurance? And,  more importantly,  can
Gary Whi tta take the strain?
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Nigel Manseli's
c hampions hip season cam
sists of  s ix teen tracks.
Each one is f rom the real
Grand Prix  season, and
each one is modelled on
the genuine article. In the
full championship mode,
each track is raced in
sequence, a lt hough any
c ircuit  can be selected a nc
t ried out  in prac t ice mode

P

(Below) Before the main race, you can
choose to take part in a qualifying

round - a couple of laps around the
track against minimal computer  oppo-

sition, wi th the fastest of your two
lap times determining your position

on the s tart ing grid f or the race prop
- er. I t's not a formality, and you can

skip this qualifying stage and go
s t raight  to the race if  you wis h,  but

you'll be placed at a back of the grid
as a penalty for  not bother ing

•
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So, w i th all the preliminaries taken care of, i t's time to do some proper  rac-
ing (at last). The number  of laps depends on the diffi culty level you've
selected (there are three) and the individual track - generally speaking, the
shorter the circuit, the more laps you do. You always race against eleven
other cars, whose positions are plotted at all times on a handy map at the
top of the screen. Other  vital information displayed here are lap times and
records, revs and tyre status. Because of the official licence-ness of the
game, the car itself never gets damage but each of the four  tyres is suscep-
tible to wear and tear. If one is looking particularly dodgy it's wise to visit
the pits - if a tyre blows, you must retire from the race.

Details on any given track
are displayed prior to rac-
ing and should be heeded

before going on to tune
your car. The general

bumf on the track isn't
vital but the weather

report is - the conditions
will be either wet or dry,
and i f it's dry, a percent-

age fi gure tells you the
chance of rain dur ing the

race.
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If it's a more arcadelr  experience you're after, the fl oating data panel at the
top of the screen can be removed, leaving you wi th nothing but the MPH
counter. I t makes for  a slighter smoother screen update,  but w i thout the
track map, tyre status and Other instruments, you're essentially driving in
the dark. It's all a matter  of personal taste, of course.

The 'Improve wi th
Mansell' instructional sec•
tion is a nice touch, where

Nige himself drives
around a track of your

choice while his
disembodied head gives
out text-message tips on

how best to approach
each particular corner and

straight - what line to
take, when to change

down a gear, etc. Watch
the line the car takes from

a camera m ounted just
behind and try to emulate
it as closely as possible to

shave seconds off your lap
times. i t can be helpful,

but ultimately there's no
substitute for  practice.
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First off, let's get a couple of things
straight. Although the screenshots make
Nigel Mansell's World Championship look
like an arcade game, it's not. And though
the review makes it sound like a simula-

" tion, it's not that either. So what is it
then? Well, it's a half-and-half mixture of
the two, and while it's never easy for a
game to sit comfortably between two
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well. The tendency Is often to veer in
favour of either the arcade or simulation
side, but NM provides a good mix where
both dextral and mental considerations
are equally important. Friendliness is
really the keyword here, with more con-
trol options than most other racing
games put together, and a refreshingly
straightforward approach to complex sec
tions like car customisation. So often the
player's tendency is to skip over fiddling
with aerofoils and all that guff because
it's boring and go straight down to the
grid. But because Mansell presents every-
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without actually diluting the importance 1
of the changes you make, there's a lot

, more incentive to get involved and play
the game properly to its full potential. As
for the actual racing... it's good, but not
brilliant. It's not as good as, say, No
Second Prize or Vroom, but it's fast
enough to keep me happy. Some of the
tracks seemed a bit harsh, and when
things get very busy there can be some
annoying jerkiness. Turning off the dash-
board display produces a much more
pleasing sensation of speed, but then it's
Impossible to take things seriously
because you can't access any of the vital road information y

need. Little touches like Improve with
1? 13 Ma ns e l l  are thoughtful arid original, but

don't actually add that much to the game
as a whole. At the end of the day what we
have here is a very well designed and
thought-out racing same that would hay
been so much better If only it'd had a
slightly smoother 3D engine. Nevertheless,
I'd recommend it to anyone who fancies a
quick bit of Formula One fun, but found
Microprose's game too demanding. You'
get plenty of short-term thrills here, but
don't expect to be playing it for months.

Publisher: Gremlin
Developer: I n-house

£25.99 Out Now
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Coktel  Vision didn't
exactly set the
adventuring world
on fi re wi th  i ts
dodgy attem pt at a
sexy adventure,  Fas-
cination. Can they
make amends wi th
the less sensual but
more mysterious
Ween? Simon Byron
tells all.—

_

A long time ago in a game far, far away, Ohkram the good Sorcerer
had a bi t of a scrap with Kraal, who was also a Sorcerer but evil
and greedy with it. Luckily for all concerned, Ohkram well and truly

kicked Kraal's butt, ensuring a safe period of time for the Kingdom of the
Blue Rocks.

Many years later a huge and terrible storm enveloped the Kingdom,
unleashing all the badness in the land. By now Ohkram, who was getting
on a bit, had exhausted all his magical powers and Kraal, having got wind
of the old man's weakness, returned to the kingdom for a revenge fight
with his old enemy. Ween, another (happy with a stupid name, was cho
sen to rid the land of the nasty warlock and save the Kingdom from the
ensuing doom.

His quest (which, coincidentally, happens to be yours as well so I hope
you've been paying attention) involves obtaining three grains of sand which
on, the day of the Great Eclipse, must be placed in the Hourglass of Power
(called the Revuss) to fulfil the prophecy of the title. Whilst it may have
been easier all round just to pop down to the seven miles of golden beach-
es in Bournemouth for these grains, Ween must instead solve three sets of
puzzles which, in turn, will each reveal a grain of sand. If you're really clever
you may be able to work out that when you've completed these three
quests, you'll have enough sand to place in the Hour Glass and finally defeat
Kraal. Let's see how it's done...

11.411•11 V 1 4 1 , 1  !
t t )  t O
,  
L i t
t e

L e i
t.4 ..
*  
t
d
V  
f
a
-

You're not alone in the Kingdom of the Blue Rocks; there's a number  of peo-
ple who will suggest clues at certain stages. The most helpful of these char-

acters is Orm, a fruit-eating vampire bat. You can summon him up at any
time (using your flute, i f you've worked out how to obtain i t) but he
will only do you favours if you can reward him with some food.
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ulariy good way to start a Verdict
_ but - and here's a secret - Ween's

not a particularly good game at all).
The adventure mostly consists of

adequately drawn static
0 screens, each of which

contain a few obscure
articles or people and
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zles which must be
solved before the adven-

I t ;  will allow you to carry on. A
typical example can be found early

You're in a room containing

,
on.

, several different objects, one of
which is a skull. You're told that

- something is rattling inside the
skull but there's no obvious way to
remove said article. What better to

i remove this object than a rather
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' almost an adventure in itself and,
when you compare this game to

• something like Kyrandia or Monkey
2, it's hard to see why anybody
would prefer to play this. In those
games you actually felt as though
you were making progress due to
genuine skill and not just clicking
all over the screen, using every
object on each other to see what
obscure result can be obtained.
Whilst you're clicking over the
screen, sarcastic messages appear
like "Unlucky" or "It's not working

Most of the adventure is based
around one, two or three interlock-
ing rooms in which there are a num-
ber of puzzles to solve. Only when
these have been solved can the
player move onwards. Al though this
may avoid the 'getting quite far  in
the adventure, then realising you
don't have the r ight objects to con-
tinue' syndrome, the end result is
the game just feels claustrophobic.
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!or
" (which are plain
annoying), although -
there is a relevant one
that says "Another
waste of time - I can
lee! I 'm going to get
annoyed" which, funn
ly enough, is exactly

w h a a t s  thi;

You d think that getting over that large crevasse would be a doddle, what
with the handy planks lying around, but you'd be wrong Y ou first need to
fi nd a sacred skull, open a secret door, grease and pull  a rusty lever and
bind the planks together  to form a makeshift bridge. On top of this you
need to wade through the player interface - perhaps the hardest part of all!
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Fed up wi th
standing on the cold,
w e t  terraces, Simon Byron
has decided to take action.
Move over Gerry Francis as Simon rises to
the very pinnacle of footbal l  - manager of
O AR.
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games have never really been super-sexy like their arcade counter-
parts, most being simply content to present all the numbers and data

in functional,  boring tables. It's funny how popular this type of game is,
having risen f rom the ancient Addictive game, imaginat ively entit led - get
this - 'Football Manager',  to the incarnations we see today. The manage-
ment  game has certainly moved wit h the times and sof tware houses are
constantly think ing of  new and original ways to relay the facts t o the
sophisticated players of  the nineties.

Just what  it is that attracts players to sit for hours on end, minds focused
on the ult imate 'goal',  is hard to define. Avoiding bankruptcy whils t  for-
ever improv ing the team, or perhaps securing a major sponsorship deal
wit h a mult i-nat ional company can sometimes produce feelings of emo-
t ion which rival defeat ing a huge end-of-level guardian any day. The sat-
isfaction of  seeing your team c limb a couple of  places in t he Rubbish
League can be so great that garners have been known to explode in f ront
of t heir monitors,  provok ing legis lat ion that  requires all management
games t o carry a health warning.  If your team wins a major tournament
then the likelihood is you'll be performing cartwheels and various other
gymnastic movements all around your room, How many other games can
you name that produce that sort of  effect?

And so we arrive at Premier Manager, the latest addit ion to the genre.
Can Gremlin inject fresh life into the old•clog? Let's take a kick at the Clas-
sifi e d s.

The m a in  scre e n  is
the  n u cle u s o f  t h e
ga me  a n d  f ro m
here  a ll o p t io n s a re
b u t  a  click a w a y.
The icons are all
f a ir ly se lf •e xp la na -
t o ry a n d  w it h in  a
f e w  m o m e n t s m o st
ga m e ste rs sh o u ld
be  a b le  t o  re cit e
the  m e a n in g  o f  a ll
o f  t h e m . N o t e  t h e
p rin t e r a t  t h e  b o t -
t o m  o f  t h e  scre e n
w h ich  p rin t s o u t

a ll t h e  fi xt u re s o r
re su lts a n d  t h e

fa x m a ch in e  t o  t h e  r ig h t  o f
and a g a in .
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The t ra n sf e r m a rke t  is t h e  p la ce  t o
b u y fa n ta st ic n e w  p la ye rs o r  se ll
cru sty-o ld  ha s-be e ns. Yo u  ca n  ca ll u p
in f o rm a t io n  o n  a n y o f  t h e  p la ye rs
liste d w h ich  w il l  d isp la y a n o t h e r
scre e n o u t lin in g  t h e ir  skills a n d
we a kne sse s (se e  in se t ) . On ce  yo u
decide to bid for  a player listed you
are  p re se n te d  w it h  a  fi g u re  w h ich
'they' think the player is wor th and
you are able to submit your bid.
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Once  yo u 've  se le cte d  yo u r  te a m  a n d  ch o se n  th e  p la ye rs t h a t  yo u  w ish  yo u r
te a m t o  co m p rise  of ,  it ' s o n t o  t h e  m a t ch  scre e n w h ich  re fl e ct s t h e  ke y
a ct ion in  a  se rie s o f  st a t ic scre e ns. Yo u  ca n  su b st it u t e  a t  a n y sta ge  b y click-
ing o n  t h e  su b s b u t t o n  a n d  a re  g ive n  t h e  o p t io n  a u t o m a t ica lly a t  h a lf  t im e .
The b a ll m o ve s le f t  a n d  r ig h t  o n  t h e  b a r b e t we e n  t h e  t e a m s re fl e ct in g  t h e
posit ion  o f  t h e  b a ll o n  t h e  fi e ld . C o m e  o n  yo u  F a rn b o ro u g h 's!
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From the Results Service screen you can not only check on the scores for
your division but those of the other  leagues as well_ All the progress in the
major cups can be displayed at a touch of the button as well. I  see QPR have
been beaten by Chelsea - that'l l  all change when I become manager.
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You can change your team as often as you see fi t and a lot of information
can be called up from this screen regarding each player_ Their skills at han-
dling (Maradona would rate highly here), tackling (Stuart Pierce went off
the scale when I selected him), passing, shooting and stamina are all dis-
played. Various other  information like their  age, time spent on the ball in
the last match etc, etc. are shown as well.
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This is where you can scrounge some
dough if things are running a l ittle
tight.  After  checking your bank bal-
ance and attendance figures, you
can apply for  a loan spread over a
number of years. Like real banks
(where it's not all work, work, work)
they'll weigh up the proposed sum
and, more often than not,  turn i t
down. Pah! The recession's hit the
footy clubs too, you know!

It is possible to call up infor-
mation on your personal
performance from the
Career History screen which
displays your performance
over the past few years.

From the telephone you can
dial any of the common

numbers or, by calling the
Board of Directors you can

hand in your  resignation, if
you've had enough.

When it comes down to it at the
end of the day, a football manage-
ment game is a football
management game, right? Right.
There's not much you can do to dis-
guise that fact and no matter how
much in-game screens you add, it's
all really a case of number shifting
and decision making. With all these
modern games a balance needs to
be struck between the game core
and these presentation screens -

, they  should never intrude upon the
actual information or appear to
interfere with the flow of the
game. Premier Manager is all very
nice and all that, and the way it is

• implemented is very good indeed,
but some of the features, pleasant
as they are, do get in the way.
Contacting the trainer or the scout,
for example, involves using the

telephone and dialling num-
bers to 'ring them up'.
Although you can click direct-
ly on their names to call
them, dialling their numbers
soon proves to be a chore,
the phone rapidly becomes
redundant and I can't imag-
ine anybody using it more
than three times. Like I say,
Its  very nice but do we really
need it? The game itself is
pretty much your bog-
standard management
'thing', which is unsurprising
given the subject matter, and as such can't really be

faulted. I f you choose to watch the actual match it can
prove fairly exciting but the option to avoid sitting through
It or speeding it up is welcome. I wouldn't say that Premier_
..iManager offers anything really new and if you've already ' ”
purchased a man e m e n t  game then you'd probably come

to the conclusion that it is simply
more of the same. I f you haven'
got one then the additional
features which gloss over the
main game may prove to be ju
the ticket for a smooth Introduc-
tion to the genre.
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have been like in the dark and
gloomy days of the Battle of

Britain? Instead of a high-tech Amiga
for entertainment you'd have had to
make do with a wooden hoop which
you'd roll down the street using a
twig. No telly, just a 'wireless' with
endless Vera Lynn and Gracie Fields
songs blaring from the mono speak-
er (no stereo in those days). And,
worst of all, no The One!!! Oh, and
not for getti ng t he  endless fear ,
panic, bombing and rationing that
you'd have to put up with as Hitler
tried, in vain, to take over the world,

Nope, thankfully we're much bet-
ter off nowadays but we do have the
opportunity to journey back in time
thanks to Reach for the Skies, a game
by Rowan Software ( the  peopl e
behind Fl i ght  o f  t h e  Intruder ).
They've taken a  slightly di fferent
approach t ha n y ou mi ght  have
expected by allowing you to choose
which side you want to be Con. Whilst
this may seem like a controversial
and, let's face it, unethical decision
(it provokes images of our now for-
eign fr iends desperately trying to
rewrite history), it actually makes for
an interesting gaming experience
where you can see first hand the
problems that the Germans were up
against.

The core of the game is a 3D flight
simulation which takes place, in the
main, over the southern coasts of
Britain. Apparently a great deal of
research has enabled the program-
mers to implement all the real tac-

tics and formations that the Ger-
man's used so could this game
be the  closest us pampered

R E V I E W

Reach For
The Skie
Tally-ho chaps, bandits at twelve o'clock, er,
ries', Hit ler (?), Berlin... World  War 2 certainly
conjures up a wealth  o f  images fo r Simon Byron.
He scrambles d o wn  to  the airfi eld to  fi nd out
whether the n e w fl ight-sim f ro m Virgin earns its
wings

garners will ever get to experiencing
the hellish life of a real WW2 pilot?
Climb aboard your aircraft, rev the
engine, chocks away and we'll take a
butcher's, shall we?

As well as being a pilot,  you can play the role of a rear
gunner in planes that are fi tted wi th such weapons.
Stick the aircraft on auto-pi lot and shoot away like
there's no tomorrow. Whilst these views also give you
the chance to see what's behind you, there is a look-up
view which, as well as showing what's above you, also
reveals a rear-view mirror.

Playing the Controller allows you to influence the cam-
paign to a greater extent. You can plan attacks, move
aircraft from factories to hangars and call up all kinds
of information on the enemy forces. Morale plays an
important part in this role as you need to ensure the
men are contented so that they can perform to the best
of their  abilities.

LET'S GO TO THE
SIDE H A P S

on't a  practice to
eat the feeble Germans in the Battle of

'tam but we thought you'd like to see
xactly how its done. Erm, if I don't make it

back safely, it's not because of a lack of talent
on my part, it's because the program must be
faulty... no, really.

h i h m i iI I
I oconti C o n cR t

Right, off we go then.
To enroll for  duty ini-
tially, you'l l  need to
enter  your name and
talisign in one of
these books. Sadly
there's only room to
type in a maximum of
ten characters so
you'd better  keep your
nicknames short. Play
Is saved automatically
at the end of every
'game' day, relieving
you of the need to do
It manually.
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After  selecting to play as a Pilot, we need to choose
one of the four  campaigns to get involved in. They all
require basically the same tactic - remove all foreigo
objects from the sky - but are fought dur ing slightly
different stages of the war. This means that as the
battles progress, the original battleplan of the
Germans is reflected accurately in the game.

' R U M
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Once we've seen the mission br iefing (which tells you where you'll  be
taking off from and the expected opposition) it's into the game proper.
Take-off can be either manual or automatic but you must remember to

raise the wheels yourself. Once w er e skywards i ts  best to select the
automatic pi lot option (did they have those in the Forties?) which will

point you in the direction of the bad guys and commence attack
procedures.

Right we're going the
right way but the only

problem is that the
pesky Jerries are miles
away. Whilst it is still

possible to reach your
destination manually,

the programmers have
included a handy accel-

erated time option
which relieves the

boredom of the jour-
ney between base and
the bloody great scrap

(and subsequent bot-
torn-kicking) that the

enemy is about to
receive,

Messages periodically appear
along the top of the screen, most-
ly from your fellow pilots letting
you know that there's a bandi t on
your tail. Sometimes actual crack-
ly speech information like "Some

p r y
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) or  "Tally Ho" (um, tally ho)
can be heard over the airwaves.
Once a German is on your tails
he's fairly hard to shako off so
some traditional aircraft manoeu-
vres are what's called for.

There are simply squillions of
external views to choose from,
most of which are configurable
to your own satisfaction. The
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w, which keeps the camera
tic' on the currently locked-on
my. enabling you to line up

ur shots accurately. Bye-bye.
Mr  Nasty.

From the off it is easy to see that a gre
deal of effort has been piled into Reach
this is accurately reflected in the man
which contains a wealth of historical fa
about the Battle of Britain. Just flicking
through the pages produces an unhealthy
desire to play the hero and join in the
Force's efforts but I 'm not so sure that all
these facts are that prominent in the game.
It's hard to tell from the restrictive views
that you fly with just whether all the
German manoeuvres are actually being
implemented, but i suppose that even the
Spitfire pilots themselves didn't notice all

this impressive trickery
(and I t didn't work
anyway, did it?). It's
certainly fairly fast but
the biggest problem I
found is that,  unless
you jump virtually
straight into a battle
which isn't at all real-

c), there is a great
deal of flying aboutisTasa I .

.LPsma b e f o r e  the enemy
come into view. Whil

this is probably how it really was, it is a
waste of time having to switch your auto-
pilot on with accelerated time for  a couple
of minutes until the real dog-fighting
begins. Maybe I'm just being picky as. to be
fair, you can choose to jump straight in to a
battle but in most flight simulations (yes,
especially Knights of the Sky) the battle
was almost immediate anyway. I f you're
interested in flight simulations, and as long
as you remember that this is a WW2 sim
and there's no modern weapons or aids,
then you should find plenty to be pleased
with (but try Knights first, though).

£30.99 Early Dec I

MEMORY
1Mb

Right, who's next?
One down, loads to
go. I f you do man-
age to down a Jerry
then you can cap-
ture the moment on
'video'. By pressing
the r ight keys the
computer  will
record the events
straight into RAM,
and they can then
be saved out to
show your grand-
children and let
them know exactly
what you did in the
War.
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Blimey, Nazis, thousands of them -
don't shoot 'ti l l  you see the whites
of their eyes. I f things do become
hairy (like they aro now),  Reach for
the Skies offers a helpful, but unre-
alistic, feature which enables you to
'jump' from plane to piano in your
squadron. This means you can qui t
often get out of a dangerous situa-
tion at the press of a key. I might
do that r ight now...

...Too late! Bloody programmers, I
thought this was supposed to be
realistic Here we have the end-of-
'mission briefing and. as you can
see, I didn't fair too well. You can
receive a full summary of your mis-
sion from here as well as reflecting
for  a few  moments on the efforts
of  a val iant fighter.
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WHAT'S NEW IN
BUDGET LAND?
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IN A  RE G ULAR LO O K
AT W H A T ' S  H A P P -

ENING I N THE BUDGET SCENE.
THIS IS THE PLACE WHERE WE
FI LL YOU I N ON THE  LATE S T
INFO. RUMOURS AND RELEASE
SCHEDULES F O R  A L L  Y O U
MONEY-CONSCI OUS G A M E S
BUYERS.

The successful  a nd  i mmensel y
popular Dizzy is soon to appear in his
most ambitious game yet, Crystal
Kingdom Dizzy. This is by no means
just another  Dizzy game as, for
starters, i t's being released at an
almost ful l -game price of £19.99.
Due o u t  ear l y ne x t  year ,  t hi s
adventure will differ slightly from the
others by featuring greater character
interaction,  v a r y i n g  e n e m y
intel l igence and a  total  of  four
adventures, either of which can be
played seperately via a password
system. Just whether the game will
be as well-received as the earlier
Dizzy games (which were, to be fair,
mainly successful due to their low
price point) remains to be seen.

•
As you may have gathered, US Gold
has launched another budget label
named KIXX XL, a publishing force
which will concentrate on hugely
popular  games fr om yesteryear.
Closely t i ed wi th Lucasfilm and
Delphine, t o name but  two,  the
higher-than-usual £12.99 asking price
is compensated for  by redesigned
flashy packaging and unbudget-like
manuals. How long before we see
The Secret of Monkey Island at this
price?

•
Those Codies are presently beavering
away on a new overhead racing
game called Slicks. Costing a not-
unreasonable £7.99, the game offers
the player the chance to race six
tracks seperately or  together  in a
Grand Pr ix,  a nd  even t o  even
challenge a friend on a spot of head-
to-head frenzy. Look out for a full
review next issue.

•
Psygnosis in Budget News shocker?
Yes, it's true! Although strictly not on
budget, it's a compilation so that still
counts, Enti tl ed t he  'Lemmings
Bumper Pack', the £29.99 bargain
bundle contains Lemmings and Oh
No! More Lemmings in one easy-to-
carry packaged,  which has been
totally constructed from sexy recycled
materials (which is. apparently, to
become the norm for  new Psygy
games). Of limited use to us older
garners, t hi s  shoul d pr ove  a n
excellent purchase for newcomers to

the Amiga scene but i t's only
available until January alst so
you'd better not dawdle.

N.A.ifdfii.1•1111111mA.imAo I l M a a a n a l s • - -

Christmas is only just around the corner and the budget scene is
hotting up in anticipation o f a very merry festive season. I f
you've got any tight relatives who  don't l ike to spend a few  bob
then slip them  the name of one of the games below,  hang about
for a few  weeks and - hey presto! - i n stan t  snazzy Christmas
present.  Due to  the am ount of games that have fl ooded in this
month al l  The One's team  have done thei r piece so i f you'l l  just
adjust your swimming caps we' l l  dive straight in...

DIANA
ONES AND
HE LAST
RUSADE

.Ki>o( XL W•99
an it really be nearly three years since The Last
Crusade first appeared on Amiga? At the time
remember thinking i t was the best thing since

sliced salami but a lot of water has passed under the
graphic adventuring bridge since then, so it  was with
no small amount of  trepidation that I loaded it  up for
reappraisal. Would my golden (but  vague) memories
be shattered, much like they were when I saw my
childhood favourites The Banana Splits on TV recently?

I needn't  have worried, because The Last Crusade
has aged surprisingly well.  Admitted, the graphics are
a bit  crude (direct conversions f rom the PC version's
16-colour EGA, I 'd guess) and the player interface is a

"l i ttl e clumsy in places, but for  all this there's no

denying that  The Last Crusade is s t i lFik
cracking game. In fact, it's actually better
that the more recent Lucasfilm games in
some respec ts  (main ly  in  t he  disk -
swapping/accessing department).

The Last Crusade is, as you may have
already worked out,  based on the third
and last Indy movie (you know, the one
with Sean Connery as his dad). The big
problem wi t h  a mov ie t ie-in graphic
adventure is, of  course, how to stay true

to the plot  of  the fi lm but also introduce enough new
bits and puzzles so that players won' t  be able to just
breeze through the game by recalling what  happened
in t he fi lm.  Howev er,  luc as t i lm have succeeded
admirably, and there's  plenty ,of  challenge even if
you've seen the Indy fi lms a hundred-and-one times
(like I have).

If you missed The Last Crusade the first time around
(and I suspect there are probably quite a lot  of  you)
then you have absolutely no reason to do so again. It's
good to see The Last Crusade re-released as this is one
game that definitely doesn't belong in a museum.

OVERALL: 88%

on't be a  t w i t ,  Marcus. H e  had i t  coming t o  hem -
y Marcus, have you lo s t  yo u r sense o f  h u mo r?
- - do you mean, considering his situa-tion?



ZAK illIcKRACKEN AND THE
ALIEN IIIIINDBENDERS
Kixx XL K. 1 2.99

0  r i g i n a l l y
released way
back in 1988

wnen games weren't
as sophist icated as
they are now,  Zak:

•McKracken is an old
graphic  adventure
f rom the LucusFilm
stables.

The hero, Zak, is
your t ypical nerdy
American c i t i z e n
with high debts, low
reserves o f  bra in-
cells and the weight
of h i s  wo r l d  o n  h is  s houlders .
Trouble is, though, some nasty alien-
type aliens have decided to take over
the wor ld  (yes, again) by  brain-
washing u s  h u ma n s  u s i n g  a
part icularly  scary  mindbend ing
machine. So it's Zak to the rescue; by
guiding h im t hrough a series of
adventuring situations the scummy
inhuman beings can be defeated,
etc, etc.

Whilst playing Zak McKracken it  is
easy t o see how f ar t hings  have
progressed in the graphic adventure
genre over the past few years. The
visuals are sadly lacking in the quality

l i h o w  e n .  w h a t  y a  w a n n a  b u y .
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depart ment  w i t h  l u m b e r i n g
animat ions  a n d  gar is h ,  c r u d e
backgrounds. The player interface is
extremely fi ddly  when compared
with the games out  now (Kyrandia
especially) and i t  soon becomes
really annoy ing hav ing t o  select
'Open' and then clicking on a door
just to leave a room.

It's not all bad, though, as the the
humour which made the game in the
first place is still just as wacky, in an
American t ype of  way,  and mos t
locations contain a few jokes or tiny
touches_ Zak McKracken is a fairly
decent,  good  f un  t y pe o f  game

which i s  l e t  d o w n
s light ly  by  t he awf u l
graphics and monotone
sound. I f  you can live
with this and you are in
need o f  a challenging
adventure then,  as ide
f rom The Last Crusade
which you should check
out fi rs t ,  at  this  price
you could probably  do
no wrong.

OVERALL: 74%
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LOOK NO FURTHER!!
FOR THE CHEAPEST AND BEST!!

•  T H E  LATEST Top 50 GAMES FOR YOUR AMIGA: *

•  3 D  Construction Kit 2 E 3 4 . 9 9
•  A l  0 Tank Killer E 2 2 . 9 9
*  Addams Family E 1 5 . 9 9
*  A irbus A320 E 2 4 . 9 9

Aquatic Games E 1 5 , 9 9
•  Assassin E 1 5 . 9 9
*  Beast  3 E 1 9 . 9 9
*  B ig  Box 2 (10 games)
•  B u g  Bomber E
E
1
1
5
9
i 9 9
9
9

Catch'Em E 1 5 . 9 9
*  Championship Manager E 1 5 , 9 9
*  Civilisation E 2 2 . 9 9
•  Cra zy Cars 3 E 1 5 . 9 9

Curse of Enchantia E 2 2 . 9 9
*  Du n e  E 1 9 . 9 9
•  F l  Grand Prix E 2 2 . 9 9
*  F ire  & Ice E 1 5 . 9 9

Golf (Microprose) E 2 2 . 9 9
•  Ha g a r the Horrible E 1 5 , 9 9
*  Ha rrie r AV8B E 2 7 , 9 9
*  He a d  to Head (Mig29 vs F19) E 2 2 . 9 9EHumans 1 9 . 9 9
•  Jaguar XJ220 E 1 5 . 9 9

1*  J immy Whites Snooker 4
*  John  Madden's 1 5 .
.
9
9 9  
9

Kick Off 3 E 1 5 . 9 9
•  K ings Quest 5 £ 2 5 . 9 9
*  Leisure Suit Larry 5 E 2 5 _ 9 9
*  Lemmings 2 E 1 5 , 9 9
•  Lo tus 3 E 1 5 • 9 9Lure of the Temptress E 1 9 . 9 9
*  Megalomania/First Samurai £ 1 9 . 9 9  *
*  Monkey Island 2 E 2 4 , 9 9
*  Nig e l Mansell GP E 1 5 , 9 9PGA Golf E 1 9 . 9 9
*  Pinball Fantasies E 1 5 . 9 9

E*  Po o l 1 5 . 9 9
*  Premiere E 1 9 . 9 9

RailRoad Tycoon E 2 2 . 9 9
•  Re d  Baron E 2 2 . 9 9
*  Sensible Soccer E 1 5 . 9 9
*  S il ly  Putty E 1 5 . 9 9

Space Crusade
3
1
4
5
.
.
9
9
9
9

•  Space Shuttle
*  Specia l Forces E 2 2 . 9 9
*  Street Fighter 2 E 1 7 . 9 9
*  S inke r E 1 5 . 9 9Sword of Honour E 1 5 , 9 9
*  Win g  Commander E 1 9 , 9 9

E*  Zo o '  1 5 , 9 9

•  T h e  above represents only a v e r y  sm al l
selection of titles that we stock. If you do not
see what you want listed, please give u s  a

•  call.
*  Get1811 The nature ot games publishera, we can not guar antee M e l  a l  the above will be released by  *

the lime ties adv er t appear s . P lease call us to check avalltibilily  to avoid disappointment.
* * Post & Packaging E1.50 - Securicor E5*  *
*  4 8  hour despatch (cheques 7 days) *
*  Cheques should be made payable to SoftStore *
*  A c c e s s  and VISA cards accepted *
*  So f t St o re ,  Dept DIO, PO Box 1720, Slough, SL3 OYX ** 0 7 5 3 - 6 8 3 3 3 6  ** * * * * * * * * * * * * * * * * * * * *
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BUBBLE
DIZZY
Codemasters £7.99

T he l atest Dizzy game is a
sidestep from our egg hero's
more t r adi t i ona l  a r c a de

adventures. This time round Dizzy
finds himself at the bottom of the
ocean, havi ng just been kicked
over boar d by  the  evi l  Capta i n
Blackheart. As the more observant
and budget  mi nded among you
will undoubt e dl y  know,  Di z z y
cannot swim so he must make his
way surfacewards pretty sharpish
by stepping on one of  the many
bubbles that rise from the seabed.

The bubbles aren't exactly the
most stabl e of  sur faces t o be
standi ng o n  a n d  t h e y  qu i t e
frequently burst, forcing Dizzy to

leap to another or sink back down
and risk drowning. Oxygen is of a
strictly limited supply and contact
wi th some of  t he  var i ous sea
meanies w i l l  de pl e t e  t h e  a i r
reserves further al though there is
always an extr a cani ster  l yi ng
around on the level somewhere.
Pearls can be collected on the way
up and once the surface is reached
there's just enough time for a gulp
of fresh sea-ai r  befor e Dizzy is
plonked at  the bottom of another
chasm w i t h  m or e  r ocks  a n d
platforms to hinder our hero.

Bubble Dizzy is not a bad game
by any means, al though neither is
it particularly outstanding one.  I t
plays wel l ,  i f  a l i ttl e 'r igidly' at
times, but  the the random nature
in which the bubbles appear means
that levels seem to rely more on
luck rather than skill, provoking a
fair amount  of  frustration on a
number of occasions. The music is
fairly rythmic i n a bongo ki nda
way, the graphics are very 'Dizzy'
styley, and i t will probably provide
you wi th a few weeks of  gaming
pleasure i f  you a r e  wi l l i ng t o
persevere wi th what is basically a
limited arcade game_ All-in-all it's a
fair but not essential purchase.

OVERALL:fi I %

SPELLBOUND DIZZY
Codemasters 0.99
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N ot simply content
wi th fur ni shi ng us
wi th Bubbl e Dizzy,

those Codies have covered
both ends of  the  ar cade
market wi th the latest in a
very l ong l i ne of  ar cade
adventures. I n Spel lbound
Dizzy our  eggy fr iend has
got himsel f i nto another
puzzle-solving situation by reading a-loud a really, really powerful
spell from his old mate Theo the Wizard's spell book.  Perhaps not
exactly the cleverest thing to do,  these rather rash magical words
have transported all of Dizzy's friends to the underworld. Being the
Instigator of this dangerous situation, Dizzy must set about rescuing
his Yolk Folk chums by negotiating a series of  over  110 rooms
containing all the problems and situations that we've come to expect
from the budget, um, beagle.

It's a  standar d Dizzy game in every respect,  wi th the  usual
satisfactory graphics, jolly music and logical puzzles. It's so much like
all the previous offerings that,  to be honest. I  doubt if you'd find
much t o keep you sufficiently entertained here i f you've already
played a couple of the other Dizzy adventures. It's very nice and all
that but it seems as though the Codemasters are simply content to
keep churning out games with the same tried-and-tested formula. I f
you're looking for  new and innovative features here then you'll be
sadly disappointed and you should only consider buying this game if
you are a Dizzy virgin. (You know what I mean).

OVERALL: 54%
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Postage & Packing included in U.K. Europe add U M .

Elsewhere add 0.75
Please make cheques /P.O's payable to: 'Merlin Software'
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P I T F I G H T E R  Kixx £7.99

OVERALL: 68%

FIRE & FORGET II
Fox Hits 0.99

T he underground world of Pitfighting is a
rough and danger ous place where
blokes woul dn't  thi nk twice about

slitting your  throat for  the price of hal f a
shandy, and now you can be part of the action
courtesy of the latest re-release from Kim.
The player (or players in the simultaneous two-
player fun mode) must battle his way through
a number of progressively harder characters
with names like Warrior and Angel (who, as it

happens, is a rather luwerly lady), using a number of dirty fighting moves
dnd lobbing a few motorbikes and the like about. There are also a number of
occasional 'bonus screens where each player is awarded points for being the
hardest and meatiest fighter in town.

What sets this game apart fom the beat- em-up crowd is the unusual way
in which the on-screen violence is depicted. Each digitised sprite has been
directly ported over from the coin-op and shrinks or enlarges as the players
move in and out of  the screen. When there's a number of characters in the
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ich makes for a visually exciting and different experience.
f you're looking for a rock•hard beatem-up then Pittighter is an ideal

• 'purchase. The different graphical styles make the game more interesting and
although there aren't a vast amount of moves, there's more than enough to
satisfy the average gamester. As t o whether it  will be enough for all you
sophisticated Streetfighter 2 fans_ Well, perhaps, but  you could do worse
with your money whilst wait ing for that particular phenomenon.

0  ne of the first releases on Titus' new Fox
Hits label is this little offering which first
raised its ugly head in 1990. Basically it's a

sort of Chase HQ-type driving game in which - get
this - you don't actually have that much control
over the car. If you just leave the vehicle to its own
devices then it  wil l  quite happily  negot iate the
bends and twists like it's your chauffeur. Now, call
me old fashioned or something, but  I thought that
the idea of  a driving game is to, like, drive a car
around a track. Still, perhaps this has all been
decided for a very good reason so let's not worry
about it too much.

Besides being a driving game where you don't
drive, Fire & Forget II is also a shoot-'em-up along
the lines of  Roadblasters, the crusty coin-op f rom
Atari. Badly-drawn sprites are placed above or on
the road which you must finish them before they
finish you, There doesn't seem to be much skill in
shooting the enemy craft as it appears to rely more
on luck than anything, and quite often you end up
losing a life by being hit  by a single bullet which
you had no knowledge of before.

Not s imply  content  t o leave i t  at  that .  t he

programmers have included a novel lit t le twis t
whereby you can transform the car into a car with
wings  and take t o t he skies. Unfort unately ,
though, it's not very clear when you can and when
you can't do this (the instructions are very brief)
and just what the advantage of doing it  anyway is
beyond me.

There's not a lot to recommend in Fire & Forget
II, In fact, I'd say there's nothing at all to praise so

hey! - do yourselves a favour and stay well clear
of it. I t 's tempting t o end the review by utilising
the words 'fi re' and 'forget ' together in a clever
little sentence but I'm not going to, okay?

OVFRALL: 39%

RAVING M A D  US Gold £25.99

T his, another value-for-money US Gold compilation, should put
any cutesy platform game fan on hag heaven, as it comprises
Rodland, Robocod and Mega Twins,

Rodiand places you in control of Tam or Rit, two 'My Little Pony'
cuties, who must rescue
their 'mom' from the
clutches of an evil demon,
Each single-screen level
contains dozens of cuddly
meanies who each have
their own special way of
dealing out death to the
two vom-inducing heroes.
Once a level Is clear of
nasties, our heroes can
move on to a meeting - - L - L - 1 - 1 - 4 1 / 4 P 1 - 4 — . 1 1 1 - .
with the obligatory end-of-world guardians: ''fratell not find many
recent straight arcade conversions better than Rodland. It plays fan-
tastically, looks brilliant and has a lot of variety in terms of levels
and bad guys.

Continued on page 92
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ROBOCOD 1 6.49
ROBOCOP Ill .......  1  6.99
ROBO SPORTS 2 0.99
SABRE TEAM 1 6.99
SENSIBLE SOCL- 1 6.99

TOTAL AMOUNT ENCLOSEDL J

GAME CE
ROBOCOD 1 6.49
ROBOCOP Ill .......  1  6.99
ROBO SPORTS 2 0.99
SABRE TEAM 1 6.99
SENSIBLE SOCL- 1 6.99
SHADOW OF THL- 6EA 1 6.99
SHADOW WORLD . 1 6.99
SIM EARTH 2 2.49
SILENT SERVICE 2 3.99
SILLY PUTTY. INEWI., 1 6.99
SIMANT 2 3 . 9 9
SIMPSONS ... 1 6.49
SHUTTLE (REDUCED) 2.99
SPACE ACE2 2 5.99
SPACE 1689 1 9.99
SPACE CRUSADE 1 6.99
SPACE QUEST IV 2 5.99
SPECIAL FORCES 2 1.99
STREET FIGHTER II 1 8.99
STRIKER 1 6.99
SUPER SPACE INVADERS 20.99
SUPER TETRIS 22.99
SUSPICIOUS CARGO 16.49
TEAM YANKEE 19.99
TEAM YANKEE II 23.99
TEARAWAY THOMAS MA
TENNIS CUP 2 17.99
TERMINATOR II 17.99
THE CARL LEWIS CHALLENGE 17.99
THE COOL CROC TWINS 17.99
THE MANAGER 22 49
THE PERFECT GENERAL 22 99
THUNDERHAWK AH-73M 21.99
PRA THE FOX 16.99
TRODDLERS 16 99
TV SPORTS BOXING 16.49
TV SPORTS BASEBALL ........ .................... ....16.49
UGH (111W) 16 99
ULTIMA VI . . . . . . . . 2099
UTOPIA 20 99
VIDEO KID ............ 1699
VIKINGS . . . . 1699
VROOM. 16 99
WAX WORKS ................ 24.49
W E E N . . . .  ................................ ..... _22.49
WILLY BEAMISH .  ...................
WING COMMANDER (1 MEG) 22.49
WIZ2KID. 16 99
W.W F. WRESTLING 16 49
ZOOL (R(DUCED) ........................................1699

AMIGA 4 PLAYER ADAPTOR, .7.99
40 LOCKABLE DISK BOX .5.99
80 LOCKABLE DISK BOX .6.99
BOX 11:I BULK DISK ............ ........ ...........6.99
BOX 10 SONY DISK 9 99
QUICKSHOT PYTHON 1 ............................. 10.99
OU1CKSHOT MAVERICK 14.99
OUICKJOY JET FIGHTER 13,99
OUICKJOY TOPSTAR 20.99
COMP PRO 5000 EXTRA CLEAR 13.99
NAVIGATOR ............................................. 13.99
ZIPSTICK .. 13.99

3 D POOL, . . . . . 6.99
BACK TO THE FUTURE III 7.99
BUBBLE BOBBLE 6.99
CARRIER COMMAND 6.99
CHASE HQ .. 7.99
CISCO HEAT 6.99
DOUBLE DRAGON 6,99
EMLYN HUGHES SOCCER 6 99
F16 COMBAT PILOT 7.99
GAUNLET 2 6.99
GOLDEN AXE., .... ,....... .................... ....... _619
JAMES POND 699
LOTUS ESPIR1T ,. .  . „ . ..... ..... ..................._6.99
MOONWALKER 699
NORTH & SOUTH 6.99
C., IN THE USA . . . ........... .4.99
BATMAN THE MOVIE 6.99
PANZA KICK BOXING ..  ..... .. .......... ......6.99
PITFIGHTER......,.............. ......................... .7 99
PLOTTING ...... ..7 99
PRO INNS TOUR 6,99
RAINBOW ISLANDS 699
IV SPORTS FOOTBALL 6.99
TV SPORTS BASKETBALL .......... ............. ......6 99
PAPERBOY II............. ......................... .......6.99
JOHN LOWES DARTS 699
SHOOT EM UP. 6,99
AD SPORTS DRIVING 10.99
AD SPORTS BOXING 10 99
WACKY RACES .........., .. ..........................6.99

ISK
Please make cheques /P.O.payable to Microdisk p.p UK add
75p per item. Europe add EMU. Elsewhere EMI)

Villiers House
110 Villiers Road

Watford Huts
WD1 41L1

(0923) 676419
All items subject to availability E&O.E

Allow 14 Days for Delivery
GAME
MO TANK KILLER ENH
ADDAMS FAMILY....
A320 AIRBUS
AIR SUPPORT
AIR WARRIOR ...........
ALCATRAZ
AQUATIC GAMES.
ARABIAN KNIGHT
ARCHIE MACLEAN'S POOL
ARSENAL EC
ASSASSIN
ASHES OF EMPIRE
A- TRAIN
BARBARIAN II
BAT II
BATTLE ISLE . .
BATTLE TOADS
BEAST 3
BEAST MASTER
BEAVERS
BIRDS OF PREY
BLUES BROTHERS
BUG BOMBER
CASTLES
CASTLE OF DR BRAIN
CENTURIAN
CELTIC LEGENDS
CHAOS ENGINE
COOL WORLDS
CONQUEST OF THE LONGBOW
COVERT ACTION
CRAZY GARS 3
CREEPERS
CRUISE FOR A CORPSE
CURSE OF ENCHANTIA
CYBERCON III
CIVILISATION
DARK MERE
D-GENERATION
DOJO DAN
DOODLE BUG
DONE
DYNABLASTER

PRICE
2 1 . 9 9
1 6 . 4 9
2 4 . 9 9
1 7 99
2 4 . 9 9
1 6 . 9 9
1 6 . 9 9

(NEW) 16.99
16.99

1 6 . 9 9
1 6 . 9 9
2 4 . 4 9

2 2 . 4 9
1 6 . 4 9
2 2 . 4 9
........16.99

1 5 . 9 9
18.99
16.99
16.99
23.99
16.49
16.99
20.99
23.49
16.99
21,99
20.99
16.99
23.99
23.99
16.99
22 49
16 99
24 49
16 99
23 99

(NEW) 2 2  49
16 99
1 5
9 9(NEW) 16 99
22 99
22 99

ELVIRA JAWS Of CERBERLIS 2 3  99
EPIC . .  . . . . . . . . . .   1 9  99
EUROPEAN CHAMPION FOOTBALL. 1 6 . 9 9
EYE OF THE BEHOLDER  1 9  99
EYE OF THE BEHOLDER 2 2 2  99
F15 STRIKE EAGLE II 2 3  99
F19 STEALTH FIGHTER  1 9  99
FATAL STROKES 1 6 . 9 9
FIRE FORCE .  (NEW) 1 6  99
FLOOR 13 2 2  99
FLFIGHT OF THE INTRUDER 1 2 . 9 9
FOOTBALL KID
FORMULA 1 GRAND PRIX
GAMES ESPANA 92
GAUNTLET III
GOBLINS
GODFATHER
GODS

TBA
2 3 99

2299
1 6 99

1699
1699
1649

GRAHAM TAYLORS SOCCER CHALLENGE  lb 99
GUNSHIP 2000  2 2 , 4 9
GUY SPY  2 2 . 9 9
HAGAR THE HORRIBLE 1 6 . 9 9
HARLEQUIN... . . . . . . . . .  1 6 . 4 9
HARD NOVA 1 6 . 9 9
HARPOON 1 9 . 9 9

GAME P R
HEAD TO HEAL)
HEIMOALL.............
HERO QUEST (I MEG1
HOP  , ( N E W )
HOOK   1 6 . 9
HOSTILE BREED   1 6 . 9
HUMANS   2 2 . 4
I JONES FATE OF ATLANTIS  T B A
IAN BOTHAM'S CR ICKET. .  . 1 6 . 4 9
INTERNATIONAL SPORTS CHAMPION 2 2 . 9 9

'2
4 
4
9
9
9

ISHAR
JAGUAR XJ220
J.WHITE S WHIRLWIND SNOOKER . 1 9  99
JIM POWER  1 9 . 9 9
JOHN MADDEN
S 
F O O T B
A L L  
1 6
.
4 9

KICK OFF II  1 3 . 9 9
KICK OH III ( N E W )  ...la 99
KID GLOVES II 1 6 . 4 9
KINGS QUEST V 2 3 . 9 9
KNIGHTMARE 1 6  99
LAST NINA 3  1 6 .
4 9LEANDER 1 6 , 9 9
LEGEND 2 0 . 9 9
LEGEND Of KYRANDIA 2 2 . 4 9
LEISURE SUIT LARRY 5 2 3 . 9 9

ICE
22.49

_19.99
21.99
_16.99

9
9
9

LEMMINGS.  1 6 . 4
LEMMINGS 2 ..............,  2 2 . 4
LEMMINGS STAND ALONE 1 6 . 4

9
9
9

LETHAL WEAPON 1 5 9 9
LINKS 2 4  99
LIVERPOOL 1 5 . 9 9
LORDS OF TIME 1 6 . 9 9
LOTUS 3... . . . . . . . .   1 6 . 9 9
LOTUS TI ) R6 0
-
0 HALL
, -
E N G E  
1
6  
4
9

LURE OF THE TEMPTRESS  2 1 . 9 9
MEGA FORTRESS...-. ................  2 0 . 9 9
MEGA TWINS  1 6 4 9
MICROPROSE GOLF 2 3 . 9 9
MIDWINTER II  2 3 . 9 9
LUG 29 SUPER FULCRUM 2 4 . 9 9
MIGHT & MAGIC III . . . . . .  2 2  99
MOONSTONE  2 0 . 9 9
MONKEY ISLAND. .  ,  1 6 . 9 9
MONKEY ISLAND II(REDUCED; .. 2 2 . 4 9
MYTH. . .  .   1 6 . 9 9
NICK FAL .
DO 5 .  
G O L
F .
.   
2
2
.
9
9

NIGEL MANSELL WORLD CHAMPION 1 9 . 9 9
NOBBY THE AARDVARK ( N E W ) .  16.99
NOVA 9.. 2 3 . 9 9
ORK ( N E W )  16 99
OUTLANDER M E V / 1 _ 1 6 . 9 9
PGA PLUS ................................................22.99
PGA GOLF DATA DISK  1 2 . 9 9
PINBALL FANTASIES   _ 2 2 . 4 9
PIRACY , . . . . . . .  1 6 . 9 9
PLAN 9 FROM OUTER SPACE 2 2 . 9 9
POOLS OF DARKNESS  •  2 2 . 9 9
POPULOUS II  2 0 . 9 9
POPULOUS/SIM CITY 2 0 . 9 9
PREMIERE 2 2 . 9 9
PROJECT X 1 6 . 9 9
PLAYER MANAGER 1 3 . 9 9
PUSHOVER.  1 6 . 9 9
ROAD RASH  1 6 . 9 9
RAILROAD TYCOON 2 4 . 9 9
REALMS ..........  2 0 . 9 9
RED BARON   2 3 . 9 9
RISKY WOODS 1 6 , 9 9

ACCESSORIES
112 MEG UPGRADE • CLOCK (REDUCED) _24.99

DISK BOX &
JOYSTICKS P&P E1.00

COMPILATIONS
BOARD GENIUIS

SCRABBLE. RISK CI LIED°,
MASTER DETECTIVE

117.99

BIG BOX 2
R- TYPE

,GHOSTBUSITIRS,SHANGHAI.
SINBAD, DEFENDERS OF THE

EARTH, TV SPORTS FOOTBALL,
BACK TO M E  FUTURE 3,

ARMALYTE, 1K + , BA M B LIZA 1,
£17.99

SUPERFIGHTERS
FINAL FIGHT, w  w F.

PITEIGIITER
L
-
1
6
.
9
9

I)REAM TEAM
TERMINATOR 2 SIMPSONS

BUDGET GAMES
50P OFF LIST PRICE

P&P ONLY 50P

Name D a t e
Address

Postcode T e l



_ 1 1
MAGIC WORLDS Daze Marketing £25.99
If you've got a passion for strategy-style games then your head'il prob
ably explode when you take a gander at Magic Worlds. You see, it's a
compilation of a trio of brain-taxers, namely Dragon's Breath, Crystals of
Arborea and Storm Master.
Dragon's Breath is by far the oldest of the three games. Up to three player
can take part (if less than three are playing, the computer fills in), each
assuming the role of a Dragonmaster in control of a legion of mighty drag-
ons with which to do their bidding - raiding villages, attacking enemy drag-
ons and so forth - the ultimate aim
being to find the parts of a magic Tal-
isman that will grant the possessor
access to Dwarf Mountain and its
secrets of immortality. Sadly, howev-
er, the game doesn't quite fulfil the
exciting promise of its scenario. The
pace is slow, and even the most strat-
egy-hungry gamer might find some
aspects of the game daunting (espe-
cially the incredibly complex spell-
casting section).
Crystals of Arborea is a sort of pre-
quel t o  the excellent Ishar. Both
games employ a very similar and very
attractive first-person 3D graphics sys-
tem to illustrate the player's progress
around the gameworld, but where
Ishar was full of fascinating things to
do and interesting people to meet,
Crystals is empty and a touch dull.
Star of the pack is Storm Master. As ruler of one of eight warring kingdoms,
it's the player's job to keep the plebs happy, to defend and expand the realm
and, of course, basically to try and stomp the opposition into the ground.
Battle with enemy forces take place aboard giant flying ships (of the wood
and sails kind), and this is where a rather nice arcadey element comes into
play. It's an exceptionally pretty and very playable game, nicely thought out
with an intriguing scenario. Top-notch stuff all the way.
So, is it worth the asking price? I t all depends on how much you like
these sorts of games, I suppose. There are no real duffers here, and Storm
Master is an superb game. You pays your money and you takes your
choice, as the old cliché goes.

OVERALL: 83%

nued from page

Robocod is a scrolling cut-
sie platform affair. The fishy
superspy has to restore spirit
and festivity to Santa's toy
factory w hi c h h a s  b e e n
besieged by Dr Maybe. James
Pond h a s  a  f e w  r o b o t -
inspired a b i l i t i e s  w h i c h
include extending his midrif f
to reach higher platforms and
scrunching himself up to pro-
tect his  prec ious  bod.  I t ' s
incredibly playable and t he
levels are huge
r b u t  
t h e r e '
s

not a lot  going on on-screen
and when there is the screen
tends t o launch itself  into a
kind of  wobbling breakdance
display. However,  to be fair,
this is  not  really  a problem
most of  the t ime.  Although
the game has been superseded by the likes of  ZoorZsd hisMends,  it
still remains one of the top plat form games to appear on the Amiga.
Last up is Mega Twins, yet another scrolly platform game with two-
player action and 'twice the fun and double the trouble' as it says here.
The Twins must batt le their way across a number of levels in an effort
to sort  out  the problems of  the land and retrieve a legendary stone
called Dragon Blue Eyes. Obviously in a compilat ion there has to be
one which doesn't stand up too well when placed next to the other
games and - you guessed it - Mega Twins is that game. The action is
a tad on the slow side and it doesn't seem to hold the attention of the
player like Rodland and Robocod. It's just a fairly average game with
no particularly outstanding features or amazing innovative feature.
Overall the two main sellers, Rodland and Robocod, are both excellent
games and if you don't own either then this compilation is well worth
your money.

OVERALL: 86%

F i r t :
C r e  d



I

ORDER FORM AND INFORMATION
All orders sent FIRST CLASS subject it . availability. Just t ill in  the coupon and send
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PAYING BY CHEQCE . Owques payable as Software City,
Credit Cant Type E x p i r y  Date
Card No
Sigma= E U R O P F A N  ORDERS. MASTER CARDS.

THO 12/92

1st Division Manager  _ 7 . 9 931) Construction kit  2 I N c,  , 3 4 .9 9
A Train ( N e w t  2 4 . 9 9
Addams Family  . .  17.99
Air  Suppon 1 7 . 9 9
Air  Force Commander(New)  2 1 .5 0

Another World •  •  • 1 7 . 9 9
Apidya  1 7 . 9 9
Aquatic Games ( N e w )  1 7 . 9 9
Arcade Fruit Machine( New) 7 . 9 9
Arnie  7 . 9 9
Ashes of The Empire- ........ .......24.99
Badlands
Bane of The Cosmic Forge  2 5 , 9 9
Bard's 'lisle Trilogy (New)---- 24.99
Battlechess  9 . 9 9
Battle Isle  2 1 . 5 0
Battle Isle Data Disk 1 3  99
Beast 3 ( N e w )  - 2 1 . 5 0
Buff ( N e w )  - 7 . 9 9
Bignose The Caveman(New) 7 . 9 9
Birds of Prey  2 4 . 9 9
Black Crypt 1 7 . 9 9
Blade Warrior - - - -  799
Bridge Player 2150... ........... .......21.50
Caeser ( N e w )  2 1 . 5 0
California Games 2 ..........  17.99
Campaign ( N e w )  2 1 . 5 0
Captain Dynamo 7 . 9 9
Carl Lewis Challerige 1 7 . 9 9Camel
. 
C o
m
m a
n d
( .  
e
w  
P
r
i
c
e
)  
9
.
9
9

Castles  2 1 . 5 0
Catch Em ( N e w )  1 7 . 9 9
Championship Manager 1 7 . 9 9
Che Gu e r il la  in Bo livia  (C.C.S )
1 7 . 9 9
Chuckle Egg I or 2 (Not A500 or
A600) 9 . 9 9
C i
v i
l i
s
a t
i o
n   
2
4
,
9
9

Cohort 2  ( N e a r )  2 1 . 5 0
CoolWorld ( N e w )  1 7 , 9 9
C,J. In  the U .S.A 7 , 9 9
Cover Girl Poker 1 7 , 9 9
Crazy Cars3 1 7 , 9 9
Cricket Captain(New Peke) 1 7 . 9 9
Cruise For a Corpse
Cytron   S O
D Generation  1 7 . 9 9
Daily Double Horse Racing ,........7,99
Daley Thonmsons Olympic Challenge
7 . 9 9
Dark Queen of Krynn - - - - - , ..2 2 .9 9
Death Knight% Of  Krynn 2 1 . 5 0
Deluxe Stop _poker(1Meg) tSPOffert 9 , 9 9
Dizzy Panic . . . . .  (Neer) - - - - .7 , 9 9
Dizzy Prince o f  The Yo lk fo lk
( N e w ) 7 . 9 9
Dojo Dan 1 7 . 9 9
Double Dragon 1 o r 2 9 . 9 9
Dungeon Master/
Chaos Strikes Back  2 1 . 5 0
Dynablasters  2 1 3 0
Emlyn Hughes in t  Soccer

..(New Price ) -  - 7 . 9 9
Epic  2 1 . 5 0
Euro S u p e r  League
(Sp r )   9 . 9 9Exile •.(Spechd Offer) 9 . 9 9

Exodus 3010 ( N e w )  2 1 . 5 0
Eye o f  The Beholder 2 1 . 5 0
Eye o f  The Beholder 2.11 Meg) 24.99
FI6 Combat Pilo t  9 . 9 9
Falcon  ( N e w  Price) 1 4 , 9 9
Falcon Op CounierStrike (Data Disk).
9 . 9 9
Final 'Whistle 8 . 9 9
Fire & Ice 1 7 . 9 9
Fireforoe ( N e w )  1 7 . 9 9
Flight of theintruder
( N e w P r i c e ) .
- -
1 4 . 9 9
Flimbo's Quest( NewPrice) 9 . 9 9
Floor 13 2 1 . 5 0
Football Director 2 (New Price) _9.99
Formula I  Grand Prix (Microprnse)....
2 4 . 9 9
Free DC ( N e w )  I S  99
Frontline (C.C.S.) 1 7 . 9 9
Fun School 2(1)6 or 6•8 or 8+) 7 . 9 9
Fun School 4 (1-15 or 5-7 or 7-11) - -
1 7 . 9 9

OFT

Registered Office: LEA

A M I G A  G AM E S
Games Espan, •  2 1 . 5 0
Gateway FT05Ille,  2 2 . 9 9
Golden _Axe 9 . 9 9
Graham Taylors Soccer 1 7 . 9 9
Grand Prix IMicroprosel 2 4 . 9 9
Hagar -
T h e  
H o r
r i b l
e  
(
N
e
w
)  
1
7
.
9
9

Hand of St James , (New) 2 1 . 5 0
Harlequin 1 7 , 9 9
Harpoon Version 1.21 2 4 . 9 9
Harpoon Battleset 3 or 4  1 0 . 9 9
Hoi ( N e w ) .   1 7 . 9 9
Humans . ( N e w ) .  2 1 . 5 0
I n  Rothams Cricket 1 1 . 5 4 )
Imematiisnal championship Athletics

7 99
International Karate + ..................7.99
International Sports Challenge 21.50
Esher Legend o f  The Fortress  2 1 .5 0Italia 1990 9 . 9 9
Italy 199(1 M ilt s) 7 . 9 9
Jack Nicklaus Golf(New Price) 7 .9 9
Jack Nicklaus Unlimited Courses
1 m e g )21 .50
Jack Nicklaus Unlimited Clip Art

1 0 . 9 9
Jack Nicklaus vol2 or 4 or 5 1 0 . 9 9
James Pond 7 . 9 9
.1 White's Wiwind Snooker 2 1 . 5 0
John Senses' Soccer 1 7 . 9 9
John Madden's Amercan Football
1 7 . 9 9
Jones In The Fast Lane(New)
Kaiser ( N e w )  1 7 . 9 9
Kick Off 2
(1  
M e g )
. -

(Special Offer). 9 . 9 9
Kick Of f  2 Giants o f  Europe 7 . 9 9
Kick Of f  2 Winning Tactics 7 . 9 9
Kick Of f  2 Return To Europe  7 . 9 9
Kick Of f  2. The Final Whist le  8 . 9 9
Kick Of f  3   . . . . .  7 .9 9
Kind words 3 3 4 . 9 9
Kings (Weft 1
1  9 9Knightmare + Hint Book 2 1 . 5 0
Knights o f  the Sky 2 4 . 9 9
Legend + ih n i Book _ 2 1  SO
Leasure Sun Larry 5  2 4 . 9 9
Lemmings 1 7 . 9 9
Lemmings Data Disc  1 3 . 9 9
Lethal Weapon ( N e w )  1 7  99
Links (requires Hard Disc Drive
( N e w ) 2 4 99Links Firestone (111.DgNew) 12 . 99
Liverpool  1 7 . 9 9
Lomhard R .A.0  Ra lly 7 . 9 9
Lords of Chaos (Special Offer)--9
-
99
Lotus Espirit  9 . 9 9
Lotus Espirit Turbo Challenge 217.99
LUIC o f  d ie  Temptress - 2 1 - 5 0
Man United 9 . 9 9
Man United Europe 1 7 . 9 9
The Manager  2 1 . 5 0
Manic Miner( not 4500 or A600 „7.99
Match o f  The Day
Megatortress 2 1 . 5 0
Megatraveller 2  2 1 . 5 0
Microprose Ga l(  2 4 . 9 9
Midnight Resistance 7 . 9 9
Monkey Island 2 (Le  Chucks
Revenget 2 5 . 9 9
Motor Head ( N e w )  1 0 9 9
Multi Player Soccer Manager-- 17.99
Nan
New Zealand Story
No Greater Glory _ (New)
Nova 9  ( N e w )
Oh No More LemmingmStarid
A l o n e )
Omar Sharifs Bridge
PG A Tour Golf
PGA. courses Data Disc
PGA, Golf 4
, 
C U S A T
S C S  
D i s
c

Pacific Islands
Paint N  Create ( N e w )
Paladin 7 ( N e w )
Paperboy 2 (Special Offer) .........7.99
Parasol Stars 1 7 . 9 9
Pinball Dreams 1 7 . 9 9
Plan 9  Outer Space(New) 7
4  Y 9Police Quest 3 2 4 . 9 9
Pool (  Archer Macleans)INewl  I7.99
Pool of Darkness 2 2 . 9 9
Populous 9  99

7,99
7_99

24_99
7
4
.
9
9

1 7 . 9 9
2 4 . 9 9

1 7 . 9 9
10.99
21.50

2 1 . 5 0
17.99
21.50

E CITY
Wolverhampton WV! 1TP

DIT CARD HOTLINE 0902 25304

Software Limited 2nd Floor Offices Hampton Walk Queens Square Wolverhampton WV I I  TQ

%MI CA CO MP I LATI O NS

THE DREAM TEAM
The Simpsons. ViTWF

Wwstlemania. & Terminator 2
£17.99

DIZZY  COLLECTION
Fast Food,  Kw ik  Snax, Mag icland

Dizzy. Fantasy World Dizzy
&  Treasure Island D izzy.

E17.99

STRATEGY MASTERS
Populous, sp irit  of  Excalibur. Chess
Player 2150. Homer& Bartlemaster

E22.99

SUPER ALLSTARS
Steg. C.J. in  the U SA. Captain
Dy manic,. Adventures o f  Rob in

Hood &  M a g ic land D i t t y
E17.99

THE R.T. SMITH
COMPENDIUM

Vulcan. Ancient Battles, & Arnhem-
19.99

SOCCER COMPILATION
Kick Of f  2_ Garza 2. Microprose

Soccer &  Emlyn Hughes Int. Soccer
E17.99

3.5" Douhk Sided. Double I  •  I
D 5 9 5 50
Density With Labe 1 0 . .is:-

25..12.50

40 Piece  3.5 Disc Bo x-  ......... ---.6 .99
SO Piece 3.5 Disc Box 7 . 9 9
1211 Piece 3.5 Disc Box 9 9 9
MOUSE MAT 2 . 9 9
AMIGA 4500 DUST COVER 9 . 9 9
AMIGA A600 DUST COVER ____9.99
AMIGA 1/2 MEG EXPANSION
W i l l  OR WITHOUT CLOCK 2 6 .9 9

BOARD GENIUS
Scrabble Deluxe, Deluxe Monopoly,

R isk &  C lu e d ° M a st e r De t e ct ive
£2150

DI ZZY'S EXCELLENT
ADVENTURE

Spellbound D il iy. Bubble Dizzy. Dizzy Prince
of the Yolk Folk. Panic Dizzy & Kwik Snax

E17.99

FANTASTIC WORLDS
Realms. Pirates. Wonderland.
Populous. & Mega lo Mania

04.99

SUPERFI GHTER
Pitfi ghter, W W F Wrestlemani a. &

Final Fight
E17.99

M E C A  SPORTS
Summer Games I  & 2 . %rimer Games,

Gaines Summer Edition &
California Games

E17,99

H I NT BOOKS
B•ilit
'
S 
T a
l c  
I  
o
r  
2  
o
r  
3   
5
.
0
0

Eye of The Beholder 7 . 9 9
Eye o f  The Beho lde r 9 . 9 9
Kings Quest I or 2 or 3 or 4 or 58.99
Knightmare 5 . 9 9
Leisure Suit Larry 1 or 2 or 3 8 . 9 9
Loom 5 . 0 0
Might & Magic 3 1 4 . 9 9
Monkey Island  5 . 9 9
Monkey Island 2 9 . 9 9
Secret of The Silver Blades 7 _ 9 9
Space Quest 1 or 2 or 3 8 . 9 9
Ultima 7  8 . 9 9
Ult ima Underworld  8 . 9 9

WAR
P.O. BOX NO.888

CALL US ON : 24 HOUR CRE

Populous /  Sim City  2 1 . 5 0
Populous Editor  1 0  99
Populous New Worlds  5 . 9 9
Populous 2. (1t2 oe 1 meg) 2 1 . 3 0
Powerrnonger  2 1 . 5 0
Powermonger Data Disc  1
Premiere 2 1 . 5 0
Pro Tennis Tour 7 . 9 9
Pro Tennis Tour 7  1 7 . 9 9
Project X 1 7 . 9 9
Prophecy o f  the Shadow(Newl -2199
Putty ( N e w )  1 7 , 9 9
PU7 Z-IliC 7 . 9 9
R-Type 7 . 9 9
Railroad Tycoon ...................... . . .
2 4 . 9 9Rainbow Islands 7  99

Rick Dangerous 7
(Spec's 10ffer)

Risky Woods 1 7 . 9 9
Rotocod  1 7 , 9 9
Robocop 3  1 7 . 9 9
Robo Sport ..... ....... (New) .......  ,21•50
Rugby Coach(New Pike )  9 , 9 9
Secret Of  Monkey Island . . . . -   - -

41 Meg ).17.99
Secret Of  Monkey Island 2

( 1 M e g )25.99
Sensible Soccer 92 - 91  1 7 . 9 9
Seymour Goes to Hollywood *
3 . 9 9Seymour Saves The PlanettNew17.99
Shoot 'Em Lip Construction 1(11...9.99
Silent Service 2 2 4 , 9 9
Silly Putty ........... (New) 1 7 . 9 9
Sim City /  Populous .  2 1 . 5 0
Sim City Architecture I   1 1 . 9 9
Sim City Architecture 2  1 1 . 9 9
Sim Earth ( N e w )  2 7 , 9 9
Slightly Magic ( N e w )  7 . 9 9Soccer Pinball 7 . 9 9
Space Crusade 1 7 . 9 9
Stalingrad (C C S ) 1 7 . 9 9
Steel Empire _ 2 1  50
Steg 7 9 9
Steve Davis Snooker 9 . 9 9
Street tighter 2 . ( Ne w l  1 ( 1 . 9 9
Striker ManagenNew Pike )  9 . 9 9
Stunt Car Racer  7 . 9 9
Super Cars 7 . 9 9
Super Cars 2 9 . 9 9
Super Monaco G PiNe wPrice l 9  99
Super Off Road Racer 9 . 9 9
Super Tetris  2 1 . 5 0
Switchblade2 9 9 9
Sword of Honour ..(New) 1 7 . 9 9
Team Suzuki 7 , 9 9
Teenage Turt le-Opecial Of fe r) _5.50
Test Drise 2 (Special Of fe r) 2 . 9 9
Tetris ......(Special Of fe r) 9 . 9 9
Thomas The Tank Engine ....(New)7 . 9 9
Thus The Fox 1 7  99
Total Feca ll ............... .............. ..... 7.99
Toyota Celica  7 . 9 9
Tracksuit Manager 7 . 9 9
Traders  ( N e w )  1 7 . 9 9
Treasures of The Savage Empire22.99
Treble Champions 3 , 9 9Trivia l Pursuit 1 3 . 9 9
Turbo Outrun  7 . 9 9
Tortkan I  o r 2 7 . 9 9
TV Sports Football1Not +
Compatible) 9 . 9 9
Ugh  ( N e w )  1 7 . 9 9
Ultima 6 2 1 , 5 0
Ultimate Go lf  9 . 9 9
Universal Monsters(New) 1 7 . 9 9
Utopia & Utopia New Worlds

(New)  2 1 . 5 4 )
Vikings ( N e w )   1 7 . 9 9
Warriors of Releyne (New) 2 1 . 5 0
Wing Commander .(Newl  2 4 . 9 9
Wiz
World ChampChamp Boxing Manager _7.99World Class Leederboard . . . . . .
. . . .7 . 9 9World Class Rugby .. ............. ...„..9 .99
World Cricket ....... ................... _7.99
World Rugby ...............................7.99W.W.F 2 (European Rampage) 17.99
Zoot ( N e w )  1 7 . 9 9

s  no
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THE PRIZE

C O M P E T I T I O N

W e've gone t omat o  c razy
here at The One, and it's all
the fault  of  Psygnosis and

their brilliant  puzzler called (rather
catchily w e  t h ink )  Bi l l ' s  Tomat o
Game. We just couldn't  stop playing
the damn thing! In fact, it  got so bad
that none of  the issue was get t ing
writ ten_ So,  i n  desperat ion Dav id
(who was the least affected of all of
us, mainly  because he couldn' t  get
past even the first level) called Psyg-
gy and asked them how they were
weaning their playtesters away from
its awesomely -addic t ive powers .
Their answer? Tomato ketchup - and
lots of it. Which brings us, in a some-
what  contrived manner,  to...

So how's  about  this  then,  guys n'
gals? Yes, one oh-so-lucky reader will
win,  courtesy of those top people at
Psygnosis, a whole crate of  scrum
de-lum tomato ketchup all for them
selves. Just imagine never having to
suffer the indignity of dry fish fingers
and chips ever again (well,  f or quite
a long t ime anyway).. .  Makes you
feel quite hot and excited, doesn't it?

Oh, I almost forget - there's also a
brand-spanking-new new Al200 for
the winner as well,  which I suppose
I'd better tell you about. Actually I'm

not going to bother with all that
because Doctor Dave 'Mad Dog
Butcher' Upc hurc h ( MD)  has

writ t en a fi ne article, telling you all
about the Al 200's exciting new fea-
tures and the like, some way back in
the issue so if  you haven' t  read i t
already then pop of f  and do it  now
and then I 'll see you after the head-
ing below.

WHAT YOU HAVE
TO DO...
Well, t o  t ie  in wi t h  Bill's  Tomat o
Game we've come up with a corking
quest ion wh ic h  s hould k eep y ou
occupied for at least twelve seconds
or something. All (ALL?) you have to
do is count up the number of t imes
we've ment ioned the word ' tomato'
this issue. That includes the review,
contents pages, this  compo - every-
where, bu t  i t  has t o  be t he word

THE RUL
This c ompet it ion is  not  ope
employees o f  EMAP I mage
Nygnosis, their friends or relat
The c ompet i t ion w i l l  c lose o n

cember 21st  and t he winners
ill be not ified shortly afterwards.

rfhe Editors decision is final and no
„correspondence wi l l  be  entered
, nto. No alternat ive prizes wi l l  be

f fered and,  whi le  every care is
ta ken, EMAP Images c annot  be

wield responsible for entries lost or
damaged in the post,

A CRATE OF TOMATO KETCHUP!

(And an A l200 )

' t omato'  and no variat ions on that
(like tomatoes, tomatotast ic,  tome-
toey or other such non-words  that
we've invented).  So that 's  t omat o
and nothing else, okay. TO-MA-TO.
(Yes, that  one does count).

Once you've decided on a toma-

to o f  a  fi gure,  t i l l  i n  t he coupon
below (or a photocopy if  you don' t
want  to destroy your precious issue),
think up a wit t y  answer to the t ie-
breaker and get  y our ent ry  in  by
December 21s t  Oh, and the best of
British to you.

Fill in the coupon below and send it  to: IT TOOK ME HOURS TO
COUNT ALL THOSE TOMATOES Campo, THE ONE, Priory Court, 30-32
Farringdon Lane, London EC1R 3AU.

That was easy! As everybody knows, the number of t imes the word
*tomato' appeared in this issue was'

Tie Breaker (to be completed in twelve words or less):
Look, I really need a crate of tomato ketchup because

Name

Address'

Tomato code.



PC dnd SEGA gamesalso available
P1 FASP RING FOR DETAILS

I leimdall 113.99 Quest for Glory 2 2 -; 9 ' )
Ilean a  China 121.99 Realms 110 99
llook .114.99 Red Zone /15 99
humans 11899 Risky Woods 115.99
Ishar 118.99 Rolling Ronny 111.99
Kick Off 1 109.99 Sensible Soccer 115.99
Kings quest 5 118.99 Shadow of The Beast 3 All 8.99
Knights HI the Sky

19.99

Shuttle 122.99
Jaguar X1220
Jim Power.

111 99
115.99 Special ForcesStriker

121 99
115.90

-
K
i
c
k  
O
f
f  
2

19.99 SuprernaLy /10.99
Knights of the Sky 121 99 Tennis Cup 2 11599
Leisure Skit Larry 5 122.99 Thunderhawk 112,99
Lemmings Twin Pack 118.99

-
Titus The Fox 19.99

Lineker Collection - .A13. 99 The Manager 11
7 
9
9

Links 122.99 Utopia 111.99
Links Bountiful 113,99 Utopia Data Disk 109.99
Links Firestone 113.99 Vikings 115.99
lotus 3 115.99 Vroom 115.99
Lotus Turbo challenge 2 113.99 Vroom Data Disk £13.99
Lure of the Temptress 119.99 Wizkid 115.99
Max Compilation /13.99 Zool CIS 99
megak mania 111.99 BUDGET TITLES
Megaspore.; 115 99 A.D.S
Monkey Island 115.99 A.T.F.2 107.99
Monkey Island 2 122.99 DISC 105.99
Nigel Nlansell Formula I ...118.99 F16 PILOT 107.99
Nova 9  1 2 2 . 9 9 FALCON 112.99
Pacific Islands 121.99 FALCON miSSION1 108,99
Parasol Stars /14.99 FALCON MISSION 2 108.99
Player Manager 109.99 1117Y ALL TIIREE
Police Quest 3 122.99 FALCON PACKS £25.9"
Populous 2 /.17.99 FINAL COMMAND .105.99
Pools of Darkness 120.99 JUPITER MASTERDRIVE -.105.99
Premiere 118.99 M-i SI IERMAN  1 0 5 . 9 9
Prince of Persia 110.99 MYSTICAL 107 99
Pro Tennis Tour 2 115.99 NORTH AND SOUTI I 105.99
Pushover 111.99 OPERATION COMBAT... .1,07.99
Putty 115.99 PA N/A KICK BOXING. 105.99
Quest St Glory ir .99 STREFITIGHTTR .. . . .105.99

SIIPAFLEX ....... ..., . . . ....CA/5.99

3.5 Inch 2 0  capacity
3.5
, 
I
n
c
h  
1
0
0  
c
a
p
a
c
i
t
y

150 Capacity Posso
3.5 i nch 250 Capacii)

1.50
4.75
13.49
22.99

50p
£1.01)

ACCESSORIES P+P
/Ado. External Drive . 1 . 4 7 , 9 9 £3.04)
Zydec A-  El Speakers

Alcatraz

is3,oi
Zydec Handy Scanner 19299

Archer Macleans Pool

Zydec Virus Protector /5.99 2 ip
Alfa Data Trackerball 122.99 12.00
Al fa Data Crystal Trackerho It .C32.99 /2.00
Alfa Data Megamouse 115.99 11.50
1.. 2 loci', Upgrade w/ckick 121.95 /1.00
14 Inch Monitor Stand 19.99 £1511
Mouse Pockets i 25p
Mouse Mats £1.99 2511
Mouse Covers 11.99 25p
Cleaning Kits 11.45 25p

31) (o rista lrf t ion  Kit 1.1.
7
.95

A L i d a i n s  F a m i l y 114.50
Adventurers 115.99
kir Warrior a.-.21 99
Alcatraz 1.15_99
AMOS Professional _144.99
Archer Macleans Pool 115.99
Aquatic Games i l l  c.)9
B r  Flying Fortress 121 ,.),)
Bandit king 119.99
!least 3 £15.99
Black Crypt. . . .-1

115 99
/ 0 7 . 9 9

r :art Lewis Challenge 115 99
Championship Manager. 113.99
Ciscol teat 112.99
Civilisation 121.99

k
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Computer Games Specialist

1LS
•
.
NA ATLANIIS A D
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7 A

IN IF I A  L A N E . -
16

C K L A  S I  . .• 49 K I C K  OFT 2 I  . . . . . . . . . . . . .
KJO GLOM -  2 -  ........L A M  A D

.99 LE IS CIR SUIT LAkRy 7 3  4

LI
- 
N
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L  
I

e
s
t
i
k
V
A

A I  IS L A N D S
A TOUR PLUS.
M
b
L
L  
E
I
R

,

E X  _
RE IA0) ...

RAILRgAll TYCOOr
1 -RBI 2 BASEITA

.
I.I •  s •

REALMS I  I..),13 RED aARor
, •

ZO
RISE

EE Flu$'"

52 Lancaster Avenue, Kirk Sandall.
Doncaster, South Yorkshire. DN3 I  NG

Telephone Office: 0302 880081
Mobile: 0831 233242

Opening Hours: Mon - Sun 9am to 9pm
No Personal Callers

Compilations and many more titles available.
If not listed below, ring for details!!

1 c 1 1
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S !
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E
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sIRIK R 1 7 9 9
sWITCHBLADI II 1 6 . 7 7

T r r
U S
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D X  
1
7  
4

T RmINATO 2..
'HE lk FINEST HOUR ...........................2
1 . 4
9

16
16
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1
0
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1
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9
9

NbER5 1 9 . 9 9
' U L T I M A  6 . . . . . . . . . . . . . . . . . . . . 2 9 . 4 9

• ..... -  • •

B U D G E
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AFTERBURNER__g
O
0
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•
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•

1 ,A, •  - , ,

CAI

Oti•' • ,  F I t

FALCONFAnTAST WORLD uittr
FIRST DIYISKIN MANAGE pFHB COMBAT ettllt
GHOSIBUSTERS II
GAAJNILET
HEAD OVER HEEL
,
.
JAMES PON.
JET SET A ll ,
KID GLOWS
K.0 2 RE It WIN11.0,2 w rActics
LOTUS ESPRIT..MANCHESTER lit
NEW ZEALAND Sr,
PANG
RAINBOW ISLANDRUN THE °Awn!.........
SWITCH BLADE 2
RIPER CARS..
.
.. CO3 C  
i •

SHNIOSI
SPEEDSALL SCIPEIR momAco 6.4
SWITCHBLADETURRKAN 2..
.Pi SPORTS FOO1E,41 .
WC LEALCRIKAHL;

('4APO MORE AliAlLA)
, raC9- AMIGA Oro

249
6.996.99
6996.99
6 99
6
9
9
6196 99
199

C

6
7 g

6. 6
F, 
9
9
9
9

6 C
1 ,99B99
a 99B99
6
6
' 
4
1

699
699
r.99
6.99

Please make cheques/P.O.s payable to &S A GAMES
Please write cheque card number on reverse of cheque. Post & Packing

CI per item on all (1K orders. Add £3 to EEC orders. Add l4.50 overseas.
Most orders despatched withinseven days. All items subject to availability

Name

A d
d
r e
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Postcode   T e l :
Games Model

Postage
kJ.; T o t a l  enclosed
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i :cm-quest of The L4)ngbow 118,99Cool &t ic Twins 1 1 5 . 9 9
Crazy Ca rs3  1 1 5 . 9 9
f :wise for a Corpse 1 1 5 . 9 9
I/ark Queen a  Krynn 1 2 0 . 9 9
I /eathlmoger 1 1  1 99
I hzzy's Excellent Adventures1 1 4 . 9 9
I / Generation  1 0 9 . 9 9
I hxidiebug 1 1 5 . 9 9
Dojo Dan 1 1 5 . 9 9
Dune.  1 1 8 _ 9 9
I /yna Blasters 1 1 8 . 9 9
I•lasy Amos 1 2 1  99
Epic A . 1 5 . 9 9
Espana Games '92  1 1 5 . 9 9Exterminator  . / 0 8 . 9 9
F15 Strike Eagle 2   
I l i . 9 9Fire & Ice  1 1 5 . 9 9
Flames of Frcedolu L l  4.99
Formula I Grand Pi , • ,  21.99
Gobliins
Guy Spy  •  -
. 9 9Head to Head 2 1 . 9 9

Mail order Express Distribution
3 Barclay Oval, Woodford Green, Essex 168 OPP

E l l  C a l l  us on 081-559 1704 or 081-504 8377 7 days 8.30am - lOpm 'larM4
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DI SKS
25 1 1 . 3 0 3
50 2 0 . 5 0
100 3 6 . 9 0
200 6 8 . 9 5
300 1 0 3 . 4  5
500 1 6 7 . 5 0

An  D isks co n ic W i t h  La be ls P+ P I n clu d e d
DISK BOXES

1)0U111.1:SIIWIL nOt BLL



PC s
RELIGI

NEED EC
At last the
definitive guide to
PC games written
by PC enthusiasts
for PC garners.

Written by Robin Matthews
and Paul Rigby.

Available through all
bookshops and

distributed for Sigma
Press by John Wiley

& Sons Ltd.,
Baffins Lane,

*
C
h
i
c
h
e
s
t
e
r
,

W. Sussex
P019 IUD.

This unique guide
runs to over 300
pages and has a
Foreword by
Amstrad's Alan
Sugar. In it, you will
find-
▪ Reviews of more than 2000

games divided by genre. It's
easy to reference all kinds of
games from Flight Sims to Beat
'em up, GPGs to Motoring
racing.

• Special CD-ROM Section
• Special Education Section
• Only £12.95 + t  I towards post

and packaging

1
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rPLEASE RUSH MY COPY OF THE PC GAMES BIBLE

No. of copies required

Your name

Your address

Method of payment
17 Visa A c c e s s  I  Cheque

Please debit my accessNisa account by:
Card number

Expiry date:

Copies of the PC Games Bible are t  I 2.95 each, with p+p an e
All payments should be made to Sigma Press.
Send all orders to: Sigma Press, South Oak Lane, Wilmslow, C
Telephone: 0625 531035 Fax: 0625 536800
Please allow up to 28 days delivery.

L H E  PC GAMES BIBLE is ovoiloble through your bookshop.IMME M E E  N M I  M E M
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BEAT THE BOOKIES!!!

THE
MIDNIGHT

OIL*  .  SOCCER
A
I
.  
S
U
P
R
E
M
O

AN INTERNATIONAL MANAGEMENT GAME

ngement game winp-back,Itt the traditional numh,T•
.
tu n t ;  l l g l i  
s m c e r  
n i a a

, weepers, formations. sty lett. itsrlii.:s are, at hest, cosmel ic. al 'AO! %1 , mean-
r Supreogless. e  unique match simulation at the heart of Soccerin T h

restores all these and more. allowing genuine control mer team perfor-
mance. In addition to the visual feedback on your team. this match allows
slava Mons. tactical positional ClialligC
, a n d  w o r k  
r a t e  
i n s t r u c t i o n s t
o  
i n d i  
c h i

mil players which then influence the flow of the Illatt:11. The increa,seti real-
ism anti control transiorms Lite supnnite. but childish, garneplay ol the tt.i •
clitional game into a compulsil,e sintulation-

Tel  Sales:
0 4 3 8  7 2 1 9 3 6

FO R
' ' '  •  ' N E X T  DAY E L

yd—Ithel England !manager has kaott the triad way that 4:unwilling an inter-
national saitad is a vet') different ballganie to club management 3 D ,  2 2  M i t N  M A T C H  D I S P L A Y
Every match is a cup-tie and eery team -selection and 11,411i i ,  picked apart

•
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1

by a Iota...ion, press. The pressure to succeed is incredible.
homer Supremo pats you in charge tit a European national squad preparing O V ' L L / A T I 1 M I D / D E F  P O S S E S S I O N  O F  S T AT S .
ha the European Nations Cup qualitieN. You have tin initial four year contract I N D  P L A Y E R  A C T I V I T Y  S T AT S .
that may be exteinknil to , i , or eight years. or reduced to two, .  the remits cisc,_ P L A Y E R  FATIGUE /FITNESS STATS. STATE-OF-THE-
tart.  Y o u ' l l  I x  0 , 1 1
,
1 . 7 Ckal  I L I  
q u a l i t y  
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Cu lt! PLAYER-WI TH-THE-BALL INFORMATION
cmitontisatiec "tic game will allow you to take the Ea lOpelin nation of leour
chi iice and you will he allocated an initial squad of It, players. You Lan intro- I N  M A T C H  T A C T I C A L  M O V E S

DEL Y
IVER r i

POSTAL SALES
The Midnight Oil

Dept THO
I .  Hazelmere Road.
Stevenage SG2 8RX

211 days delivery
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levels' You cam define yourself. Theie playeis are int naluceil gradually a ,  you S U B S T I T U T I O N S
discoLei the weaknesses in onn squad and also to create the balance i if skill,  P O S I T I O N A L  C H A N G E S
ihai match your styk of play. The original I  ti players can be defined in the
slimwa y using the FDIT pmgra Ill r free with the genie I if )sai Wash as well as O V E R A L L  W O R K R A T E
the  tro u ts !h at wi l l  m a i ,  up  the  uppe tu lu in  I N D .  P L A Y E R  W O R K  R A T E
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H E A D  C O A C H  . .  ,,,, a computer". I t I .. the complete American Football game, amulti SCISIIII epic with the stirs best strategic elements of the real
thing. You will cull the pla i s, devise the gamcplans and &se tup

'l i t e  team.
1st' the first season 12 pre-season g a m ,  I t  regular season

. 3 _  l o w  s, and the play -oast to d s o u r  iscover :hr 45 mart squad id  p  pim
..lial

v  e r s .  Then exploit the college drat to imprint the team and
,spand your game play to Neat the lour be st  the NFL can throw

"Prom tii, point of s kw . the game has kept Ilkr sitting up al nights C l  you.
Ihrfmgh holidays and weekends tor up to 12 hours at a stretch, with S t i  Screens of sluts sire as ailaNe ltdie lp you to Judge 3 our pia?, ers

miniscule breaks For food Lind other necessitks i
t  j
a  a  R a m
,  i  h
u n t  n o  
a n d  
t e a m  
i w r f o r m a a r
e s .

hesistathin in recommending to anyone with even the slightest Interest In M a t  rrs mill age MO rtaillts will lade la player will last about 6
A merkan FoothairtATARI USER I s e a s o n s ) .  but you will stay and rebuild__

P ie t l iS t : S U  p p i:l i
HC D I V !  S S

AMI GA Li  J  I J
LI9.95 £19.95 LI 9, 95

Compatible with ALL Antigas including
the ANIOPles and A600

SS and DIV I require colour
itionitoraV.

COMPUTER-A-RACE+

E l  4 _ 9 9

LeCUbVe eiibcc ickides Ix Maier

Cisk, lx Ccpy. Impoved Manual,
Walk Labels and updale ()kg.

'Amazed at the piedielions,,,Never had so many
winners..." CR+ User Mr B (Worthing:.
'Brilliant_Helped me to beat the bookies!" CR.
User Mi W (Hens)
"Unbeatable value and unrivaled accuracy."
Features include: Flat  and National Hunt imputs. Race
review, Bet Selector, Help and information screens.
Flat '92 Version Now Available!
latest flat tips incllude. NASHVILLE BLUES (won at
14./1). LOCHSONG (won at 411 & 1011), and many
more. (As advertised in The Sporting Life).
'Standard Version also available for E9,99 (Disk
Manual)

BETTING FOR PROFIT IS BETTING FOR FUN'
Order Now!

Cheques('PO payable to HANDIson
- (Mad Order ONLY)

Handisoll, 37 Hearsall Lane, Spon End.
Coventry CV5 6HF
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SOFT1
WE BUY AND SELL ALL

TYPES OF SECONDHAND GAMES
HUNDREDS OF TITLES IN STOCK FROM OLD TO NEW Ea. .

RISKY WOODS,
Phone Between
Opm -
1 0  
p o
i  
W
e e
k d
a y
s

Z s  0732  872261

MONKEY ISLAND 2, ETC
Write to: SOETSWAP

O. BOX 124
6 7  WEST MAILING

KENT ME 19 5RN

1:16 321RIANT t
a
n  
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o
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104C C8•99 from I t  JonITHAT'S THE BEST 15 P.D. GAMES FOR THE PRICE Of 7!
We have tested and selected the FASTEST, LOUDEST. HARDEST, FUNNIEST F.D. games( inclockni)

Megoisall,OB ic, Microbes, Missile Commend, Irwoders, Tom, Defend°. Drip' and aiher) o n e  wicked
octior packed bundle

The Best of PD. games
ORDER NOW

Only ordev$122aihelare Tees. Isi December 1992 oree1iibIpIorthe special prke of C6.99. From 10
Dec. the pace is CB 99. rlt. orders received by scgurdcy 5th December will be delpetched le reoM you ( UK

EIRE Only I in time (or Christmas
COMPLETE SATISFACTION GUARANTEED

All disks are VIRUS FREE All games ore A500/500•/600 compatible, Some require l Mb
HOW TO ORDER

Simply wild a chaque or posted order for Co 99 ( or £8.99 I payable to 'BITBLASTERS" in the address
below p&p included. Orders of more than one copy please include 50p PO for each extra copy
BITBLASTERS, 9 GLENVALE CRESCENT NEWRY, CO DOWN, N. IRELAND, BT 35 BBX



Number One in the

charts and no sign of
stopping.— If ever a
game was crying out
to be tipped, it's this
one. So here are

some, courtesy of
Gremlin.
• On the first level, use the spinning
power jump on the small Chupa Chup
logos - this will give you loads of
goodies.

• Try hotting the bottom of the brown
walls, as they sometimes lead to hid-
den rooms.

• If you have one, use an autofire joy-
stick on the end-of-level baddies. But
DON'T use it for general play, as you
should try to use the spin as much as
possible whole jumping_ Oh, and it's
no use !lidding on the bottom-right
corner when the Level One baddy
comes on • you have to shoot him
from the front.

• On Level Two, use the slide-kick to
kill the drums, as they're too tough to
be affected by bullets,

• There is a secret shoot-'em-up level
hidden on Stage 2.1_ Keep jumping
into walls which look like dead ends
until you are transported into the
secret world_

Welcome to the first of the slightly-new-look Kill
It's been absorbed into the main magazine so it's
longer a pull-out, sadly. But there's no reason to
depressed, 'cos this month there are some starte
for Zool, the beginning of a guide to Putty, copio
Wizkid hints and the conclusion of the definitive
of the Beholder 2 solution, plus the usual pletho
Snip Tips and Dr David's Games Surgery. Isn't it g
to know that, even though some things may cha
the Kill Zone still kicks the butt of every other ti
section around?

• All through the second level you'll
find music keyboards. Find the music
sheets on which some notes appear,
then try playing these notes on one
of the keyboards. This is the only way
to exit from Stage 2.2.

• Alternatively, try playing this tune
on the first keyboard you find - GREY,
WHITE, BLACK, BROWN, GREEN. You
should recognise the tune when you
play it_

• Try your spinning jump on the
amplifier speakers, for loads of good-
ies.

• On Level 1.3 keep walking right
from the start point until you come to
a wall_ Punch this to open the gate to
the secret Gamesmaster bonus room.
WTI  You can only access this once
the time has ticked down to below
50

k _
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T I P S

Squelch, squelch, squelch! Look out - Putty's coming through! If  you're having trouble
with the little blob from Putty Moon, then you'll love these guides from System 3, show-
ing you the locations of all the various bonuses and hints on how to tackle the bad guys!

PUTTY MOON
LEVEL

(1) BOUNCING TOADSTOOL
You can take out the Toadstools in a variety of
ways, including straightforward squashing or
absorbing. However, the best thing to do is give
them a hefty thwack with Putty's fist - this pro-
duces a points-heavy bat)!

(2) TERMINATOR CARROT
Nasty! This vicious vegetable is one of the deadli-
est enemies you'll encounter on Putty Moon. Duck
his bullets by melting - eventually the recoil from
his gun will push him off the platform!

(3) SPIDER
Spiders are very poisonous so avoid them at
all costs.

LEVEL 2

(4) SEPTIC SNAIL
Punch it, absorb it or squash it - whatever you do
get rid of it! If you don't, it'll slime all over you!

(5) CUSTARD MAN
Although a rather ugly-looking beggar, a quick
sock in the jaw will soon reveal his true form - a
puny little Spleenoidl These feeble little critters
should be squashed before it reverts to its normal
form,

(6) BARREL
Not loaded with beer and nice stuff, sadly. Oh no,
these kegs are packed full of high-power explosives
which go kaboom on contact. Best advice? Steer
well clear.

LEVEL 3

(7) GREEN KAMIKAZE CHICKLETS
These birdies flutter about wildly and will explode
if they knock into you. They can be absorbed, but
it's not easy to do.

(8) BIGGLES THE WASP
Although not a big danger in itself (it's actually a
bit of a sweety), the wasp will rain bombs down in
your vicinity and these, as with the real thing,
should be avoided.

(9) SPACE KID
The Kid flies around, in an attempt to find a place
to land next to Putty so that he can slash him with
his sword. A well-timed punch will soon see him
flying back into the sky.

lo mai NINO O S

tr. (5
SCORE GEMS

Award big, big
bonuses
Comes in
1000, 5000
and 10,000
point flavours

FOOD
Replenishes
Putty's pliabili
ty

DUSTBIN

1 Allows Putty
to carry up to
four robots at
a time. Very
handy.

FALSE TE E TH
Gives Putty the
power to
destroy certain
special nasties

MI NI  E LE V ATO R
A second exit,
so you don't
have to cart
the robots to
the bottom of
the screen.



P U T T Y
111 dMIN

DINEEZIL P OWE R
• M a k e s  P u t t y

inv u lnerab le
for a short peri-
od of time.

RUBBLE G UM
Allows Putty to
inflate a n d
explode f o u r
times wi t hout
losing any plia-
bility.

UNCLE TE D I N S T A N T  UP / DO WN
Freezes t h e  W h i s k s  Putty to
mashes f o r  a the t o p / b o t -
short period of t o m  o f  t h e
time s c r e e n  i n  a

flash

E X TRA TI ME
Li, gives Putty
extra time.O

1 1
7
0
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Z
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L
A
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LEVEL 1

(1) BAKED BEANS
Nasty little devils, these, which explode on contact
with you. Squash them.

(2) SCOUSE SAUSAGE
This pugilistic Frankfurter fatty is highly danger-
ous and there's no easy way to kill him. Find the
False Teeth power-up, however, and he should be
no problem.

(3) GUN-POWDER MONKEY
Avoid his flying balls (wa-hey!) and take him Out
with a sharp punch.

(4) BACCY-CHEWING GOBLIN
Pump up Putty next to the Goblin's window. When

LEVEL 2

Putty explodes he'll blow the green nasty indoors
once and for all.

(5) BIG YELLOW GOBLIN
What a faker! This Goblin may look big n' tough
but he's just full of hot air - one punch will knock
the wind Out of him. Then, when he's feeling all
deflated, jump on him to squash him.

(6) FLYING HAG
Avoid this nasty old witch's missiles as best you
can.

(7) SPINNING FRIED EGG
This is the Putty world's equivalent of a landmine
so step to it, not on it.

LEVEL 3

(8) SMALL RED GOBLINS
Squash 'em or punch 'em, either will liquidate 'em.

(9) SNOT GOBLINS
Avoid his bogies at all costs. Although you may
want to exact your revenge after being hit by his
nose-pickings, you can't kill him unless you've
found the False Teeth power-up.

(10) DAZZLEDAZE
Aaaaaiiiieee! Run away! Run away!

(11) 16-TON WEIGHT -
Take care when you're walking underneath this,
as it can fall at any time.



•  Use the coin on the machine in
the Gents toilets to access the
secret cave network. (Don't over-
look the invisible door).

•  Buy ALL the objects you can
afford you never know what you
might need,

•  Try buying stars -  you can
make a quick profit, as they give
you extra money,

•  You can't finish the Graveyard
level properly unless you die. You
must kill yourself by using the
tiles on the hidden screens.

•  Using the Ladies toilets will
clear the blockage in the volcano
for your future exploration. (It

could lead t o  a  whole new
dimension).

•  On the Pirate Ship level, the
shields on the boat are split into
two sections. The three nearer
the ships head control the face
on the end of the figurehead,
and the three to the rear of the
ship activate the head function in
other ways. Remember to wear
sunglasses if you want to see the
light.

•  Don't shoot anything but the
mother eyeball on the Wizball
level for a bumper harvest of
Wizeroia ships at the end of the
game.

•  If, on Mount Wizimanjaro, you

$ 1 0 0  C A R R O T  O t t

SSO /  I I EWSPA PER5.2sur,
5 i s o  T  OKEtt
$ 1 0 0  *  S T A R
EX I] 1 H E A D
EXIT B O D Y

ST I CK

NOM.



Sensible Software's wacky arcade opus is just ripe for  some
tips, w e  reckon. So w e  kept pestering the game's main man Jon
Hare on the phone until he did some for us. And here they area
but be warned that  they're as
twisted as the game!

have two or four lives left then
you can walk through the lava
flow unharmed. There you will
find an extra Wizeroids ship and
an extra surprise...

•  Try finishing all nine Scrabble
screens for a mega bonus.

•  When you are flying over the
tree screen, pluck the cross from
the top of the church spire and
land again, without going to
Level Six

•  In the Sensible Softpawn shop,
try to swap the objects displayed
by giving lain the Clown what he
asks for in the speech bubble.
Use the lucky dip to find some of
the objects he wants. You must
leave this screen with the match,
shovel, cross and all the dia-
monds. And you shouldn't leave
until lain is off his rocker.
•  Try getting behind the eyeballs
on the Wizball level - it's a good
way to avoid being hit

•  You must have at least EIGHT
kittens to beat Zark in the boat

race back to his castle.

•  With four diamonds and a can
opener on the jailhouse screen,
you ca n  un lock yo u r wa y  t o
untold wealth._

•  Before you use the cannon in
the circus, try to make a hole in
the podium. (You never know
what strange things might live
under podiums...) The hungry
mouse might help you with this,
but you'll have to kill him first.

•  When you are inside Dog Girl's
mouth, be sure to jump up and
down on the bunkbed, just in
case a yellow diamond appears
on the carpet.

•  Don't always pock up the kit-
tens when you are just a head -
make sure you have thoroughly
explored the level first.

•  Pick up all the money from
completing a tune for a Super
Wiz Bonus.

•  Aiming tiles upwards and diag-

onally is the best way to kill
aliens if the tiles and aliens are
both plentiful.

•  On certain levels, when you
wish to pick up the kitten in head
mode, collecting bubbles and
tunes will only prolong your
agony as you will have to com-
plete that screen again. If a level
is fully explored and you want to
get your kitten through tile-bash-
ing, then make sure you leave all
colour bubbles well alone

. a  t _ M U _e•



This is a pretty desolate level and not too large
either. Keep an eye Out for an illusionary wall on the
large room. There's also a mirrored shield to be
found.

(A) Dispel Magic spells are needed to remove the
illusionary walls and should be cast on these stat-
ues.
(B) The wizard here will give one character enough
experience to rise by one level. I waited until my
mage had just gained a level and then went back.
(C) The Soul gem is here.
(D) The Body gem is here.
(E) The Heart gem is here.
(F) The carving in the wall requires three gems to
activate the nearby door.
(G) This Bulette drops a key when slain.
(H) The moving wall can be got past by stepping
onto a pad nearest the wall and throwing two
objects onto the pad at the opposite side of the
room. The party should now able to get through
as the wall will have moved to 'block' the fallen
items.
(I) The Eye of Talon is needed and can be found by
completing the challenge at location Q.
()) This lock requires a Crystal key.
(K) To collect the Amulet of Life you must pull down
the left-hand and middle switches and then press
the button.
(L) To seal the pit, you must place an object on the
pressure pad. This is done by throwing a weapon at
the moving Basilisk when it is on the pad. If you hit
it, it should drop.
(M) From here onwards there are numerous pres-
sure pads around that activate fireball launchers.
Needless to say that it is a good idea to save your
position often and try to remember which pads acti-
vate which fireballs
(N) A Shell key lies here

(0) The Crimson key here opens the locked door on
Level 2 of the Temple.
(P) A mirrored shield is here.
(0) The mouth here issues a challenge to the party
where no spellbooks or holy symbols can be taken.
Note: If you open a mage or cleric menu and then
drop the object the menu still stays up, allowing
you to use the spells

oveable wall

Stairs Up

Stairs Down

1 1 1
Transparent

wall

(R) The Wall of Souls does 48 points of damage to
each party member before you can pass, so have
some healing potions ready.
(5) The Eye of Talon is the party's reward for defeat-
ing the Daemon
(T).A mirrored shield lids here.

Pr
- AZURE TOWER LEVEL 1

AZURE TOWER LEVEL 2

BASILISKS
While not serious- 1
ly damaging in
their physical
attacks, these possess a petrifying
gaze that turns your characters to
stone. Mirrored shields provide
extra protection against attacks.
The magic dust you'll find earlier

in the game is 'Stone to Flesh'
powder and has obvious uses.

BULETTES
While they may not look like
much of a threat, these are a seri-
ous danger. Their bites can do in
excess of 60 points of damage,
meaning instant death for many
characters!
Make sure
your SAVEd
game is
handy.

v
:
3
1
7
7
"
.
"

immune to Cold

GREATER
DAEMONS

' These guys
are pretty
tough,  and

—  seem
attacks and

Lightning Bolts. They also seem
very hard to hit, so spoils that
improve your physi a c k s
are needed.

AERIAL
SERVANTS
As is the norm
with higher-level

nasties, they do serious damage
with their attacks and are fairly
difficult to hit

MEDUSAE
Although not that
tough they too
possess a petrify-

gaze that can

:11%11403b.SWIF ( C l o r n  w i n c '  t i r t s i e )



Take heart noble adventurers, n a n d  lArchmager Howhbdar has rebwmod with

the information needed to defeat the foul heathen SOJM Dran Draggore. Read

closely and keep your weapons at the ready if you wish to prevail.

(A) Through this teleporter lies a Shell
key.
(B) Guardian Daemons are here and
one drops a Crystal key once slain
(C) Here lies a mirrored shield.
(D) There is no way to get past the sigil
without taking damage, and prepare
for Daemons once past.
(E) The objects can be reached by
either dodging the fireballs or striking
them wit h another object  such as
magic missile, these however must be
carefully timed. However, don't  take
all the objects or you'll feel the heat_
(F) Note the secret button.
(G) The pressure pad here launches
fireballs down the corridor so make
sure you move into the alcove. The
fireballs als o harm t he  at tack ing
Daemons, so it  can be quite useful_
(H) Here lies the Starfire Sceptre which
creates a magical shield and is used as
a key.
(I) Here lies a mirrored shield.
(1) Here lies a mirrored shield and
Mona's Cloak of Protection.
(K) The party should receive a message
from Khelban, but beware! Not  all is
as it seems..
(L) The pressure pads here can be
depressed in six combinations. There
are six pads behind the barriers and
there are t wo teleporters. Can you
guess what you have to do? Basically
with each combinat ion y ou mus t
throw an object through the active

teleporter (only one appears at any
time), this then lands on one of the
pads behind the barriers. Repeat this
for all the combinations and with the

sixth the exit should open.
(M) Mos pots are extremely tedious due
to the fact that of you fall through, the
game has access the disk for the lev-

els below. So best to save it at fairly
regular intervals.
(N) Here lies a Ring of Feather Fall and
a Crystal key.

•
•

AZURE TOWER LEVEL 3
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turn party members to stone.
Their attacks can also poison the
party.

DARKMOON
MAGI
These wizards
are quite power-
ful and can seri-
ously injure the
party with Lightning Bolt; and
Fireballs. Fight them in a large
area where you can dodge their
spells and then attack them.

I L
H
O
U
N
D
S

Not a serious problem,
although they do have
a fl ame-breath attack
which can prove t roublesome for
an unprepared party.

SALAMANDERS
These hot-blooded
attackers are quite fast
and they can be a dan-
ger when they attack in
large numbers.

YERS

bad.
nas-

t e s s  psychic
mi l a s t s .  There is no defence
against these and they can paral-
yse multiple characters. Hopefully
you should have two clerics with
Remove Paralysis spells standing
by. I'm not sure but if you rest
they seem to regenerate, so i ts
best to try and kill as many as

ble in one go, and then
re their lair
.

DRAN DRAGGORE
This is.the head honcho, big cheese,
numero uno and boy  is  he bad!
Packed wi t h  every spell available
along wi t h  some serious Burning
hands he is deadly in both ranged and
melee combat I f  you want to see this
guy you have to get here for yourself.
My advice is to get in there and kick
ass whi le continually moving t o
dodge his attacks.



(A) The party should have six mirrored shields by
now a nd they are needed t o  pass i nto the
Labyrinth of the Medusae.
(B) A Tooth key lies here.
(C) A stone dagger lies here.
(D) To exit the room the Meclusae must be trapped
on t h e  pa ds  t o  o p e n  t h e  door .  H o l d
Monster/Person spells are essential, as they can
open doors..
(E) The Hilt of Talon is here.
(F) Note the secret button A Tooth key is needed
at the end of the corridor.
(G) Search everything, who knows what you'll find.
The only way out is down the pit.

Basically this level consists of pitfalls
and Frost Giants (Save posi-
tion often). The pitfalls are very
annoying but basically you must
learn t he  pattern and move
while they are closed.
(A) Here is the Frost king. He
possesses the Tongue of Talon.
(B) Here is a portal that leads to
the catacombs. This is the way
out of the level.

FROST GIANT PRISON LEVEL



BEHOLD
r

(A) Watch out for Mind Flayers, they nuke your
mind quickei than you can say "Jack Daniels".
(B) The crystal ball will reveal many things, unfor-
tunately it can't be taken with you.
(C) The niches require spells of Dispel Magic to
produce items.
(D) Here lies a former servant of Dran, and he is
not looking too healthy.

•

To access this level you must  return to the
Temple Level 2 and use the Crimson key you
should now have in your possession.
(A) There are t wo teleporters near here and
they are deactivated by this switch.
(B) There are t wo teleporters near here and
they are deactivated by this switch.
(C)The niche here converts any item into a
Sphere of  Fire. A  few of  these are needed
later. The mage around here drops a Crimson
ring when slain.
(D) The banner here Is worth searching.
(E) Do not put the sticky paper in your hands
or you wi l l  lose the use of that hand. This is
used at location F.
(F) The party will never be able to catch up
with the moving rings. The sticky paper found
earlier can be used to hold the rings down.
(G) A coin is here.
(H) Within the illusionary lies a fair amount of
booty, including +3 Plate Mail, +2  Robe and
a coin.
(I) The walls in this place continually move and
shift in an apparently random fashion, and is
difficult to map Basically keep trying to reach
each corner unt il all four have been visited
(J) A Frost Giant is here.
(K) Here you meet up with an old friend
(0 Here is another Frost Giant.
IM) Watch out for the teleporter here.
(N) The red disks can be used to remove the
Walls of Force To do this they must be aligned
in the same direction. Alternatively just use a
Disintegrate spell.
(0) Spheres of Fire must be placed in the nich-
es. This then allows the party to reach the next
level.



T I P S

Our Snip Tips just keep on getting bigger and
better. Who needs a load of  cut-out cheats and

a crap mag whe n you can have quality  with a

capital V '  and I I IA LITY
1
? N o t  m e ,  
t h a t ' s  
f o r

sure and I suspect you feel the  same wa y  too so

let's, as they say, 'press on' .

BART SIMPSON
VS THE SPACE
MUTANTS
Kixx
Let's begin with a couple of cheats
for the budget re-release of  this
Simpson offering. To skip levels type
EAT MY SHORTS and to obtain infi-
nite lives type the Bart-inspired COW-
ABLINGA. And don't  forget those
spaces
,

HOI
Nollyware
Hooray f or  Hoi  (Staples, Hostel .
Pallets, etc, etc, etc - regular readers
will know what I 'm on about) and
hooray for these cheats courtesy of
Caroline Spain from Parkstone.

To play the later levels you should
do the following: On the levels-access
screen, place the LAIL mouse pointer
in the far bottom right of the green
quarter screen (two pixels on the
pointer should be hanging over the
edge to the right). Click the left mouse

button and move the pointer to the
extreme top left of the screen (as far
as you can go) click the mouse button
once again and you'll be able to select
any of the first four levels.

TRODDLERS
Storm
Having problems with Storm's excel-
lent puzzler? Then worry no longer
as we've got some level codes espe-
cially for you (there'll be more next
month). Eyes down, look in...
I S U I L o r r
2 N O S W E A T
3 P Y R A M I D
4 C L E A R O U T
5 S P H I N X
6 Q U A R T E T
7 C E N T E R I N
8 REDGEP4S
9 CRO S S E D
10 S KI P ARO UND
I I  P ACKE DUP
11 P I LLARS

B Z Z I Z Z
14 FI VEROWS
IS TI G HTI ME
16 E AS TTO NE
17 TWOTRI SES
18 D O N T M I X
19 HE LP ME ouT
10 ME ANO NE S
I I  NOPROBLEMS
12 TREASURES
13 STOREROOM

Alb

24 U P A N D D O W N
25 T E C H N O
26 O NE O NE O NE
27 S I XROOMS
28 TNE TO WE R
29 G O FO RHE ART
30 NE WTHI NG

PARASOL
STARS
Ocean
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If you're still struggling with Bub and
Bob's third arcade outing then help
is at hand from Stan Evans who lives
in Moordown. He suggests that after
typing CYNIX during the game you
should try one or more of the fol-
lowing:
•  E x t r a  Credits.
•  D i e  (1).
X  S k i p  to the next level.
•  B o n u s  Screen.
•  G e t  all thr ee stars.
•  G o  to the final stage.
•  K i l l  all nasties.
1-7 S k i p  to that stage.
•  I C I  Ski p to that level.

Play Byte
A few level codes to get you started
on this prehistorik arcade game More
next month
I FRE I S CHTI E L

2
3
4
5
6
7
a

9
10
I I
12
13
14
15
16
17
18
19
10
11
22
23
24
15

SELBSTLAEUFER
HENNABREGGL
PFANNEHEISS
SOICHGOMBASEPP
PFUNDHACKFLEI SCH
DOGODDERDEIG
SPAMSPAMBEAN
SNSPAM
SEMPRINI
PROFINGUMBY
CONFESS
MME RME I E R
DIESCHNICKIANGST
INTERSTINGPEOPLE
1NSURANCESKETCH
ITSHEARTS
ARTHURTWOSHEDS
HAROLDTHESHEEP
PICASSOONBICYCLE
SPANISHINQUISITION
LUIGIVEERCOTTI
JIMMYBUSSARD
KENCLEANAIRSYSTEM
JOHANNEAMBOOLPur r v
TRAINSPOTTING



SWITCHBLADE 2
GBH
If you're perplexed by this budget
release then perplex no more because
there's a cheat which will allow access
to the higher levels. Now,  i f you'll
gather round wel l  let you know.
Right, what you have to do is type
LEVELn (where n is the number of the
level you want to play) on the title
screen, Easy, n'est pas?

ESPANA A92
Ocean
The following tip should enable you
to train your athlete so well you'll be
going for  gold better  than Henry
Kelly, Put your athlete in training for
three hours and then move the date
back to the 18th. Change the train-
ing time back to one hour and your
athlete will be 95 per cent fit before
you can say "Please could you repeat
that question in my own language to
stop giving the British players an
unfair advantage".

Millennium
Here's a cheat for  this classic plat-
form game which will be of help to
older garners as well as the garners
who have recently discovered it on
compilation. Type LITRE MERMAID
during play and press the following
keys for various cheaty effects:-
•  G i v e  Robocod some wings.
P G i v e  Roboc od t he  pl ane.

Give Robocod the bath.
C G i v e  Robocod the car.
X  G o  straight to the exit.

(Note: Not all keys will work on every
level, sorry.)

RISKY WOODS
Electronic Arts
This fantastic hack-'n-slash may be
presenting you with a few problems
so how about a few cheats, then?
Press the following keys for  some
groovy features:-
PI I nc r e a s e s  your  Lifeforce.
F2 i nc r eases  your  Cash.
F3 S k i p  onto the next stage.

STEG THE SLUG
Coeseeaders
Phew, I bet you've had enough of all
this level code laugh, haven't you?
Well only one more set to go so let's
get on with it...
2 RDNI AI CCFI G LI
3 E DO I S TI O CK0
4 HDP FLI V I . CCM
S O D Q H F U V L C C M
6 M E R H E T P I A G
7 L E C G I D T R H K
•  N E D G F L D V A L
9 O E FV FI AG HLV
10 PEGITHIG11.13

I D
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Dear Doc Upchurch,
I write to you in desperation. This
very embar assi ng r a s h  h a s
appeared in the most unusual place
and it seems to have been brought
on by not being able to get past
the Dragon on the  1st level of
Cadaver (ha ha I hear you cry).

Please, please, please let me
know how to kill it as I have been
unable to show myself in public for
three months now.

Yours cross-fingeredly,
Tim Nash, Chatham

Hmm, people like you slightly worry
me. First you've developed the say-
ing-please-thrice disease which most
people seem to contract when writ -
ing t o magazines (it  really doesn't
matter how polite you are) and also
you state that you are mine 'cross-
fingereclly'. How did you manage to
write the letter, then?

Anyway the solution to your prob-
lem is fairly straightforward and you
should be right as rain in a few hours.
When in the Sitt ing Room go and
search the slot. A token should fall
out. You should then drop the Slime
Creature (which you found in the Bar)
who will go and collect it  for you.
When he returns, pick him up and
search and the Token wil l fall out.
Pick up the token and insert it  into
the slot. Drop the Slime Creature who
will then go and fi ght  the monster
for you. Both creatures will die and
stop any fireballs that are produced.

Dear Dec.
I am having a nervous breakdown
on Midnight Resistance and I can't
get any  fur ther  past a  certain
point. Have you got any cheats?

Chris Reed, Cornwall.

Precise and to the point, just the way
I like it. Yes, is the answer. What you

need to do is type ITSEASYWHENY-
OUKNOWHOW on the title screen.

G A M E S  S U R G E R Y
Doctor David Upchurch's patients are increasing by the bucketioad. It
may be something to do with the Government closing all the hospitals
or something but he's not complaining. Oh no, Dr Dave relishes in stress
and feels at his peek when rushed off his feet. Of course, this has noth-
ing to do with the performance-related pay he receives - it's amazing
how much pop a couple of extra ill people will pay for. Will the first
punter, er patient, please step forward...
You should now have infinite lives
and credits and will be able to use
the following keys:-
Ft Normal Rifle
F2 Full Auto
F3 Three Way
F4 Shotgun

Dear Doctor.
I have had Operation Thunderbolt
for well over a year now and I can't
even reach t he high-score table!
Pathetic, isn't  it? Please could you
give me some tips on the game as
all the other  tips involve getting
onto the high-score table.

Yours pathetically,
Lee Sligs. Morpeth,

Ah, I see, the old Thunderbolt condi-
tion? I  thought  that  most children
we're vaccinated agains t  t his  a t
school but  you must  have escaped
the net (or sneaked off  because you
were scared). Still, helps  what  I 'm
here for so let's deal with it,

Hit the following keys in sequence
to have the laser sight throughout
the game FEI, F7, F6, FS, F4, F3, F8
and then either Fl three times for the
one-player game or F2 three times
for the two-player game. This aid
should enable you to progress to the
high-score table where you should
enter WIGAN NI NA for all sorts of
benefits. Oh, and by the way, yes it
is pathetic. •

Dear Doctor Upchurch,
I recently purchased a second-hand
Amiga 500 and wi th it came The
Great Giana Sisters. Unfortunately
rm having a little bother with it and
could do with a stiff dose of cheat-
ing. Please help roe.

Peter Ealy. Penge.

Well, Peter, Unfortunately I'm afraid
that you've only got  yourself t o
blame for this little problem. You see,
The Great Giana Sisters was a game
which was never released due to its
remarkable similarity to a well-known
plumber-type game and as such the
version you have is a nasty little com-

plaint called a 'pirate copy'. The eas-
iest way to cure this problem is by
taking a 5m1 dose of  a medicine
called 'formatting-the-disk'.

Dear Doctor Uppers.
Please help me with The Secret of
Monkey Island. I know that I have
to rescue the prisoner from the jail
but I've hunted high and low for
the key but I cannot find i t any-
where' I f you help me I'll be your
bestest friend and promise to feed
you whiskey whenever you desire.

Phillip Stone, Charminster.

Well, Phil, I 'll help you because I'm a
bloody great bloke and not because
of the whiskey offer at all (I'll see you
in t he City  Pride, central London
whenever's convenient). I 'm afraid
you're o n  completely  t he wrong
track. You do not need a key at all -
you have to dissolve the lock with the
highly corrosive Grog. Collect a load
of empty  mugs f rom the bar and
pour some Grog int o one of  the
mugs and make your way  swif t ly
towards the jail. As the Grog begins
to melt each mug, pour it into anoth-
er mug to stop it from draining away.
When you reach the prisioner, USE
the Grog on the lock and you should
find t hat  you can open t he door
without  any problems.

Dear Doc Upchurch,
I recently picked up the excellent
Unreal from a bargain bucket in my
local computer store. I'm having a
bit of bother with it, though,  and
would be grateful if you could pub-
lish a cheat or something. Please
help me otherwise I'll go insane,
my old frog chips mug telly chops
(oh dear, it's already started).

David Toms, Christchurch.

Ahhhh, quick otherwise it may be too
late to save you and you'll end up a
gibbering idiot forever. Take it nice
and easy and type ZymolEG exactly
as it is written and you should find
the cheat mode is activated. Let me
know how you get on.

Dear Great Dr Upchurch,
I a s  wondering whether you have
any cheats for Captain Planet and
Xenon 2. I have been playing both
these games for a long long time
now as t hey  were my  fi rs t  t wo
games. Please could you help me as
they are both really annoying me.

Flaz Farooq. Halifax,

Dear Great  Hoz ,  y ou  may  hav e
noticed that I cured somebody with
the Xenon 2  cheat last issue and
you'll be pleased to know that he's
doing rather well. I'm hoping he'll be
weaned of f  medication shortly and
that he'll he able to return home to
his wi f e and k ids somet ime next
month. You know, it's always rather
satisfying watching patients recover
from.., oh, sorry I drifted off slightly
there (hid).  Erm, where were we?
The cheat for Captain (hid) Planet is
really rather crafty. Load the game as
normal and on the Level Selection
Screen stick a copy of Captive in the
disk drive. Press FIRE and when the
(hid) screen says 'disk error', re-insert
the Captain Planet disk and proceed
with t he cheat active. Swing low,
sweet chariot, come for to carry me...
No, nurse, I have not been drinking.
How dare you accuse me of  (hid)
such a th(vom!)...

Sorry ever ybody,  the
Doctor 's had to rush home
to deal  wi th a fami ly
pr obl em or  somethi ng and
so the surgery is now
closed. I f you have an ail-
ment  whi ch you thi nk the
Doc can deal  wi th when
he's sober  enough please
describe the symptoms
and send them to; Dr
David Upchur ch MD,
Games Surgery,  THE ONO,
Priory Cour t,  30-12
Par r ingdon Lane,  London,
111C111 3AU.  Please don't
r ing the Doctor  up as a
par agr aph of  i ncoher ent
dru•skon abuse is enough
to put  anyone of f  of the
medical  profession.
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WARNING! You
are about to
enter the PD
Zone. Protective
clothing must
be worn at  all
times. Failure to
do so could
result in injury
from fl ying
cheap software.
Stay close to
your guide
David Upchurch.

Q-BIC
Fortiss PD, Assassins 34.

H ands up those of you who
remember Q-bert? Ah, just as
I suspected, not many. Many

years ago, long before the likes of
Mario and Sonic were even a twin-
kle in a Japanese programmer's eye.
Q-bert was bouncing about plat-
forms. His job was to paint all the
platforms on-screen a pretty colour
while avoiding lethal cascading blobs
and - worst of all - the deadly atten-
tions of a slithering snake.

If Q-bert was a bit crafty, howev-
er, he could lure the pursuing snake
to the platforms edge and, at the

last moment, jump onto one of the
flying discs that  hovered nearby,
leaving the stupid snake to jump to
its doom off the edge of the screen
while our hero was whisked to safe-
ty at the top of the screen. Once all
the platforms had been completely
painted the next level was opened
up, which was basically more of the
same except that the meanies got
meaner and some of the platforms
needed two licks of paint to be fin-
ished off.

Q-bic is nothing like Q-bert. Ha ha,
only joking - of course it is. (The cou-
ple of paragraphs above would've
been a  waste of  time otherwise,
wouldn't they?) And its a very good

version of  i t  too.  For tu-
nately the programmer has
resisted the temptation to
tart up the old game with
loads of flashy effects and
pointless power-ups, leav-
ing al l  the qualities that
made the original Q-bert
such a  classic clear  and
untainted, i.e. good old-
fashioned playability. If you
only get one PD game this
month, make sure it's Q-
bic.

OVERALL: 8 6 %

RUSH HOUR
Fortiss PD, Assassins 34-
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Hour's yet another Frogger
rip-off. But this one really

does deserve your attention, so sti-
fle those yawns of boredom and
pay attention At  first glance there

don't seem to be that many differ-
ences between this and the old
coin-op classic • i ts essentially the
same old story except here you con-
trol a tiny little man instead of a
cutesy amphibian.

Rush Hour is probably the fastest
and consequently the toughest ver-
sion of the coin-op classic around.
And instead of the geezer moving
in 'hops', he can be steered around
freely with the joystick, so there's
lots of hilariously nerve-wracking
running-in-and-out-of-the-traffic
fun to be had.

FRANTIC FREDDIE
PD Soft , Golden Oldies 3.
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you that excellent version of
Donkey Kong a  coupl e o f

months back comes Frantic Freddie,
yet another platform game I f  any-
thing (and some may find this hard
to believe) i t's even simpler than
Kong. He r o Fr eddi e ha s  t o  b e
manoeuvred around the network of
platforms and ladders whilst picking
up the goodies and avoiding the rov-
ing nasties. Not so bad, eh? Ah, but
the twist here is that Freddie can't

'10114
6

,4
c -
r
1

But for all it's high-quality playa-
bility, the best thing about Rush
Hour is its sick, sick, sick humour.
For example, there's an old granny
stranded on one of  the central
reservations and, if you manage to
help her  safely across the road,
there's a lovely bonus for the tak-
ing. However,  evi l -minded types
(like me, for  example) will derive
more pleasure from dragging the
prune-faced wrinkly into the path
of an on-coming truck and seeing
her being splatted, all accompanied
by a  blood-curdl ing scream. O f
course, kids, you should never try
this at home...

OVERALL: 7 6 %

walk through the ladders, so if he's
not careful it's very easy for him to
get trapped in a dead-end. However,
that aside, that's pretty much all
there is to say.

It's simple, enjoyable and very fast
paced. However, it can get a bit frus-
trating simply due to the ease with
which you can get caught by the
ghoulies. (Ahem!) All-in-all, Frantic
Freddie's unlikely to keep you glued
to your monitor all night long, but
it's the sort of game you're likely to
load up from time to time just for a
quick go.

OVERALL: 6  3 Wo
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INTREPID
PD Sof t , d isk 2674 .
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eign terrorists_ A  k idnapped
scientist. Short  verbless sen-

tences. Makes Intrepid sound quite
thrilling,  doesn't  it? (No - The read-
ers.) Well,  if  it  does then I must  be
doing a damn good job as a writ er
because, in actual fact, there's pre-
cious lit t le to get excited about here.

Int repid i s  a  s imp le  s t rat egy
game/shoot•'em-up_ In the Explorer
Vehicle Int repid,  t he player has t o
patrol the snowy plains of  the North
Pole in the search for an important
scientist who has been kidnapped by
blood-thirsty and totally  unscrupu-
lous terrorists.  The area is div ided
into a grid, wit h the player's Explor-
er capable of moving one square at
a time_ As the player can only  see
those t h ings  (good o r  bad) t ha t
reside in the the squares directly sur-
rounding him, his chances of fi nding
the hostage are s lim. Fortunately ,
however, the Explorer is equipped
with long-range probes which can be
sent Out to explore the distant reach-
es of the map.

Ideally combat  wit h the terrorist
hordes should be  avoided.  Sadly,
however, life being what  it  is, this
isn't always possible and that's when
the shoot-rem-up part  of  the game
comes into play. It takes the form of
a upmarket  shoot ing gallery,  wi t h
terrorists popping up f rom behind
ridges and snow drifts who must be
shot before they launch rockets at
the Explorer.

Int repid i s  a  n i c e  i d e a  t h a t
could've been brilliant if a lit t le more
ef fort  had been put  into the execu-
tion. Although it is mildy interesting
to play, t he shoot-rem-up sections
are too s low and repet it ive and the
player interface on the strategy bits
is too cumbersome for the player to
ever get really involved.
OVERALL: SCP/ii

GHOST S H IP
Fortiss PD, Assassins 37.
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sea, has mysteriously ceased
communicat ions,  I t ' s  l a s t

transmission reported a strange
UFO-like object  fl oat ing along-
side the bows and then, noth-

TRAILBLAZER
Fort iss P D ,  A s s a s s i n s
34;  P D  S o f t ,  G o l d e n
Oldies 3.
J U MP  N
1  
R O L
L

Fort iss P D ,  A s s a s s i n s
35.

W h y  d idn ' t  Greml in ev er
produce a 16-bit  version
of i t s  C64 classic Trail-

blazer? I t 's  a bit  of  a moot  point
now, really, because those wily  PD
programmers  have come up wi t h
not one but  t wo pret ty  good ver-
sions of  t heir own.  Basically you
control a ball as it  rolls along a 3D
highway that  stretches away into
the distance. The highway is made
up of  assorted coloured tiles, wit h
each colour affecting the ballrs per-
formance dif f erent ly  (s lowing i t
down, speeding it up, reversing the
controls, mak ing it  bounce and so
on). There are also bottomless gaps
in t he highway  t o contend wit h,

ing. The authorit ies ,  t hen send a
crack marine t rooper to investigate,
When he gets there, he finds the ship
deserted...

Thus begins Ghost Ship, an arcade
adventure created using Domark 's
3D Construction Kit, The controls are
as standard • move using the joystick
and fi re/ interact  using the mouse •
and t he  gameplay  is  what  y ou'd

expect f r o m t h is  sort  o f  game -
explore the ship, use any objects you
come across sens ibly  and t ogg le
strange switches to solve puzzles_

Ghost Ship's moderately enjoyable
but ult imately  a bit  s low and primi-
tive. The 3D technology is, inevitably,
very dated when compared with the
sort of  images being t hrown about
by games such as Epic and the forth-
coming Frontier. Still, if  this is your
sort of  thing it 's worth a look.

OVERALL: 623/4

and i f  t he ball falls  down one of
them then the player loses one of
his three 'lives'.

To be honest.  I was  never that
much of a fan of Trailblazer - it was
simply t oo  f as t  and f rus t rat ing.
You'd just seem to get some exhila-
rat ing speed up when - aaiieee! -
the ball would fail down an incon-
veniently placed pit. However, those
that  did like it  loved it  and they 'd
doubtless like these newer versions
as well as they play almost  ident i-
cally to the original.  Both versions
are slickly programmed and very
playable (in an annoyingly frustrat-
ing Trailblazer-y sort of  way)_

As t o whic h one you choose...
well, it  all depends how many peo-

O U ' D  B E T T E P  S W I M  F O P  T H E  P O P E '

THESE LIBRARIES ARE
JUST THE TICKET!

Thanks t o  t h e  f o l l o wi n g  P D
libraries whic h sent  in s tuf f  f or
review this month:
• For t i s s  PD,  P.O. Box  2,  Earl
Shilton, Leicester LE9
Tel: (0455) 850964_
• P D  So f t ,  1  Bry ant  Avenue,
Southend-On-Sea, Essex 551 2YD.
Tel: (0702) 466933.

pie are likely to be playiny 1. Trail-
blazer's screen is split  horizontally
across the middle (like in Lotus), so
that  one or two people can play at
the s ame t ime.  Unfort unately  in
one-player mo d e  t h e  p lay  area
doesn't  ex pand t o  fi l l  t h e  f u l l
screen, so it can fell a bit  cramped.
Jump n'  Roll, on the other hand, is
designed for one player only, so all
the screen's in use constantly. Why
not get  both?

OVERALL:
TRAILBLAZER 82%
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C O M  Co m p i la t io n s!
THE ASSASSINS (Fort iss  PD)
DISK 34
Rush Hour • Reviewed elsewhere this
issue.
O-Bic - Reviewed elsewhere this issue.
Trailblazer - Reviewed this issue.
Yelp! - With the May issue of  The
One.

DISK 35
Poing • Breakout  t ipped on its  side.
Snake Pit - An okay vers ion of  Snake
Jump n '  Roll - Rev iewed this  issue.
Cybernetix - From The One (October).

DISK 36
Wonderland - Carl/up-s ty le game.
Sub Attack - From The One (October).
Mother Lode - A fi ne Loderunner
clone.
Tactix - A dull, s implistic  puzzle game
Donkey Kong - Reviewed in October

DISK 37
Klaktris -  A  dec ent  vers ion o f
Columns, marred by  thought less
game design.
Pod - Slick but boring shoot-rem-up.
Paccer - A not-bad version of  Pac
Man,
Ghost Ship • Reviewed this issue.

GOLDEN OLDIES 3 (PD Soft)
Donkey K o n g  -  Rev iewed i n  t h e
October issue of The One.
Frantic Freddie Reviewed this issue.
Trailblazer - Reviewed this issue.
Mad Bomber 2 - Reviewed in May.
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Will Andrew Braybrook's
latest be his greatest? The
Amiga sequel to his C64
megablaster is now in its fi fth
month of development and
getting better all the time.
Every month in his
exclusively-serialised diary,
Andrew delivers a blow-by-
blow account of how the
potentially blockbusting game
is coming along. THIS MONTH!
The game reaches an
important crossroads and
there's personal drama to

rival any soap opera...
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Uridium 2. c h  h o  layers of background
graphics scrolling independently in parallax. The

orange plate is the top layer, wi th the less colour-
ful green plate on the bottom. You can see how

the graphics are less colourful, but where this vet-
sion shines is in the scrolling - duller it may be,

but i ts jawdr oppingly impressive and console-y
once you see it move.



"It's getting tricky to
tune the game now

because I'm so used to
it. That's why it's good

to get outside help
from time to time. A
stranger to the game

can be a lot less
subjective about

things."

PART FIVE -
SEPTEMBER/OCTOBER

Friday 18th September
The Uridium 2 program has now got
so massive that in order to develop
it further I will have to temporarily
chop something out First thing to
go is the sound, Now I remember
why I don't normally put that in until
near the end of  the project. That
saves about 150K which keeps things
to sensible sizes. Jason can still work
on the sound with his sound editor
and I  can get the sound back by
making up a 'l ive' version of  the
game if I need to.  While I was out

yesterday he created some new SFX
for me, including two really strange
effects that aren't really appropriate
to the game but are so good that I
want to put them in somewhere.

Got the fighter attack waves to be
produced near the player wherever
he is, as there's no point in going to
all the trouble of producing a great
wave of  fighters when no-one is
looking.

Monday  21st September
In order to squash things down still
further to give me as much chip RAM
as possible I 've separated of f  the
robot sprites as they're not needed

most of the time. When inside the
ship the robot sprites are swapped
in as the enemy ships are swapped
out. There's a bit of monkey business
going on t o keep the assembler
happy about  which graphics ar e
which and it took most of the day
just to get the game working again.

Tuesday 22nd September
I'm sure we fixed that once. The first
dreadnought of the first fleet is now
almost complete but  for  addi ng
destructible bits and other features
like bunkers and missile silos.

Spent the rest of  the time rear-
ranging the memory map in order to

(Left) the latest
version of the 32-
colour Uridium 2

Andrew has
working on

lusstil now is
sly to be

scrapped in
favour  of the
sew dual-play-
field format.

ch one do
prefer -

-sexy
ing or  the
oloured

itipshop on
er here?
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be able to load the game into any
1Mb Amiga, not just ones with 1Mb
of chip RAM, This task is nearly com-
plete now. With all the preparations
being made for  loading files from
disk, it seemed appropriate to add in
the routine that asks for the right
disk should i t discover the wrong
one, or none at all, in the drive.

At this stage I've nearly worked
out completely what data gets load-
ed in, what is always there but in a
packed format, and what is always
present unpacked. I want to avoid
irritating delays where possible so
it'll do just the one load from disk to
pull i n a  whol e fl eet o f  dr ead-
noughts. I t should also have room
enough to cache the first one in
memory all the time.

Wednesday 23r d September
Put in a feature to darken down the
control panel  where it says '1 UP'
and '2 UP', so it only lights up when
the player in question is in control.
This also has to take into account the
two-player mode and light both up.
I hate games that remove the wait-
ing player's score from the screen -
call call that player the bench player. You
need to know how both are doing all
of the time for  comparison, and
because the only time you really can
take your eyes off what you're doing
is when the other player is "on".

Thursday 24th September
Went through the old C64 Uridium
flight patterns to familiarise myself
with what they do. My new code is
much smarter than the C64's so a lot
of the patterns are unnecessary. For
example. I  can vertically reflect a
flight plan to get two ships mirror-
ing each other's movement just by
specifying upside-down mode. One
thing I had missed out though was
chaser mode, where an enemy ship
tries to line up with the player before
squirting Bonios of Doom at him. I
want this to be a bit smoother so I'm
working on an algorithm to line up
behind the player more intelligently.
This is not going well at the moment.

Friday 25th September
Cured t h e  las t  long- t erm n igg le
which involved the homing missiles.
They have a minimum turning circle
and if fired very close to their target
they can circle it until they time out.
What they need is a contingency
plan. First they have to recognise
that they are in that situation. This
can be identified by keeping track of
consecutive moves at full turn. Any
turn less than full means that they
have successfully lined up with their
target. After turning 2711 on full lock
they fly straight for about six moves
before resuming targeting. By this
time they are far enough away
that they have room to turn
and hi t the target every time.
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(Left) The deadly
"toothpaste* lasers in
action in the contro-
versial dual-playfield
mode.

Tuesday 29th September
Did some end-game-screen design-
ing. Obviously I 'm not  at  liberty  to
tell y ou precisely  wha t  I 've been
doing, so I 'll just say that I've come
up with a new golden palette for the
tit le screen, rather than plain yellow.

Wednesday 30th September
More meanies are the order of  the
day. Cargo ships that take of f  f rom
runways, concealed laser towers that
spring up and spray doom and dis-
aster before hiding away again and
such-like. I ' m const ruc t ing meany
algorithms in our Alien Manoeuvre
Program which allows me to make
things happen more quickly.

Thursday 1st October
Test-pilots Ro b e r t  Orc hard  ( t h e
inventor of the name 'Llridium') and
Richard Harvey came in to give the
game the once-over. Within seconds
they had  t he  Mant a fl y ing back -
wards, s o me t h i n g  t h a t  h a s n ' t
occurred f o r  months ,  and  I  c an' t
reproduce the effect. Users! Bahl

Friday 2nd October
I want  to get  some shadows on the
enemy ships. That's a bit  of  a hefty
overhead but  I've thought  of a way
of persuading the hardware sprite
mult i-plexor t o do  t he job.  Mul t i -
plexor's a fancy name for a rout ine
which sorts t he objects t o be dis-
played i n t o  v e r t i c a l  p o s i t i o n
sequence and re-uses the hardware
sprites to show them, by the way.
Had another juggle about  wit h the

robot  speeds to make it  feel more
controllable.  Just  about  any t hing
that can be changed is defined as a
variable so that  I can change them
easily a n d  immediat e ly  s ee t h e
results. It's gett ing tricky to tune the
game now because I 'm so used to it.
That's why  it 's good to get outs ide
help f rom t ime to t ime A  stranger
to the game can be a lot  less subjec-
tive about things.

Monday 5th October
It's one o f  those days where you
start think ing "What  W h a t  if
I d i d  t he  game i n  dual-playfi eld
mode? How long wil l it  take to fi nd
out? Ne v e r  t r i e d  dual -p lay l ie ld
before. How difficult can it be? Only
had a couple of hours at it but  I got
the bare bones of  a system up and
running.  I copied all the game files
to a new directory so I don' t  wreck
any code, and started convert ing it.

Tuesday 6th October
Carried on with Operation Dual-Play-
field. Made an astounding discovery

- you don' t  have to have t wo play.
fields of  three bitplanes each. You
can have one of three bitplanes and
one of  two.  This cuts down on the
CPU welly  t hat  you lose as you're
only display ing fi ve bitplanes,  not
six. Since I 'm already using five bit -
planes in 32-colour mode,  I  won ' t
lose any speed. Any loss I make on
keeping t wo  playfi elds  running I
make up for by only  plot t ing three
bitplanes. So now the quest ion is,
which version do I carry on with?

The actual gameplay will be large-
ly unaffected by the choice but  the
effect on the game is rather drastic,
to say the least. The appearance will
be completely  changed.  Any body
who suggests running both methods
is likely to be severely damaged as all
the graphic s  wo u l d  need t o  b e
stored in t wo dif ferent formats.

Wednesday 7th October
Graeme f rom Renegade paid us  a
visit so I showed h im the t wo ver•
sions of the game. When he saw the
dual-playfield version I think he was
quite impressed as he uttered a num-
ber of  unprintables!  So, how can I
remove some o f  t he cons o f  t his
mode? Well,  f ollowing on f rom the
statement running both 32 colours
and dual olayfield in the same game,
how about  if  all the t it les and pre-
sentat ion is in  32 colours and t he
game is in dual-playfield? That way I
keep my plasma and my  lovely font.

It took an af ternoon of  machine
crashes to do it. but  it's done.

Thursday 8th October
More work gett ing the dual-playfield
version running. It's now all work ing
so all we have to do is decide which
version to go with.  The CPU use on
both versions is about  the same, so
it doesn't  make much dif ference to
me. But  can anyone draw sensible
graphics in seven colours, of  which
one must  be black?

Friday 9th October
Walking home las t  n igh t  I ' d jus t
about talked myself out of doing the
dual-playfi eld version. Ho w about
saving that  for Uridium 3? I hadn' t
seen a satisfactory palette to do the
job. Two sets of  three colours just
doesn't  give the nice shading and
one set of  six colours looks like the
TV isn't working properly. Just to add

a b i t  o f  exc itement ,  Phi l l ip  t he
graphics artist has resigned, which
should cut down on the arguments
a bit,  but  it  leaves a shortfall in the
graphics department.  Over to Mark
Bentley, one of  t he new recruits
with a last-ditch first task - find me
a palette I can live with!

I now have a palette of near-grey
shades with a red and an orange for
explosions. The greys are neut ral
enough that they can be mixed with
the red and orange,  and there are
enough s imilar colours  f o r  good
shading effects. The backgrounds
need massaging but  all t he sprites
converted well wi t h lit t le touching
up. One version has to go soon as I
can't maintain both forever. It's like
juggling three chainsaws at once.

Monday 12th October
Added a new bonus feature, a score-
doubler. Needed a new icon for that
so I set about  drawing a new icon
block to put  all t he bonuses in. The
old ones didn't  stand out  too well.

Tuesday 13th October
Swaying t o wa r d s  dual -p lay fi eld
mode. Only worked on that  today.
I've built in some variations in the
display, like being able to swap the
playfields over so t hat  t he three-
colour one is on top. I can also free
up the second playfield so it doesn't
parallax at all. I now have the capa-
bility  o f  running a  g iant  meany .
almost f or  f ree, alt hough i t  o n l y
appears in three colours. How use-
ful t hat  wil l be remains to be seen.

Also worked on an end-of-dread-
nought  s equenc e,  w h e r e  t h e
Manta(e) s peed a wa y  f r o m t h e
doomed dreadnought  be f o r e  i t
blows up. Mark has been working on
the bac k grounds  f o r  t h e  dread-
nought proper; he tells me he's near-
ly got  enough to go for a test map.

Thursday 16th October
Mark remapped the 32-colour back-
grounds into seven colours to create
a palette in sympathy with the back-
grounds. F r o m  a  d is t anc e y o u
wouldn' t  spot  t he dif ference, and
thats without  any touching up. The
sprites needed rework ing t o  ge t
them look ing  g o o d  i n  t h e  n e w
palette, which has three red/oranges
and only  t wo blues. The explosions
should now look even better.  Defi -
nitely swaying 65%35% in favour of
the dual-playfield version! See what
you think f rom the pictures here.
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mate lovechild? Who shot
Brad? All th is and much,
much more, only in  your
Number One One
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22.99 Goblins
.24.99 Godfather Action
.19.99 Godfather Adventure
19.99 Gods
6.99 Golden Axe

29.99 Graham Gooch •
24.99 Grohom Taylor

1 9 . 9 9 Grusome•
Another World 1 9 . 9 9  Gunship 2000 • (1 Meg)
Aquatic Games  1 6 . 9 9  Guy Spy
Arkonoid 2 6 . 9 9  Hard Drivin
Aword Winners  1 6 . 9 9  Harlequin
Archer Macleons Pool • 1 6 . 9 9  Harpoon
Arsenal FC • 1 6 . 9 9  Harpoon Bottleset 3
Ashes of Empire  2 2 . 9 9  Harpoon Baftleset 4
Assassin 1 6 . 9 9  Harpoon Scenario Editor
Assault on Alcatraz 1 6 , 9 9  Head Over Heels

Heart Of China (1 Meg)
Heimdoll II Meg)
Hitchikers Guide
Hoi  1 6 , 9 9
Hook  1 6 . 9 9
Humans  1 9 . 9 9
Hunter 1 9 . 9 9
an Botham 1 9 . 9 9
K+ 6 . 9 9
ndy Jones • Atlantis Action • 1 9 . 9 9
tidy Jones - Atlantis Aclv • (1 Meg) . .24.99
nt Sports Challenge 1 9 . 9 9
shor    1 9 , 9 9
von hoe 6 . 9 9
Jock Nicklous Clip Art  9 , 9 9
Jack Nicklaus Extra Courses 9 . 9 9
Jack Nicklaus Golf   . 1 2 . 9 9
Jack Nicklaus Unlimited Golf tl Meg) 19.99
Jaguar XJ220 (1 Meg) 1 6 . 9 9
Jimmy Whites Snooker.,,.   1 9 . 9 9
John Barnes (1 Meg)  1 6  99
John Madden ..  1 6 9 9
Keys of Mammon • 1 6 . 9 9
Kick Off 2 ( I Meg)   1 1 . 9 9
Kick Off 2 9 , 9 9
Kick Off 3 •  1 6 . 9 9
Kings Quest 5 l I Meg! 2 2 . 9 9
Knightmare 1 9 . 9 9

of die Sky (1 Meg)  2 2 - 9 9K. 2  • Finol Whistle  8 . 9 9
K.0 2 - Giants of Europe  7 . 9 9
K.0 2 - Return to Europe ,.  7 . 9 9
K.0 2 - Winning Tactics .  5 . 9 9
Laser Squad 2 • 1 6 . 9 9
Lost Ninia 2 6 . 9 9
Leander  1 6 . 9 9
teathal Weapon 3 • 1 6 . 9 9
Leather Goddess 7 . 9 9
Legend 1 9 . 9 9
Leisure Suit lorry $ (1 Meg) , 2 2 . 9 9
Lemm
ings  
1
4
.
9
9

Lemmings Construction Kit •  1 6 . 9 9
Lemmings Data Disk 1 3 . 9 9
Links  2 4 . 9 9•
Lombard Rally 6 . 9 9
Lure of the Temptress  1 9 . 9 9
M •   2 1 . 9 9
MI Tank Platoon   1 9 . 9 9
Magic Pockets   1 6 . 9 9
Man OW. Europe  1 6 . 9 9
Match of the Day  1 6 . 9 9
Mega Fortress (1 Megl  2 2  9'9
Mega Sports   1 9 . 9 9
Mega Traveller 1 (1Meg) .  1 9 . 9 9
Mega Traveller 211  Meg)  1 9 . 9 9
Micropcose Golf 2 2 , 9 9
Micmprose Soccer  6 , 9 9
Midnight Resrstonce 6 . 9 9
Midwinter 211 Mogi   . . . . . . . . . . . .2 2
.
9 9
Might & Magic 3 (1 Meg) 2 9 , 9 9
Moonstone ( I Meg! 1 9 9 9
New Zealand Story
Nigel Mansell World Champ •
Nightbreed•Action
Operation Thunderbolt
Operation Wolf
Orli
Outrun
Pang

r

• • • • , -

.6 99

.6.99
16.99
16.99
19,99
24.99

19.99
16,99
.8.99

16 99
16.99
22.99
.19.99

6.99
16.99
22.99
_999
9.99

22

7,99

99

, 1 3,99
6.99

19 99

1
6
9
9
9
9
9

Red Zone 1 6 . 9 9
Realms Me g)
Red Heat
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2Rise of the Dragon (1 Meg)
Risky Woods

Roloccop 1 8 6 . . 9 9 9
Robrocop 3  9
Raba Sport  i
l  9
6
4 :
9 9

9
Rome AD 9 •     6

999Rock Stor Ate My Hamster

R-Type 2  : 6 , 9 9 9 9
1 6 99

Second Surami •
Secret of Monkey Islond (1 Meg),  1 6  99
Secret I s l a n d  2 -  24 . 99
Sensih e Soccer  1 6 .
Sensib e Soccer 1,1
Shadow L a n d s  1196..99.9999Shadow of Beast 3 9
Shadow Warriors 6 . 9 9
Sh Mob. 8 9 9
Shoot Em Up Con Kit  9 9

SShil'dicwoltier*   1 9 . 9 9282.Silent Service 2 (1 Meg)   . 9
9 9
9

u

Turbo Challenge,.,.  1 6allenge.  8 . . 9 9 9 9
Turbo Challenge 2 1 6 . 9 9
Turbo Challenge 3
Turbo Outrun 1 6 6 . . 9 9 9 9
Turrican 2 9 . 9 9
TV Sports Baseball' 1 9 . 9 9

1
6
9
9
.
9
9
9
9
9
9

1699 VoyagerUltima 6 (1 Meg)
6.99 Utopia + Data Disk

2+1
.
99
99
999
9

6.99 Wing Commander (1 Meg) •
6.99 Wizball
6.99 Wizkid

16
66
2
16.99

6,99

19.99 Wol f Child
6.99 Zoo' Station

SPECIAL OFFERS

UPGRADE YOUR
AM I G A TO 1 M E G

1/2 Meg Upgrade -
E 2 4 .9 9

1/2 Meg Upgrade + clock
126.99

M e g a  l o  Ma ni a  -  E 1 2 . 9 9

S ha dow  of  Beast -  £ 9 . 9 9

The Br i stol  -  E 9 . 9 9

Wi l d Whe e l s  - E81. 99

Col onel 's  Bequest  -  E  1 2 . 9 9

Mer cenar y  3  -  E 9 . 9 9

3 . 5 "  EXTERNAL
DRIVE

ONLY E 4 9 . 9 9

JOYSTICKS

Quick joy Topstar - £16.99
Speedmouse - el 5.99

Quick joy 2 Turbo - £9.99
Fighter - £4.99

Quick joy Jetlighter E l  0.99

BLANK DISKS
Unbranded

10 x 15'
1 
D S
D D  
-  
£ 5
.
9 9

20 x 3.5" DSDD - E10.99
50 x 3.5" DSDD - £23.99
100 x 3.5" DSDD - £44.99

Branded - TDK
3 5" DSDD E l  25 Each

Re-Cycled Forenamed Disks
1 0  et 3 . 5" DSDD 1 4 . 5 0

2 0  x  3 . 5" DSDD

SO x  3 . 5" DSDO E 1 6 . 0 0

1 0 0  x  3 . 5" DSOD - E 3 0 . 0 0



P R E V I E W S

lbre..m i r s
Well, this is it. The last month before Christmas and, just as Sun Tzu predict-
ed in his Ancient Art of War, this battle has been won before it is even
fought. So, while  Streetfi ghter 2, Lemmings 2 and Desert Strike fi ght it out
for the Xmas Number One spot, the rest of the software industry is busily
preparing its wares for the New Year. Recession? Pah! What recession? Let's
face it, energy, transport and food we  can do without but if there was ever
a slump in quality Amiga software, we'd  all be finished. Fortunately, there's
no sign of such a disaster occuring in the forseeable future - and here's a
look at half a dozen of the latest biggies coming your way soon to prove it.

DRAGON'S LAIR III - TN
CURSE OF MORDREAD

atch out !  Tha t
perennial sword-
swishing knight

in oh-so-shining ar mour
Dirk the Oaring has been
brought out for yet anoth-
er (but not necessarily the
last) adventur e i n  t h e
strangely-successful series.
Actually, this is the fourth
Dragon's Lair game since
the original appeared all
those years ago - and little  —
seems to have changed. Now devoid of original laserclisk coin-op mate-
rial to convert, developers ReadySoft have devised another original col-
lection of Don Bluth cartoon-style action scenes for the player to mull •
over. This time the bumph goes that Mordread, evil sister of Mordroc
(who Dirk vanquished in Dragon's Lair II as we recall) has imprisoned
Dirk's lovely wife Daphne and the kids in a fit of revenge. Enter a whole
new host of enemies (who all seem inspired by Alice in W o
-
n d e r l a n d ) ,
including two Tweedledum and Tweedledee lookalikes, a giant cat and...
Doh, lots of other things.

Sixty scenes and 1500 frames of animation spread across six disks
await the player, although how much interaction he'll have with them
remains to be seem The previous Dragon's Lair games have all been heav-
ily criticised for offering muchos graphical thrills, but little in the way of
playability. But despite that, and the often astronomical price tags, the

games just keep on selling.
There's l i ttle t o suggest
that much has changed
this time round, but we're
keeping an open mind. At
least it's nice to see that
the price has come down !
to a  m or e  respectable
£29.99 this time. Dragon's
Lair Ill is due for  release

later l o t h ,

A T A C  Micro Prose
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ly at an end, it's not just the spy-novel writers and Hollywood stu-
dios that have had to find new baddies to target. So, now it's the

turn of the South American drug barons, whose powder-pushing evil deeds
have finally earned them promotion into the Premier League of Thriller Vil-
lains. Set in the near future, ATAC (that's Advanced Tactical Air Command,
by the way) has it that the US Government has finally tired of fighting
the war against drugs at street level, and so has set up a special team to
take out the problem at root level - by striking at the cartels and their
plantations in Colombia. The player is put in charge of this squad, com-
prising 250 undercover agents, four F-22 fighter bombers and two attack
helicopters, all operating out of a secret jungle base.

Fancy scenario aside, however, ATAC is essentially a mix of flight simu-
lation and strategy (this sort of thing is currently in vogue on the PC, from
which most Amiga sims are converted, so expect a lot more over the com-
ing months), with the player juggling his resources to come up with an
effective drug-busting strategy, then taking to the cockpits of the jets
and 'copters to indulge in some high-tech blasting of poppy fields and the
jet fighters that the barons have put up to stop you. Don't let the strate-
gic bit put you off, though - ATAC is fundamentally a flight combat game,
with the strategy section very much playing second fiddle.

Programmed by Argonaut Software (out of Birds of Prey). ATAC has
already been a big hit on the PC and the Amiga version could well
do the same when it hits the Amiga in January at the eye-opening
price of £34.99



e-in trends never -  d e  away. An h  the r
gene  of the Hollywood blockbuster after some lean times in Tin.
seltown, i t looks as though we could be in for another wave of

licensed product. Ocean is, of course, leading the way in this depart.
t and even though Cool World isn't one of the company's bigget

'signings, it's certainly throwing a lot of weight behind it.
•. Cool  World the movie is a mixture of live action and animation, and

been described as Roger Rabbit for grown-ups - whatever that ma
n. Little's known about the story, except that its about a comic bookI I t

y

artist (Gabriel Byrne) who gets sucked into the cartoon world he cre
nes .  Although it has fared reasonably well in the US, Cool World is unlikel

to get a cinema showing here, and will probably end up going straight
to video early next year.

As for the game, it's a platform/adventure/exploration type thing that
if nothing else, should make a refreshing change from the usual levels.—

ladders formulae (see this month's Lethal Weapon).  Set half in the
I world, half in the Cool cartoon World of the title, the game casts the
er as the only human character in the game, a member of the local

ice force, whose job it is to thwart HoIli Wood (played by Kim Basinge
he film) who plans to escape into the real world.

' Early looks at the game suggest that it's anything but conventional,
despite its firm rooting in the
arcade adventure genre. The
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ball and unpredictable as
might expect,  wi th the

odle' inhabi tants making
some very strange graphi-
effects. You'l l  be  seeing
e of Cool World, due out at
end of the year, in The One
soon.

'EEDS

CDS

UNITED
'11IPIONS!

nd Leeds and Leeds and Leeds and Leeds... Ah, the classic lyrics
to the immortal footbal l  song that helped Leeds United to
League victory in the First Division last season. Whether or not

they can retain the title this year is a matter for the soccer pundits, so
we'll leave our outspoken views on Howard Wilkinson's all-white army
and concentrate on the official game instead. Following on from the
,Arsenal and Liverpool licences, Leeds Utd is, unlike those two, a man-
agement game with no arcade action. So, as the man in Wilko's shoes,
can you take the team to the top and keep them there?

Based in Doncaster, the little-known CDS software is only around the
coiner from Leeds' Elland Road ground, which is probably handy if they
need to pop round and get some tips from Cantona, Batty et al. The
game's been programmed by Tony Huggard, who created both the Foot-

ball Director games, SU as both a Leeds and -a management game, this
one's got a fine pedigree.

But it's hard data that all you management fans want, so here it is -
there are nine trophies to chase, including three European cups and all
four home divisions. Team tactics can be devised from a bank of 729
combinations, players trained, bought and dismissed (in the preview
version we received, we had a right hoot sacking Lukic just for the hell
of it) and matches watched. Unfortunately there's no arcade-style sec-
tion, interactive or otherwise, for the actual games - as in Domark's
Championship Manager, the action is relayed by text messages,

Leeds United Champions! may not be a particularly relevant title for
much longer, which is why the games due out very soon - all you York-
shire Puddings look out for it
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GREAT
VALLEY
PRODUCTS

QUALITY AMIGA PERIPHERALS
WITH A 2 YEAR WARRANTY

Seca Systems are pleased to present the GVP range
of perpnerals. GVP are the worlds Largest third party
rnadulaCturef of peripherals for the Amiga range and
have a  reputation lo r high specification, quality
products The company was bunched only tour years
ago b y a  man who  knows about t h e  Am iga .
Commodcre's ex-Vice President ci TechnoIagy•
along with a team of An e xp e r t s  'naming other ex-
Commcdore slat  understand the add-co requirements
ot Amiga owners batter than anyone. Not Only do
GVP provide penpnerals that Amiga owners want
they also otter peace at mind with a 2 year warranty
on the products they manufacture. So . it  you are
locking for the very best n  peripherals for your knoga
computer. look no further than GVP

FREE BROCHURE
RETURN TH E COUPON FOR YOUR COPY
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• R u n s MS-DOS 113_2 and upwards) plus
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SILICA SYSTEMS OFFER YOU
•  FREE OVERNIGHT DELIVERY: On ail hardware orders shipped in the UK mainland,
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•  E S T A B L I S H E D  1 4  Y E A R S ,  P r o a n  track re xisd  in pro le ssional co mp u te r sale s
•  t  12 MILL ION TURNOVER (with 60 MAR): SOW, riglade and profitable
•  BUS INE S S  r  E DUCATION ,,- GOV E RNM E NT, Volume disccamts Aerailable 001-300 0080
•  SHOWROOMS: Deronstralmn and training facilities at cm London Sd cu p  tearcles
•  THE FULL STOCK RANGE: Al dt your requirements from one supplier
•  FREE CATALOGUES: WA be mated to you with otters -  software and pent:metal cletatis
•  PAYMENT: Madr credit cards. casn, chsclos or mcntnly terms
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-
i g g e n i  y O u  t h e m  
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T he sof tware industry may be running out  of  good ideas, but  so
long as it means classic game concepts f rom the good old days
of the 8-bit  computers being resurrected and updated to fi ll the

yap, this is one magazine that won't  be complaining. The latest 80s game
to get  the 90s t reatment  is the ancient C64 Palace favourite Cauldron
which itself was a spooky Halloween rework ing of  Defender, replacing
the familiar spaceships with a witch and broomstick and all manner of
ghoulish enemies. For this *Super' new version, much of  the original
gameplay has been retained, mixing shoot-'em-up and arcade adventure
elements as the good witch Zmira tries to free the k ingdom f rom dark-
ness and all that.

Played over 20 levels, Super Cauldron probably won't
of fer any thing new in the gameplay  stakes (its basic
blueprint, after all, is nearly a decade old), but those old

ij enough  t o have enjoyed and remember the original
should be in for a treat here with, as you'd expect, great-
ly enhanced graphics and sound. An interest ing point
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, wh ic h  Zmira gets of f  her broom and explores the land-
! scape on foot, has been beefed up considerably ' hard-

ly surpris ing when you consider that  the game comes
f rom the people behind The Blues Brothers and Titus the
Fox.

Given the game's spooky scenario, extra weapons and
power-ups appear in the f orm of magical spells (twelve

, i n  all) that Zmira obtains by collecting toads. The whole
l.- t h ing may have come just a lit t le too late for Halloween

(poor old Simon still hasn't recovered f rom that Satur-
day night  o f  spooky TV), bu t  Super Cauldron's  s t ill
expected t o be a biggie.  E25.99 is the asking price for
the game which is out  next month and, of  course, will
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CONTRAPTIONS
Mindscape

T he thrilling isometric adventure D/Generat ion was
undoubtedly one of Mindscape's highlights for 1992.
It should therefore come as no surprise that the suc-

cessful formula is being put to use in a second game f rom
the same American team of developers. This time, though,
the techno-thriller storyline and brooding atmosphere has
been ditched in favour of a cuter, more comical approach.

In Cont rapt ions  the player is Rube, a female mainte-
mance engineer charged with the almighty task of get t ing
a gigantic (and thoroughly defective) machine up and run-
ning according to schedule. It sounds simple enough, but
wit h a cont rapt ion this  size and f raught  wi t h  so many
mechanical perils, work ing the bugs Out of this system is t •
anything but  easy.

DiGenerat ion's display and cont rol system has been
transplanted fairly  direct ly  for use in Contrapt ions.  but
beyond that it 's a totally dif ferent story. Rube's task is to
explore the machine and fi nd the pieces of  her toolbox
that  wil l  enable her to repair the faulty areas and open
up entrances to new levels and new repair jobs.

As in D/Generat ion, the general gameplay  is a mix  of
arcade dexterity (avoiding maruading baddies and the like)
and rudimentary  puzzle-solving - actually, rudimentary  is
hardly the right word, as if  the puzzles in Contraptions are
up t o  t he s tandard of  those in 13/Generation, we  can

expect some real brain-strainers.  The product 's  being led on the PC
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OFFICIAL

UK PRODUCT
FULL SPEC I F I C AT I ON  AN D

YEAR ON-SITE WARRANTY

THE Nol MONITOR FOR THE AMP%

THE GAME
Lotus Turbo Challenge 2 Nom Gremlin
Graphics takes racing go•droeS 10 new
dimensions. Pass t w o .*  bia2andOuS
tunneeS; tetel a1000 lOg-strewn trackS:
Weed over Sand drills I t 's an action
packed test o l your skill and speed •
CAN YOU HANDLE IT
FINAL CHALLENGE EXCHANGE
d you already own a  copy Of Lotus
Turbo Challenge 2, don't worry_ You
can return the Free copy Nem your
new monitor arid. tor lust £5. Philips
will exchange r t tOr  -
L O 4 u S  •  
T h e  
F i n a l

Chanerge". Mao ca n  u se  t h is new
software t o  des,91 and create your
very own racing circuits

RECOMMENDED! /
For maximum enjoyment of Lotus
Turbo Challenge 2, we are pleased
to reconirnerd the hest &Milne Zip
Silk &d e r Pro Joystick. The Zip
Skk s  oroorably the beet joystick
currently amiable are the wades
lastest rapid fire! At only C12_95.
quentisonts superb sake for money
•  Oicstits steel shafted handle
•  8  micromutches
•  Hendhelditable sup•  2  lire buttims
•  Tr iple achon aolok r i,
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Meoaela coner .Aus
•  Rubber straiten cups
•  E_klui long lead
•  1 yr glee

1 . 1 1 1 M , I M
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MAIL ORDER HOTLINE081-309 1111

THE COMPETITION
WIN A DAY FOR 2 AT THE
1993 BRITISH GRAND PRIX

Imagine granthland seals at Me most acclaimed
event in  the  Formula One  yea r -  The Bnt ish
Grand Pnk. Philips vod fl y you and a  triend into
Silverstone and themes the chance t o  meet a
famous Formula One personality a t  a  celebnly
reception. I t 's Men lime to take your grandstand
seals fo r the morning's practiCe A  delicious 4
course lunch follows, then it s back to yCkif seals
for the Grand Prix itself.

Its a ll part of an exciting first prize package in the
Turbo Challenge Compelittan And  i i  you don I
get Me chequered flag. Mere are 40  runner-up
prizes of Fa n
-
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COMPUTER
WORK

STATION
£49.95

compuTER CLEANING E l  9 . 9 5
sonsANO YACLUM KJ

ALL PRICES INCLUDE VAT AND FREE DELIVERY IN I H E  UK  MAINLAND

SILICA SYSTEMS OFFER YOU
•  FREE OVERNIGHT DELIVERY* On all hardware orders shipped in tee UK msnland_
•  TECHNICAL SUPPORT HELPLINE. team or technical everts at your servce
•  PRICE MATCH. We normally m •ch  competitors co  a  'Same product -  Same price' deed
•  ESTABLISHED 14 YEARS Proven track record in professional computer sales
•  r  f2 MILL ION TURNOVER (with  60 MAR); Solid reliable and profitable
•  BUSINESS EDUCATION GOVERNMENT: Volume discounts avertable 081-308 OBS&
•  SHOWROOMS, Demonstraten and training Ireeties at our Liatirein & Sicicud tranche
•  THE FULL STOCK RANGE. N I  of your requirerneits IrDrn cos supplmr.
•  FREE CA TA LOGLIES WO be nualed to you with alters.- software arid oeneolval (few's.
•  PAYMENT, Major credit cards. Cash, Cheque or trealtey lerrnS.
°e t re  you decide when to boy yer.ir new rnmrtor we suggest you think very rAmialy nem! WHERE
you buy 4. Consider whal it wit be like a leer months d ie, you base made your e l e c t
-
l a s e . w n e n  K u  m a y
raceme additions oarpheiais and software o r nep and adyoe aim your new purchase And will the
company you buy km  contact you Weti deta•s ot new profticts/ At Silica Systems, we ensure that you
will have 8011
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expenence and tapering,, we can now d a r t lb meet oty  customers' reourernents with an understancend
which is second to none. But don't pet take our word ice .1. Complete and return the coupon now tor Our
'Masi FREE literature are begin to expenence the 'Silica SySISIEOS SE.ra r

SILICA
SYSTEMS

ACCESSORIES

THE MONITO
•  14* CGA COLOUR MONITOR
•  OFFICIAL UK PRODUCT
•  I YEAR ON-SITE WARRANTY
•  FREE! LOTUS TURBO

CHALLENGE 2  SOFTWARE
•  RESOLUTION_ 600x285
•  HORIZONTAL FREO 15.6KHz
•  .42rnm OCT PITCH
•  STEREO AUDIO SPEAKERS
•  EARPHONE SOCKET
•  TTL -DIGITAL ROB-ANALOG

COMPUTER INPUT SIGNAL
•  CVBS VIDEO INPUT SIGNAL
•  DARK GLASS SCREEN
•  GREEN SWITCH TO

SIMULATE MONO DISPLA'
•  AMIGA. ST, PC COMPA TELL
•  CABLE REQUIRED

See Accemsonos below
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USING A  TV?
Swi tch  to  a  mo n i to r  and

SEE WH A T  YO U ' R E MISSING !
It you are currently using your Amiga or ST

with a domest ic  televis ion set.
then you are miss ing out  on pic ture qualif y
nlortunately, because your TV Is used to 'eceiving interior UHF

-ansmissions trorn the airwaves, i t  only has a  UHF socket. So,
r.ornputer has to ckywrigmde is  high quality digital RGB (Reid
• B l u e l  signa l t o  UHF t o  enable you r T V to receive i t
,or because your TV can only display using ROB. it  has to

me UHF signal back to RGB belore it  can put a picture on
,,c•ieen O f  course. every time you convert from one signal to

another there is a loss or quality which means that the final picture
on I re  TV is not as good as the original signal from your computer.
You can overcome INS with a monitor, which has an ROB socket.
not UHF Yo u r computer ee l recognise this, and send its original
ROB signal to the monitor which will display the image directly to
the screen with no loss ot quality
The Ph ilips 8833 i s  t h e  best  se lling  co lour monitor f o r the
C•3rnmodore Amiga and Atari ST. Ideal lo t  game playing i t  otters

• c h i  c o w  graphics and h a s stereo audio speakers t o '
•• ';e0 ste reo  o,dput f ro m  t h e  Am ig a  a r id  ST - E T h e

,
a
n
c
e  
a
n
d  
r
e
l
i
a
b
i
l
i
t
y  
a
t  
t
h
e  
8
8
3
3  
i
s  
e
z
o
e
p
t
i
o
n
a
l
,  
w
h
i
c
h  
i
s  
w
h
y

ECtlfidefli to otter 12 months ON-SITE warranty with every
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the accessories below C A B L E  -  £ 9 . 9 5
ritable lot use with the v o u  ke a t .  a cable ,
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coined setae Sur your vonieute.
CAB 5510 •  ST-E STEREO SOUND
CAB 5509 •  ST-FM 1.03NO SOUNO

CAB 5050 • ALCOA STEREO SOUND

TILT & V E L
MONITOR STATION

C 1 1 - 9 5

1-1I-TECH GRIPPA
COPY HOLDER
C9-95 -
4

Surname:

Postcode

Tel (Work)

SAVE E S !

Silica Systems.ONEAM-1292
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RECOMMEN
Welcome t o  t h e  fi r s t  o f  t h e  n e w  all-singing, a ll-dancing, ma x i-s ize
Recommended section. As it's nearly the N ew Year, we  decided to  usher out
the old (i.e . the  drab Games Index) and bring in  the  n e w (i.e. this). Here's
where you'll fi nd a ll  th e  games th a t  have been released over the  last six
months o r  so tha t w e  a t  The One consider to  be essential components o f
any self-respecting Amiga gamer's software collection. I f  you haven't got
these games, then you don't deserve to  have an Amiga. And i f  you were  a
fan of the Games Index compos, don't despair... turn to  page 129 instead.

The Addams Family
Publisher
Issue Reviewed

Memory
Price

Guide Gomez across tonnes of massive levels in an
effort to rescue the rest Cl his family in one of the finest
platform romps to appear on the Amiga so far, Bundles
ol secre t rooms, devious traps and fluid playability
make this film been a  must buy for a ll avid fans of the
platforming genre.

Archer Maclean's Pool
Publisher

issue  Reviewed

Memory
Price

When Jimmy White s Whirlwind Snooker was first
released, the public lapped it up in droves, Archer has
used the  same game engine to produce a  game which
is arguably better than Snooker due to the fact that
Pool is a more accessible and easier to play sport_ I t
you missed out on I WWS then you d better pot this 'un.

Assassin
Publisher
Issue Reviewed

Memory
Price

Black Crypt

Ocean
June 1 9 9 2
512K
E2 5 .9 9

Virgin Ga me s
October 1 9 9 2
512K
E25.99

Team 1 7
November 1 9 9 2

1Mb
E25 .99

Assassin is a  Strider•based arcade shoot-em-up which
blows the rest of the rest of the feeble attempts clean
OW of the water. With perfect control,  five massive
levels, gorgeous graphics, inspiring sonic., , ,  Need we
go on? Assassin should be in everybody s software
collection, now!

Publisher E l e c t r o n i c  Arts
Issue Reviewed M a r c h  1 9 9 2

Memory 1 M b
Price  E 2 5 . 9 9

A highly-successful attempt to tap Into the market
pioneered by Dungeon Master and Eye of the

Beholder. Although ostensibly not too different to
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because of the intense atmosphere it generates
with its effective use of 3D,

90%

) %
o  E S

92%

92%

84%

8 0 %  Ashes of EmpirePublisher M i r a g e
Issue Revtewed Ju n e  1 9 9 2

Memory 1 M b
Price  E 2 9 . 9 9

From the  team that brought you Michianters 1 a nd 2
comes this, another 3 0  strategy game in a  very simila r
style. Supposedly based in a  pseudo-Eastern Europe,
it's the player s ta sk to bring peace and harmony to the
world via  trading and the occasional bit of combat.
Boasts stunning fractal generated 3D landscapes.

90%

The Aquatic Games
Publisher

Issue Reviewed

Memory
Price

Although this type of 'waggle your slicks' sport game
went Out with Noah. The Aquatic Games iniects new
life into the old dog by introducing a  number of
unusual events. Packed full of cartoony visuals and
aided by a  bouncy soundtrack, the AG s should
entertain most owners with a sense of humour.

Beast 3
Publisher
Issue Reviewed

Memory
Price

Millennium
October 1 9 9 2
512K

E25-99

Psygnosis
September 1 9 9 2
1Mb
E2 9 .9 9

Whilst the first two Beast games were lovely to look at
but crappy to play. Beast 3  show exactly how it should
have been done. I ts still dreamy to watch but
underneath the visua ls there s a right stonker of a
game. The cleverly designed puzzles and frantic non•
stop action should keep most entertained for weeks.

Civilization
Publisher

Issue Reviewed

Memory
Price

Microprose

August 1 9 9 2
1Mb

£ 2 9 9 9

Sid Meier does it again • and you thought he couldn t
beat Railroad Tycoon! Your Job? Evolve your populace
up from the Slone Age to the 20th Century and
beyond. The strain of the port from PC to Amiga shows
sometimes in the disk accessing, hut the involving
strategic gameplay more than compensates.



Crazy Cars 3
Publisher

Issue Reviewed

Memory
Price

Titus

August 1 9 9 2
5 1 2 K

E2 5 .9 9

Another series of games where the third proved to be
the best of the bunch. Forget the previous two, or
most other sprite-based racers • this game is one of
the contenders tor the racing trophy i t  scrolls,  plays
and moves so we ll that you d be a  tool to let this one
overtake you.

Dune
Publisher
Issue Reviewed

Memory
Price

Virgin Ga me s
June 1 9 9 2

1Mb
£ 2 9 .9 9

Based on the 'classic Da vid Lynch movie, in Dune it's
your job to harvest the Spice  while  battling the evil
Harlionnens on the surface of the arid desert world
Arrakis. Don t be fooled by the graphic adventure•ish
graphics • this is a  thinking man s game, a lbeit one
blessed with easy accessibility and superb Playability.

Eye of the Beholder 2
Publisher
Issue Reviewed

Memory
Price

US Gold

May 1 9 9 2
1Mb
E2 5 .9 9

If 3D role  playing adventures are your thing then you
can do no better than Beholder 2 . Although it doesn't
really improve over the original. it s still a  huge and
awe-inspiring game which will take some time to
complete. I fs looking slightly dated when compared
to the flashy RPGs that are now appearing.

Fireforce
Publisher

Issue Reviewed

Memory
Price

ICE
October 1 9 9 2
512K

£ 2 5 .9 9

Yet another blast from the past, Fireforce has
distinctly Green Beret origins. Who cares where it
comes from when the end product is this good?
Violence and more violence (with some distinctly
realistic throat-skating) make this horizontally scroller
a game which you should hide Irom your granny.

Indiana Jones 4 (Arcade)
Publisher

Issue Reviewed

Memory
P ico

Jaguar XJ220
Publisher

Issue Reviewed

Memory
Price

US Gold

May 1 9 9 2
1Mb
C25_99

Core De sign
June 1 9 9 2

1Mb
£ 2 5 .9 9

Although Indy hasn't fared too well in the arcade game
dept up till now, this isome tt1 .0
,
3 D a r c a d e  
a d v e n t u r e

more than rectifies the matter. I ts blend of puzzles
and action is just right (even though the control can
be a  little  fiddly in places) and should keep any tan 01
The Man with the Hat more than happy.

It seems like  the World and his wife  is doing some
sort of licensed car racing game these days, but
Cores effort manages to pull away from the pack quite
elegantly thanks to some im pre ssive ly
-
fa st  3 0  a n d  
a n

excellent easy-to•use track designer (which in our
estimation Is far better than Lotus 3 's PECS anyday).
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D/Generation
Publisher

Issue Reviewed

Memory
Price

Mindscape
July 1 9 9 2
512K
£ 1 9 .9 9

A throwback to the old days when isometric games
ruled the waves, D,'Generation hides its storming
gameplay underneath some 'alright graphics. An
arcade adventure in its purest torm, immensely
suspenseful and cheap as well,  you should seriously
think again if  this isn't in your disk box.

Dyna blaster
Publisher

Issue Reviewed

Memory
Price

Although the single-player mode may not inspire  much
praise llqs okay, we  suppose), the t w o
-
p l a y e r  ( o r  e v e n
FIVE player mode) will cost you months once you
begin to play I t  The most cowardly gameplay tactics
are called for (plant a  bomb and leggit) will have you
cursing even your mum should you challenge her.

Fire and Ice
Publisher
Issue Reviewed

Memory
Price

Another superb console type platform game which
shows that the Amiga can do It just as we ll as those
fiddly cartridge machines. Guide Cool Coyote around
the many leve ls in an effort to defeat the evil Wizard in
his desert domain. With unique gameplay elements
and terrific playability you'll miss this one at your peril.

Hoi
Publisher
Issue Reviewed

Memory
Price

Ubisoft

March 1 9 9 2
512K

£ 2 5 9 9

Renegade
May 1 9 9 2
512K
£ 2 5 .9 9

Ishar

Hollywa re
August 1 9 9 2
5 1 2 K
£ 2 5 9 9

A super-cute  pla tform lobby tha t consta ntly
astounds. Ho' is a  surprise  sta r on the  Amiga .
Help the  sa ur through five  bloody huge le ve ls in
one of the most smoothly playable  games ye t.
With re a l gameplay varia tion th is looks se t to
become a  time le ss wonde r.

Publisher S i l m a r i l s

Issue Reviewed E2 5 .9 9

Memory 5 1 2 K
Price  £ 2 5 . 9 9

We may disagree with the Frenchies over trivia l little
things like  Maastricht. but you've got to admit they
know how to write  damn fine RPGs. Although the hrst-
person 3 0  system is a bit like  every other youve seen
(although prettier than most),  the excellent plots more
than compensate for any sense ol dela so.

The Legend of Kyrandia
Publisher
Issue Reviewed

Memory
Price

Virgin Games
November 1 9 9 2
1Mb
E2 9 .9 9

A graphic adventure in the Monkey Island 2  model. As
Brandon, your only chance of resuscitating your
turned-to-stone Grandad is by detesting the mad
jester Malcolm (the best villa in to have appeared
in an Amiga game ye ti. Lots of truly gorgeous
graphics and an inspired player interface.
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Lotus 3
Publisher
Issue Reviewed

Memory
Price

The third Lotus instalment mixes the best of the two
previous offerings and ends up with a game which will
satisly a ll. With laps or circuits,  a  variety of race
conditions and an unusual course designer, Gremlin
have produced a real winner. You still can't wreck the
Lotuses. though!

Monkey Island 2
Publisher

Issue Reviewed

Memory
Price

What else is there left to say? The game to end all
graphical adventures with genuine humour and
gorgeous hand-painted graphics improves in every
way over the original la  ta sk in itse lf). The disk
accessing is a  trifle too much but the overall package
is one of the best you'll ever see on the Amiga.

Pinball Dreams
Publisher

Issue Reviewed

Memory

Putty
Publisher
Issue Reviewed

Memory
Price

Risky Woods
Publisher
Issue Reviewed

Memory
Price

Shadowlands
Publisher
Issue Reviewed

Memory
Price

Gremlin
October 1 9 9 2

5 I 2 K
£ 2 5 9 9

US Gold

July 1 9 9 2
1Mb

£ 3 7 .9 9

21st Century

April 1 9 9 2
5112K

Price  £ 2 5 . 9 9

Arguably the best of the Pinball duo. Dreams is a
masterpiece In programming. The ba ll movement is so
real that you'll be soon wondering why anybody
bothers 10 play the real thing. Four tables may not
sound like  much but in a  game with no e nd there is
endless amounts of game-time to be found here.

System 3
October 1 9 9 2
1Mb

£ 2 5 .9 9

A high-flyer in the charts - and deservedly so. Putty is
one of the most original games, le t alone platform
games, to have appeared in a  long time. As a  tiny little
blue blob, the player has to slip,  stretch and absorb
his way around umpteen gaudy levels, rescuing robots
from an evil wiza rds minions. Try it • you'll like  it!

Electronic Arts

July 1 9 9 2
512K
£25 .99

Hey, there are these woods, right. and - theyre  risky!
(Thanks in the main to the legions of the Undead thai
roam its moonlight-dappled pathways). Yup, we re  In
horizontal-scrolling slash-'em-up ten-dory here and not
a bad one at that, although the scrolling is a touch
'jittery in  places.

Domark
March 1 9 9 2
1Mb

C25_99

The first game to use the stunning Photoscape
graphics system. where lights actually illuminate the

surrounding area correctly. Shadowlands is a
fantasy RPG in the Dungeon Master mould.

except here the four party members are viewed
from a  'corner of the room isometric-3D angle.

8 "/0 0

94%

89%

8 7 0 /
0

84%

9 3
%

90%

93%
fAe•-•eareoe-r
-
'

-
7
/  
-  
•

-••
I

-
N
l
y
t
i
-  
N
i
n
o

lo
IV • •

0
:
1

93%

i
e
.
-  
l
t
:
1
1

Lure of the Temptress
Publisher
Issue Reviewed

Memory
Price

An impressive debut by Revolution, an English based
programming team, Lure improves over the standard
graphical adventure by way of its real character
interaction. The non-playing characters a ll go about
their own business, chatting to to each other and the
like, making this the closest game to real life  yet.

Myth
Publisher
Issue Reviewed

Memory
Price

Virgin Games

July 1 9 9 2
1Mb

£25 .99

System 3

April 1 0 9 2
1Mb
£ 2 5 .9 9

System 3  have taken a  lantastic a-bit game and
transformed it into one of the best le -bit  arcade
adventures so far. With superb visuals and eerie
sound you'll be drawn into the nightmare worlds based
on various Greek myths. Perhaps a touch too linear for
some. it's still a  must for arcade action fans.'

Project-X
Publisher
Issue Reviewed

Memory
P rice

Team 1 7

May 1 9 9 2
1Mb
£25 .99

Perhaps THE best shoot-'em-up to appear on any
home computer. Protect•A is superb in every way.
Arcade quality graphics, amazing speech samples. fifty
frames per second scrolling a ll add up to make it a
blasters dream. I t may be a little  too hard tor the
wimps among us, but dont le t that deter you.
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Publisher _  Psyg nosiS
Issue Reviewed Au g u st  1 9 9 2

Memory 1 M b
Price  £ 2 5 . 9 9

The biggest problem that players have had with 30 -
polygon take games so far is that the control method
is normally so terrible. Red Zone control is better than
most. although it still takes a while  to get used to.
Fast and frequently exhilirating. it was the best bike
game around... unlit No Second Prize  appeared.

Sensible Soccer
Publisher

Issue Reviewed

Memory
Price

Renegade
June 1 9 9 2
512K
E2 5 .9 9

Here a t The One we don't care what you OR your
mates say • Sensisoccer kicks seven be lls out of Kick
Off 2 . Admittedly the goalies are a bit,  arm, Weird' a t
times, hut that's a  small price  to pay for instinctive
control and out-and-out addictiveness. (D ort  believe
us? We ll,  you try stopping our designers playing it li
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Publisher K n s a l i s
Issue Reviewed N ove m be r 1 9 9 2

Memory 1 M b
Price  £ 2 5 9 9

From the  same boys who brought you Shadowlands,
Shadoworlds re-employs the Pholoscapt System to
good effect in this Aliens-inspired PPG. The accent s
more on action here than the puzzle-orientated
S hadowlands  a nd arguably  stirrers for  i t -  s hooting
monsters  in hall- darkness can ge t annoy ing a t lim e s .



Space Crusade
Publisher
Issue Reviewed

Memory
Price

Gremlin

April 1 9 9 2
5 I 2 K
E25,99

Space Crusade is actually one board game that
deserved to  be computerised, I I  removes a ll the fidd4
moving p last ic figures about business that made the
cardboard version a chore to  p lay. The isometric
combat sect ions add to  the already tense atmosphere
and make th is game a h igh ly ernoyabie expenence.

Troddlers
Publishe r % W i f e
Issue Reviewed O c t o b e r  1 9 9 2

Memory 5 1 2 K
Price  E 2 5 . 9 9

A puzzle  game wh ich  is fi rm ly Lemmings influenced.
Troddlers adds t o  the DMA classic b y introducing a
number o f  different leve l Object ives. I f  anything it
owes a  lit t le  more to  So !omens Key than Lemmings
with it s emphasis on b lock manipulation as a means
to guid ing the Troddlers to the leve l exit .

Vroom
Publisher
Issue Reviewed

Memory
Price

Wizkid
Pub lishe r

I sm *  Reviewed

Memory
Price

Lanlihor

Ap ril 1 9 9 2
512K
E19.99

Sadly overlooked in  the hoo-har over F1GP. Vroom
(which came out a  lit t le  earlier than the M icroProse
game) i s  an excit ing polygon-based racer that makes
up for what it  la cks in  depth with  a n if ty turn o f  speed
and huge fun factor. And  a n ice touch is you can even
see your hands turning the steering wheel to r once.

Ocean
June 1 9 9 2
5 1 2 K

E2 5 .9 9

Without a doubt the best  game that Ocean has
released in  a  long wh ile . Wizkid  a lso happens to  be
its most original (a ll thanks to those crazy funsters at
Sensible So l'ware). On the Surface it  lo o ks like  a
simple Breakout-inspired arcade game, but there is In
fact a wacky arcade adventure lurking beneath. Fun!
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0 /  Titus the Fox0  P u b l i s h e r  T i t u s

Issue Reviewed  A p r i l  1 9 9 2
Memory 5 1 2 K
Price  E 2 5 , 9 9

Another platform game with Son ic overtones that
certainly h it s the mark. Titus is a  huge and orig ina l
game with  some unique features (the Magic Carpet in
part icular). Extremely fast and lurious,  although the
size o l the leve ls is offset by the occasional paucity o f
baddies actually patrolling them,

Ultima VI
Publisher
Issue Reviewed

Memory
Price

Origin
June 1 9 9 2

I Mb
E3 I  .9 9

The la test  land  possib ly the last ,  on Amiga at least) in
the long  line  o f  quality RPGs, Ult ima VI  is by far the
best o f  the series, boast ing attract ive if  d iminutive
graphics. incred ib ly involved p lo t lines and buckets of
atmosphere. No t  everybody s cup o t  tea but an
impressive farewell (? ) to  say Vic least .

Wing Commander
Pub lishe r

Issue Reviewed

Memory
Price

Orig in
November 1 9 9 2
1Mb
C29•99

I ts the PC-to-Amiga conversion no-one thought we'd
ever see,  but here it  is and i t s  not half  bad. I t 's got
everything the PC version had and is thus lust  a s
impressive. Although the 3 0  can be  slugg ish  at t imes.
the superb feeling Of actually taking part in  a  b ig  space
campaign pu lls you through the occasional

Z o
o lPublisher
Issue Reviewed

Memory
Price

Gremlin
October 1 9 9 2
I M b

E2 5 .9 9

Gremlin certa in ly cooked up  a character to  riva l even
Mario and Son ic in  th is t ribute ' to  the sad conso les.
Fast, fu rious and manic in  every way, Zoo l is a
statement to  industry that Me Amiga can perform as
well a s the p last ic slabs - and better! There's nothing
like lo o t  to  impress your mates.

C O M P E T I T I O N
The Games Index may be dead and buried but the competition lives on,  except now it's
called the Recommended Compo (of course). As before, there are ten copies of some abso-
lutely mind-blowing software just begging to be given away to ten readers who can work
out the answer to the following brain teaser...

What is the AVERAGE mark of all the games we've Recommended this month,
11111- r o u n d e d  up to the nearest whole number?

Answers, as the cliché goes, on a  postcard or back o f  a sealed envelope to  the following
address: Recommended Compo 1,  THE ONE, Priory Court, 30-32 Farringdon Lane, London

4

E CM 3ALI. And remember to be snappy wi th your entries, as it's the fi rst ten we receive
which
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Can you believe that it 's nearly Christmas again? Actually, hem at The One, we
can because we know what 's going to be in the next issue and -  by crikey! -  it 's
got to be the best present you'll be getting this year. Just cast your eyes over

this little lot...

• &SPECIAL CHRISTMAS GIFT! m i
Yes, it 's true, we've got a little something up our sleeves that'll keep you

chuckling all the way through the festive season, right into the New Year and
probably onto the Christmas after!

• THE MAGNIFICENT SEVEN RIDE AGAIN!
There's been some exciting developments on the Amiga scene in the last f ew
months, what  with  the appearance of the A l 2 0 0  and the A570  CD-ROM drive.

So, once again we take seven self-opinionated programmer-types, ply them with
loads of free booze to further loosen their already-willing tongues, set the tape

recorder rolling at  arm's length and stand well  back. And remember - do not
return to a programmer once lit. (Wrong month -  Ed.)• *-

IP •  THAT WAS THE YEAR THAT WAS!
The One team take a step back and and review what  happened on the Amiga
games 'scene' over the last twelve months. All  the major software companies
will be quaking in their festive boots as we hold a special games ceremony to

rival the Hollywood Oscars in which we award gongs to the goodies and
•  • N t .  •  b r i c k b a t s  to the baddies. W
o
,  •e-CHRISTNIAS REVIEWS BONANZA!

Street Fighter 2, Desert  Strike, The Chaos Engine and Gunship 2000  are just a
few of the defi nites up for review next month, and there will be plenty more

besides. So don't stuff your list to Santa up the chimney until you've seen our
definitive low-downs! Af te r all, you know The One to trust.

T E  : A.
I t  January Issue on sale December 21st ton,

It's like Christmas coming four days early
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Once again, the WWF* Superstars unite for the Grand European Rampage* Tour.
Join your favourites, Hulk Hogan**,Ultimate Warrior

and many more, as they travel across Europe to square off in the ring
against tag teams like N a t u r a l  D i s a s t e r s

and the N a s t y  B o y s .
Watch them in the Squared Circle. Follow them to the Grand Finale Match at

Madison Square Garden in New York City.
Test your strength and skill. Work with your team-mate to

achieve the ultimate goal - the
E u r o p e a n  R a m p a g e *  T a g  T e a m  T i t l e .

•TRodognork of nionSports, Uc.••14..01111SogonM iulk om e m e  c l ind HOMO*, f t a c t e m a r i t s  of Mores! Entertainment Oroup, Inc.,
Seamed ctolosivelv to TillanSpoes. Mc. all ,  c h o . o c k o r  names. M onomer . Mies and logol  cite trodernagics al Titonwooris,

c 1992  All nghts

EET .CASTLEFIELD MANCHESTER M 3  412 TELEPHONE:061 832 6633 FAX: 061 834 0650


