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What, no disk?
Ask the newsagent!
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WIN AN A1200"

in our Bill's 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! Zool, Wizkid, Putty, Eye of the Beholder 2!

© PLUS! Richard Joseph speaks' Gamesmaster Live preview!
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ONLY ONE MAN
CAN HANDLE THIS MUCH
ACTION AND ADVENTURE
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The enemies prepare to blast the civilised world to Kingdom come -

e

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 yei,
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 fights ... soar over deserts ...

plunge under oceans ... and explore 200 + Javish locations. e,
o
'e.
e
Shoot the action from 4 different angles ... amaze your senses i

with the cinematic sound system ... and "play and replay ' with

3 challenging paths to saving the world from Hitler's fury ...

U.5. Gold and Lucasfilm Games present two thrilling versions of
this feature game to test your nerve and brainpower -

INDY IV GRAPHIC ADVENTURE and INDY IV ACTION .

The ACTION game dishes out all the excitement you can handle in

a breathless race against evil. The GRAPHIC ADVENTURE Game

* tests your 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.

INDY ACTION AVAILARLE ON: Amiga, PC &
Compatibles, Atari 8T, Amstrad 128k only ) and

1Y
E, Cfid Cassette & Disk and Spectrum casseile.
INDY ADVENTURE AVAILABLE ON

Amiga, PC & {:r|m|nl.i:'|'.||.l.':.

Sereen shats are oy intended o be
illmstrative of the gameplay and not e
SETEE -!1-.||l|h s which vary considerabhy
herween different formats in gquality and
apprarane and are sulsjeoi 1o ibe
computers specilication,

-
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Used under suthogisation by U S.Gold Limbted, Units 25, Holford Way, Holford, Birmingbam, B8 TAX, Tel 0121625 1368, All ocher trademarks are acknrhedged as the property of their respective avmers.
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15 NEWS |
What a month! Sensible Soccer DISKS ll--ll-“‘---s""
V1.1 rears its not-unattractive This month we're proud to pre-
head and those Lemmings sent what we believe to be the
creatures return for more mayhem. | finest pair of disks ever to m
uumpmﬂ magazine. slmk'um
21 LETTERS and see... R
Blah, blah, blah, blah, blah, blah, = N "‘:

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.

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 A1200 - THE
DREAM MACHINE

Last month Commodore 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.

Now it can be told. Fresh from the suc-
cess of Assassin (and just about every
other game they've released), Team 17
reveals the true story behind its upmhi;i
amphibian antihero, ﬁu nd-nped Supuhﬁ
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WIN AN A1200!.........94

Yes, your chance to win one of these new won-
der Amigas in our great Bill's Tomato Game
compo. By the way, don't forget the in-depth fea-
ture on the machine on page 44!

96 SUBSCRIBE!

We know you'll love this issue so
why not get The One sent to your

house every month for a year?

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!

99 KILL ZONE

The usual definitive guides to all
the hottest games.

113 PD ZONE

Games!? For free!?!? No, you're not
dreaming - it's 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?

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.

126 RECOMMENDED

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

B T =

W.W.F. EUROPEAN
RAMPAGE.........36

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.
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GAMES FEATURED IN THIS ISSUE
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21
0
4
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16
13
10
124
122
121
EYE OF THE BEHOLDER 2 TIPS
122

REVIEW 18
62

82
1

PUTTY TIPS [ 99 |
5

84
16
33
124
28
65
80

WIZKID TIPS

Z0OL TIPS
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We've spent a year, ensuring that both "Desert Strike ™"
and "Road Rash™" come to you with all the enhanced
graphics and sound quality that you've rightly come to expect
from your Amiga.

The Middle East's looniest dictator is about to nuke
anyone who stands in the way of his mad ambitions.

A desperate US President turns to you to undertake a

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




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

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

The other competitors are not the only danger as you

Available on Amiga
and Sega™ Mega Drive™

3ega and MegaDrive are Trademarks of Sega Enterprises Lud.

-

-

ELECTRONIC

Electronic Arts, 90 Heron Drive, Langley, Berks SL3 8XP Tel: 0753 549441 Fax: 0753 546672,

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

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

are at last yours.

Ce

—
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+ The Bitmap Brothers -

THE (HAOS FNGINE

=

. TIME FOR CHAOS -

Atari ST (STE Enhanced), 1Meg Amiga & PC + 1 or 2 Player
C1, Metropolitan Wharf, Wapping Wall, London E1 955.

Tel: 071 481

2214

1992 The Bitmap Brothers. Published by Renegade.
- Fax:

071 4ABD 5690
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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 fitting 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.

BOOT

STREET FIGHTER 2
McDONALDS LAND

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

STREET FIGHTER 2

US Gold

ou may not be able to play this demo but we decided that
because there's so much interest out there on ‘the streets’, we'd
give you the opportunity 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 will be full up with beefy sound
effects.
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McDONALDS LAND

Virgin Games

f you're sick and tired of your console-owning friends trying to ram Mario
down your throats, give them this Big Mac to chew on. There's the whole
of the first world for you to try in this EXCLUSIVE demo.

IS McDONALDS'" COLA OKAY?

Once the demo has loaded you'll 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 full game). If 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'll find your-
self on the level-select screen. You'll need to reach the end of certain lev-
els before the demo will allow you to progress on to the latter levels (i.e.
you need to complete Level One before you can try either Two or Three)
but you do not necessarily need to find the pass to exit - just reach the fin-
ishing line and you'll return to the level-select screen.

SENSIBLE SOCCER V1.1
1992-1993 SEASON ........

ed by the number over his
head) and a quick tap on FIRE
will pass the ball to the nearest
colleague. Holding down FIRE
for slightly longer will make
ou've been screaming for the player shoot and you can
it, so we'll give it to you. apply after-touch by moving
Here's the opportunity to the joystick in another direc-
try for yourselves the spectacu- tion just after the fire button
lar upgraded version of the has been released. You can
most popular game of the year. curve or lob the ball with just a
Red cards, yellow cards, new simple joystick manoeuvre but
teams... The list goes on but there's far too many varying
the most significant improve- shots that can be performed to
mmﬁ-MH describe in detail here so it's
pagoalies and the back- probabiy best to experiment
pass rule. Now, if you attempt f during play.
to knock the ball back to your RS s You can call up a replay at
keeper, you'll actually be between Sheffield Wednesday  and you're both rubbish then  any stage by pressing the R key
placed in control of the goalie .4 Lazio. Unfortunately you  the potential is there for an and you can leave the replay by
allowing you to either clear the ... choose which of the extremely long slog. pressing FIRE. When a goal is
b-llnilhnulhrh.r;nhﬂ:r two teams you want to play so scored, a replay will show the
:;H.Hhhﬂumulﬂon_ 5 in the one-pleyer game you'll CONTROLLING THE goal being scored again in slow
AR play as Sheffield Wednesday. GEEZERS motion and you'll need to sit
u: . describing There's no set time limit on the py_ .0 eick will move the through the intro screen for a
wﬂ.m“m A ::lh-ll'nlllnnlynﬂ-hni player nearest the ball or in few seconds before you can
back i
s it """"" “"wmh b!."“’"" player o ocsession of the ball (indicat-  jump nto the game.

CREATURES

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 ereature in the standard way by mov-
ing the joystick in the direction you want him to trav-
el,

ou must work out what to do and in what order

S queezed in at the very last minute comes this

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

Once actually in the game proper you'll find that
LEFT and RIGHT will move you in those directions,
UP will make you jump and DOWN will make you
crouch. Pressing FIRE when standing next to a yel-
low block will allow you to pick it up. The block can
then be used to knock out the cutesy critters roaim-
ing around; throw the block in the direction you're
facing by pressing FIRE again. Blocks with red gems
in them can be used to fill in the invisible platforms;
just pass over the platform whilst 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 look like red blocks embossed with a yellow McDonalds ‘M’) and return them to the Club-
house. If you manage to do it the demo will end and you'll be able play it all again. Why not try for the
full six?

One final point - if you eventually want to reset your computer (which you probably will) you'll find
that the demo will remain in the system and you'll need to physically switch of the machine for a few

seconds before everything is restored to normal.

nowing you lot as we do, you
Kpmba.bly haven't read the glow-

ing review of No Second Prize by
Mr Whitta in this very issue yet. | sug-
gest you pop over to the reviews section
and have a quick gander at what the
game's 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. | 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 demao will launch
into a kind of rolling dema 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 Tralning by clicking
on it with the left mouse button. You'll
then be asked to select which leather-

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
comners 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 dicking on the course and again
on the CHOOSE button. If you wish to
see more info on the track before final-
ly selecting, then click 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 setting
for beginners), whether you want man-
ual or automatic gears (manual for
novices) and then prepare to race. After
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'YA WORK THIS

BIKE THING? .
Well, it's as easy as riding a bike (yeah,

NO SECOND PRIZE

| know it's crap but | 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 17 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 placed back at
the main title screen from where it is
possible to do it all over again.

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.

DAMN AND
BLAST AND
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 ane duff one and you were
unfortunate enough to pick it.
Never mind, though, because help
is at hand. Just pop it in an enve-
lope with a SAE to the value of
28p and send it to:

The One Coverdisk Returns,

PC Wise,

Dowlais Top Business Park,

Dowlais,

Merthyr Tydfil,

Mid Glamorgan CF48 2¥Y.
and within a few days a working
copy will be winging its way your-
house-wards. If you think you
have a problem which you think
can be solved over the dog and
bone, you can call the chaps at PC
Wise- on their Helpline: (0685)
350505 between 10.30 am and
12.30 pm on weekdays.

THE SMALL PRINT
1. Whilst wee here at The One make every effort to
chick the coverdisks for all known viruses, we can
accept no respondibility for damage caused by
viruses which may have escaped our attention.
2. The One and its retaibers are not Kable for any
unnotified changes to the contents of the
coverdisks which may occur.

£ 008
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THE THREE BEST SELLERS
OF 1991-1992
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ATION OF ALL TIME

WWF*
WRESTI.EMANIA*
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TERMIIZNIATOR'"

A hi "You'll keep coming
A h"! pure and back, just like the
5|mple. Terminator itself.
Get hold of this one, it's
Exce".em almost as mean as
opening Arnie!"
animation. COMMODgRE Magazine
4%
Once youve  wariety is definitely the
] ' winning ingredient with
played I YOU““ Tegrmigutorz."

be _hook COMMODORE FORMAT

'Where other
wrestling games fail WWF
succeeds.

WWF 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."

e

L1 FIGHTS RESERVED. ALL DIESTIN
S OF TITRMD [I ij I\-( 191 ||_ EHIﬂ.H-NI-ﬂID
!| 8 ARE TRADEWARIS DF WARY ElE TERTARMENT GROUP IRQ
I]I HEPORTS, INL © |99 ALL RIGHTS RESEIVED

TRAD: Wt CHARACTER RAMES
LIBEWESSES WD LGS ARE TRA

OCEAN SOFTWARE LIMITED - 2 CASTLE STREET - CASTLEFIELD - MANCHESTER - M3 4LZ
TELEPHONE: 061 832 6633 - FAX: 061 834 0650




On the three planets of the Magna Amiga 1 Meg only £25.99

R e e e Atari ST | Meg only £25.99
uxireme. just & few personmel, & IBM PC & Compatibles £34.99

Galaxy-class space statlon and the
most powerful weapons
development facllity the Unlverse
has ever known.

II But now you have a problem. The

ENSTAR

regular dally contact schedule on the
sub-space statilon network with
Magna 6 has gone a bit qulet. Well,
sllent actually. In fact, you have had
no word from the facilkty In 2
months. ’
You need to send trusted yet '
expendable men In to get answers
and carry out a discreet, efficlent
operation.

Pick your four man team and "Deep
Sleep”, the cryogenic computer will
keep them In suspended animation
untll they arrive at Magna 6, an
Iinterstellar journey of almost 17 ;
months. And then walt for their S
report. But what possible
explanation could there be for
trouble on Magna 6 - there is. el
power In the unh' e

Y supaast you rush out and Ly
it Dz ddisiaiy”
D% Al Posrer

il R S g
astlés to blow away...I was'§
highly Impressed. .
85% CU Amiga

‘Undoubtedly a very polished,
( sophisticated and enjoyable
role player and a bilg one too”
88% The One
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| © KRISALIS SOFTWARE LTD. TEQ%MASW, DOW/NS ROW, MOORGATE, ROTHERHAM, S60 2HD TEL:0709 372290
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hey're back, they're bad
and they're totally bonkers!
Those lovable 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 from 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 the hapless mammals
from extinction by guiding them
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 other such
radical changes were porkies - but
the gameplay has been spiced up
somewhat, with the major differ-
ences revolving around a pivotal
change in the game's overall objec-
tive.

The story behind Lemmings 2
goes that the Lemmings have been
split up into twelve separate tribes,
each with their own set of abilities
and each with their own set of lands
to traverse. The object is to get each
tribe through their landscapes to
collect a piece of a magic amulet
and then meet up with all the other
tribes at the top of the world's cen-
tral mountain.

The twelve themed tribes include
a circus tribe, arctic tribe and, of
course, space-age tribe, and the
player can switch back and forth
between them at will, which should
make for a less linear game struc-

S s il o B i —

OH YES! IT’S
LEMMINGS 2!~

ture. There are plenty of new Lem-
ming abilities, so now they can float
along on balloons, ski, fire arrows,
jump, drop bombs and even play
the guitar! They can also fall any dis-
tance without getting squished,
which should mean less nightmare
“0Oh no, they're all getting killed”
scenarios.

Featuring over 100 levels split
over the 12 lands, Lemmings 2 has
once again been produced by
Dundee-based coders DMA Design,
who also have Walker and Hired
Guns in the pipeline for next year.
It's due for release on the 24th
November (which should mean any
day now by the time you read this),
with a full review in the next issue of
The One. Hurry hurry hurry!
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t certainly did. Since we first
announced that Renegade
would be releasing a new and
improved version of Sensible
Soccer, our phone hasn't
stopped ringing - well, it did after
we took it off the hook. Suffice to
say interest in the new V1.1has 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 to our utter
brilliance, you'll actually be able to
get a playable demonstration of
some the 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 product a
full review because it's a bit of an

THE BEST JUST
GOT BETTER!
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odd one, but we had to find an
excuse to give it a thorough playtest
somehow, so we thought we'd
bung it in the news and offer our
opinion on all the new features...

NEW GOALKEEPERS

These actually do make all the dif-
ference, we feel. In the original ver-
sion the keepers were pretty inept,
letting in some very easy shots and
taking ages to recover from diving
saves, thus leaving the goal
exposed. Some radical recoding now
has the keepers not only recovering
more guickly, but also catching the
ball properly, jumping to pluck it out
of the air, punching it away and,
when it's just too hard to catch, tip-
ping it either over the bar or away
to the side, rather than straight back
out into the penalty area where
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another striker can have a shot.

However, they've developed
some new faults too - they seem
strangely susceptible to straight
shots aimed near the posts. But at
the end of the day, they're a massive
improvement and make for a much
maore entertaining game.

RED AND YELLOW CARDS

These are fun - although in our
demo it's difficult to see the full
effect of them because you're only
allowed to score one goal before the
game ends. The strictness of the ref-
eree differs from game to game, but
all the refs will severely punish abvi-
ously cynical professional fouls.
Chopping down a player from
behind as he races towards the goal
for a shot, for example, would earn
an immediate red card. It certainly
put a stop to some of The One's
hatchet-men players, who in the
average five-minute game, soon
found themselves reduced to eight
men and completely unable to
defend their own goal! This new
addition 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 fun
sometimes to control the keeper,
running him right down the field
with the ball - although 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.

MEW SEASON'S TEAMS

Well, this is just one for the enthu-
siasts, really. Tottenham and Arse-
nal, amongst others, have been
removed to make way for the new
teams, like Lazio and Grasshoppers
Zurich. In the national league, the
CI5 has been replaced by indepen-
dent teams from Russia and the
baltic states - Slovenia, Latvia, Esto-
nia, Croatia and the Ukraine. All new
transfers have been taken into
account (there's no Gary Lineker in
the England squad, and Des Walker
now plays for Sampdoria for exam-

STRI

...Top American publisher and
developer Interplay has just set
up its first UK office in London,
with 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-
guest 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
new development team while
they were out there. Negotia-
tions are underway and we
have a good idea of who the
mystery proggers are, but it
might be a bit dodgy to let on
at the moment. Suffice to say
that they've already written
two very good Amiga games...

...5taying with 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 it'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 of
comedy custom teams, including
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 addition to the Sensible Cup,
League of Nations 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 19947
Here’s your chance to find 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 thumbs-up from us here at
The One - you only have to look at
how often the games room is
packed full of the magazine staff to




...Not too long ago, a little bird
told us that a certain major
software house was on the
virge of signing Lennox Lewis’
name to a forthcoming 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
potentially 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 Lucasfilm 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
i ‘month's Indiana Jones and the

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 - well, there really ISN'T
any excuse anymore. You'll be
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TEASERS

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...

...Did we dream it or did we
actually hear a rumour the
other day that top rave pop-
sters The Shamen might just be
providing the music for Andrew
Braybrook's Uridium 27 Nah,
surely not...

...Meanwhile, The Sales Curve
has picked up the licence to The
Lawnmower Man Il, which will
be released into UK cinemas
late next year. It 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 with 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 Mational
Children's Home. So now's your
chance to do your little bit for
charity...
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WIN A
SUPER
NINTENDO
PLUS...

STREETFIGHTER |

\ 3 "-_I
W Win a weekend for
four in magical

EURODISNEY!

h 0839 404077 4

0839 404073
WIN THE FANTASTIC

SUPER SCOPE AND A
SUPER NINTENDO

WN A SEGA
hEGBMEHM&ENE

WIN THE
MOUNTAIN BIKE

-UPTO A VALUE
OF £200!

0839

0839 404071

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

pleased to hear that the new version
will be in the shops by the time you
read this, and that Renegade are
now upgrading disks for existing
users - call them on (071) 481 9214
for more details.

PIC-A-CART

THE GAM 1F "."J'HE RE 1'1"||

FROM III" P TlTLE
0839
404078

IMS Lid, P CL Elcu: 28
Mortham M1 5DS -
Calls cost cheap} 48p
r min a t er times).
call time 7.5 minutes.
Il competitions end
31.1.93. Please be sure zuu
have permission to ma
this call.
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| SILICA
GETS
ZOOLY

f you're not already the proud
owner of an Amiga, we've got
two things to say. First of all,
what on Earth are you doing
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 Zool pack is free with any
Amiga (A500, AG0OD, A1200, A1500
and COTV Multimedia packs) bought
from Silica's stores at the moment,
and comprises over £127 of top soft-
ware. You get Zool (of course), 21st
Century's Pinball Dreams, Rage's
Striker and some word processing
thing called Transwrite to keep the
sprocket-heads happy (well, as
happy as they'l ever be). And... erm...
that's it. So if you've plans to
upgrade your Amiga, why not cadge

some top software into the bar-
gain? Come on - you know it
makes sense.

ornby Hobbies, better
known for its R186 Signal
Box and handheld video
games, has made a break
into the Amiga hardware
market with a new super-sophisti-
cated joypad controller.

The American-designed Turbo
Touch 360 controller bears a striking
resemblance to the Sega Megadrive
joypad (indeed, it 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, the
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 for quicker on-screen
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 with some 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 in time for Chrimble,
priced around £20. Why not ask your
Granny for it?

charts Month Ending 28th October 1992

FULL-PRICE TOP 40

ZOOL (Gremlin)

LOTUS Il (Gremlin)

ASSASSIN (Team 17)

SENSIBLE SOCCER (Renegade)

FIRE & ICE (Renegade)

SILLY PUTTY (System 3)

PROJECT-X (Team 17)

BEAST Ill {Psygnosis)

LEGEND OF ISHAR (Silmarils)

10 MONKEY ISLAND 2 (US Gold)

11 OH NO! MORE LEMMINGS (Psygnaosis)
12 MINI OFFICE Il (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 ESPAMNA 92 (Ocean)

23 PGA TOUR GOLF + (Electronic Arts)
24 MAMNCHESTER UNITED EUROPE (Krisalis)
25 PRO TENNIS TOUR 2 (Ubisoft)

26 KMNIGHTS OF THE SKY (Microprose)

27 DYMNABLASTER (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)
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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

LOTUS ESPRIT TURBO CHALLENGE (GBH)
PANZA KICK BOXING (Kixx)

DIZZY PRINCE OF THE YOLKFOLK (Codemasters)
TREASURE ISLAND DIZZY (Codemasters)

F-16 COMBAT PILOT (Action 16)

FALCON (Action 16)

SUPERCARS 2 (GBH)

CAPTAIN DYNAMO (Codemasters)

POPULOUS (Star Performers)

NORTH & SOUTH (Action 16)

JAMES POND (GBH)

MAGICLAND DIZZY (Codemasters)

BLADE WARRIOR (Mirror Image)

SWITCHBLADE Il (GBH)

GOLDEN AXE (Tronix)

BATMAN THE MOVIE (The Hit Squad)
FRANKENSTEIN (Tomato)

TURRICAN 2 (Kixx)

JACK NICKLAUS GOLF (GBH)

FANTASY WORLD DIZZY (Codemasters)
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The One's monthly Amiga charts are compiled by
Microbyte.




BETTER GRAPHICS.
BETTER SOUND.
BETTER SOFTWARE.

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

CDTV also gives you access to over 3,000 Amiga titles
and over 100 CDTV discs, covering everything from arcade

—t— quality games to education. And
""" | CDTV can be used as a regular audio
CD player when connected to your stereo. The Amiga

—

I_n_. —

CDTV Computer Pack, complete with qwerty keyboard,
disc drive, mouse and infra red remote control can be
yours for only £49999 including our free Pubiic Domain
Collection disc. The Amiga CDTV Player Pack comes in
even lower at only £399.99. All of which proves one thing.

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

anything better than the Amiga CDTV.

THE WORLD'S MOST INTERACTIVE INTERACTIVE HOME ENTERTAINMENT SYSTEM

COTY 15 AVAILABLE AT SELECTED STORES OF ALLDERS, CALCULUS, COLOAVISIIN, COMET, DIXONS, TECKO, TEMPO, VIRTUAL REALITY AND ALL LEADING |NCEPERDENT COMPUTER SPECIALIETS, IRCLUDING NASCR PRICES CORRECT AT TIME OF GOING TO PRESS S10/82




LT. COL H.M.Ross.

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

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

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

This simulation is based on
the informertion that is
available and issproduced by
people who have a great deal
of admiration for the people
they will never know.
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Letters

Did you know that we're
incredibly lucky? Some people
have no friends at all and spend
their lives trying to meet some
mates or something. But not us,
oh no, we're positively
overwhelmed by the number of
letters we receive every month.
Unlike other mags, we like to
think we have a special close-knit
relationship with all our readers -
it's like one big happy family,
don't you think? If you want to
have a natter with yer old The
One, then the address to write to
is: Letters, THE ONE, Priory Court,
30-32 Farringdon Lane, London,
EC1R 3AU. Oh, and you can Fax us

as well (well, not

‘as well" - one

or the other will suffice) on: 071

972 6710.

HYPED TO
EXCESS?

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

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

| feel this is one of the many
examples of The One rating a game
on the hype surrounding it rather
than its actual gualities and | have no
doubt that this will be the case when
US Gold release Street Fighter Il. | feel
that if 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, | think your
comments are fairly unjustified.
Sure, we gave Zool 87% - a
respectable mark for what 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 it received. How can you
accuse us of hyping it excessively
when others have marked it far high-
er? We will evaluate Street Fighter Il
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,
| was wondering whether, as Elec-
tronic Arts have converted John
Madden and Road Rash from the
Megadrive and have plans to convert
Desert Strike, they'll also convert EA
lee Hockey? | have played this game
on my mate's Megadrive and
thought it was excellent.
Darren
Sta

ler,
ord.

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 | tried to pull out this month's
Kill Zone it wouldn't come out, so |
gave it another tug and nothing hap-
pened, | wasn’t going to give up the
battle but with the next pull | ripped
the section into three pieces and
there was still some of it left in the
magazine! 5o now I'm a Kill Zone
short and very cheesed off! Could
you please do something about this.
Ben Jell,

Darlington.

Oh dear, you want to calm down
slightly. The reason you can't pull
the Kill Zone out is because we have
now gone perfect bound - some-
thing which, judging by the
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, | think your
mag is brill. Anyway, on to business
- | was reading another magazine
(shame on me!) when | noticed that
they gave Jaguar XJ220 98% when
The One gave it 85%. Okay, | know
different people like different games
but how come theirs is such a differ-
ence in ratings and who should |
trust?
James Grant,
Brentwood.

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

agent and top FISH operative neads
you bo work with him in the fight |§
against the dastardly Dr Maybe
and his evil organisation JAWS!

Jain FL5H now and become a Super
Sheuth| Your brilliont Agent's Pack

Codebook, Identfity Card, Training
Handbaock, Recognitien Manual,
Sticker Sheets, 3 Mission Briafings,
Special Equipment Guide, a Board
Game and much more|

JAMES POND
NEEDS YOIJ'

Jus Pond the famous u e -.-

contains: Briefing Dossier, Agent EZ

SEND FOR YOUR TOP SECRET
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MISSION PACK TODAY!

#You will be sent 9 further FI3H
missions through the post,
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for all Agerts with special prizes.

® High quality FISH merchandise is
available poly to FISH Agents

# Become a SPECIAL AGENT and
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special TOP SECRET buff envelope.
DOM'T FORGET TO TELL MUM OR DAD
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there’s no doubt about that but
98%7? 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
palicy.

FUNNY FOOTY

Dear The One,

| am writing about Stephen Paul's
letter on Sensisoccer 2. | agree with
all his points for improvements but |
have my own. Firstly, when a player
becomes injured | think a person
should rush onto the pitch and treat
him. Whilst this is going 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 and the 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, hit 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 QPR then Black-
burn Rovers. Please pass these points
onto Sensible Software and tell them

| can't wait for Cannon Fodder,
Mark Rigby,
New Lon n.

Well, all | can 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 with linesmen
waving a little 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 should run a different
speeds,

Could you possibly do a feature
on the new Amiga 12007 including
its capabilities and if it will run pre-
vious software.

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

Lastly game releases. Do you have
any clue iff'when Graham Gooch

Cricket will ever come out? And

why has it taken so long? Also is
anyone going to make a decent

R, S o Ep— i . N ———

PIRACY HEADING AHOY!

Dear The One,

Lots of people copy games and | 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. | 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 | went to a car boot sale and there was a stall selling
copied games such as Zool, 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.

I myself have only original games now, although in the past | have
used copied games. Original games are so much more fun to play than
copies and it makes sense to buy the original games. 5o 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.

| would like to see more information about the effects of pirating
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 die and companles will turn
to pirate-proof console software to earn their money (as is already start-
ing to happen in some instances). | 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,

Hullbridge.

P.5. 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 1p, we duly spent it on vari-
ous consumables.What we really
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 | 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 missing
from the original game that could be
implemented in 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 World
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 to The
Empire Strikes Back (and that was
bad enough).

| 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 27
You could add a bit of trading and
interaction with a few people, then
repackage it and call it something
different like, oh, | 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 Il has to be one of the
best arcade games to have appeared
over the last few years. Seeing as
how it's being converted to the
Amiga | have a few questions. Will
Us Gold be releasing a special six-
button joystick to simulate the
arcade cabinet's controls? Is it as
good as the Super NES version? Does
it look good? Are all the special
moves in there? And, finally, when
does it come out?
Lee Michaels,
Bradford.

0Oh Geod, not Street Fighter Il again.
The answers to your quezzies are:
No, Possibly, Yes, Yes, Soon (but not
necessarily in that order).



EDWIN BUYS THE MAGICAL PAINTS,
UNAWARE OF THE HAVOC THEY
WILL CAUSE

b eI e00e”
L 008e © ' eDal

WATCH THE CREATURES OF
HIERONYMOS BOSCH
COME ALIVE

AVEL THROUGH THE
PRESSIONIST WORLD
OF GEORGES SEURAI

[m———

£ and most of all hours of entertair
' Fatai Strokes is simply the art of adve

INTERNATIONAL COMPUTER ENTERTAIN

u ev 3333
h.\‘ ;,;;.Hz i5§ o

INTERNATIONAL + COMPUTER +« ENTERTAINMENT
BRIDGE HOUSE MERRYWALKS STROUD GLOS GL5 lQA1




— s, Ml - = i el Y S U WS S S R S S S S ¥ | B ———

_ econdﬁzq Y

@ "ouT NOW FOR

A 2| AMIGA AND
. ¥ ATARI ST!




You've seen the programme, you've flicked 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 lowdown on the show that’ll set

the standard for all shows in the Future.

ver wanted to actually
meet THE GAMESMASTER?
Shake hands with DOMINIK
DIAMOND? Rub shoulders
with THE ONE TEAM? Look
at all the LATEST RELEASES? Well
now's your chance because the
GAMESMASTER LIVE exhibition is
coming to town (well, Birmingham
actually, which is a city not a town
but you know what | mean). Open
on the 4th, 5th and 6th of December,
it promises to be the BIGGEST, the
BEST, the SEXIEST and the GAMES-
MASTERIEST computer event this
side of the second millennium.
There'll be a huge Gamesmaster
set hosting squillions of on-stage
challenges with prizes galore and
you'll be able to compete against
top-notch celebrities and gaming
experts. Of course, all the important-
bods from the computer industry
will be there so you'll be able to
make many new friends and chat to

the guys (and girls) who have
become stars in our little world of
computer entertainment.

The stands themselves promise to
be quite spectacular with most of
the major software companies in
attendance, many with huge spe-
cially themed areas boasting rides,
promotions and even a spectacular
laser light show. There will be mil-
lions of discounted bargains (both
hardware and software) so if you
take your wallet you could pick up a
few great deals.

The show itself is a multi-format
affair, with the Amiga being featured
particularly heavily so you'll be
offered the opportunity to check out
the newest games and also see
exactly what platform games the
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
with really bruised shins from kick-

ing yourself after you hear how good
it was from anybody with an ounce
of sense who attended.

As a service to you, the reader, we
rang up most of the software com-
panies to see exactly what theyll be

up to, the games they'll be promot-
ing and, perhaps most importantly,
what you'll be able to cadge off of
them.

VIRGIN GAMES

The publishing force

that is Virgin will be

demonstrating a num-

ber of forthcoming
Amiga releases at the show includ-
ing Cannon Fodder, Rookies, Lands
of Lore, Dune 2 and, so we're told,
a top-secret game from Cryo (the
people behind KGB). Best of all,
though, will be the chance for all you
gamesters out there to see the excel-
lent Apocalypse for yourselves and
maybe even participate in the game
challenge.

Possible freebies: A load of T-shirts

and posters.

D{ JMAR

DOMARK

If you're looking for the James Bond
Austin Martin car then - hey! - look
no further because those Domark
types have only gone and nicked it
and plonked it on their stand, the
blighters! If that wasn't
enough, the James Bond girlies

will be present in all their
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glory, doing whatever it is that
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 particular stand.
Possible freebies: Maybe, just
maybe, a few glamour ladies.

Us GOLD
If you go down to the show today
{or in December) you're sure of a big
surprise. Not content with simply
having one of those ‘stand’ things,
the chaps at US Gold will be found
on a huge 5treet Fighter 2 set.
There'll be a wealth of on-stage
Street Fighter challenges which will
probably be hosted by a Mr Dominik
Diamond, whoever he may be. US
Gold are also promising a top-secret
fairground ride which will be so
scary that you'll have to take a
strength test before you are allowed
on it (and that's true). You'll also be
able to check out the fine-looking
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 kind of mas-
sive interactive racing simulation in
which up to fourteen people can
compete simultaneously. Gremlin's
stand will also contain various Lotus
head-to-head challenges and Zool
will be milling around desperately
trying to socialise (make sure he
doesn’t do that flying chop thing on
you, though).

Possible freebies: Posters and the
rather tasty Chubba Chups lollies.
Mmmm.

THALION
Those German fun-
sters at Thalion will
be heavily promaoting
their Airbus series of
flight sims with a 25ft section of a
real Airbus at the show. You'll be
able to walk around the cockpit and
play with all the knobs and dials but
banish all thoughts of walking off
with any plane parts because there'll
be members from the G5G (the Ger-
man eguivalent of the SAS) to stop
kids doing just that. As well as all this
Thalion will be pushing their top-
notch latest games, Lionheart and

Mo Second Prize.
Possible freebies: None what-
soever (that's also true).

ELECTRO®NIC ARTS®
ELECTRONIC ARTS
With two strong Amiga 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 prominently and the
whole stand is devoted to a bike
theme. There will be some rock-hard
geezers walking around the show
wearing chains and the like as well as
a yet-to-be-confirmed tattoo parlour
where all you kids will be able to
sample the delights of skin art (which
will, we hope, be removable).

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

OCEAN
The Mancunian Software
Giants will have the biggest
ever video wall showing all the
latest game releases and film
clips from the Lethal Weapon
films and The Addams Family.
There'll also be two huge 60ft
Helter Skelters running on free
play, so to speak, with helmet-
mounted cameras which will film
you sliding down and display all
the action on the video wall. A
nifty laser show will be projected
onto the ceiling for all to see,
depicting all Ocean's forthcoming
releases and there’s a rather groovy
competition to win every (yes, EVERY)
piece of leisure hardware and the
entire Ocean back catalogue.
Possible freebies: Stickers, posters,
Pushover demos, etc, etc.

ON TOP OF ALL THAL...

-..Colin Curly (the lovable dog from the Quavers ad) and G.1.
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
goodies from Commodore, Ocean and Smiths Crisps...

COMMODORE

The A1200 will be featured heavily at
Commaodore’s stand along with the
AB00 and the CDTV. This will be the
place to get your grubby little hands
on the Amiga 1200 and find out just
how good it is for yourselves. Also on
show there should be A1200-
enhanced versions of Wing Com-
mander (which is simply breathtak-
ing on the new machine), Gremlin's
Zool (which now looks better than
any console game - fact) along with
a couple of other undisclosed pro-
grams. Commodore will also be
heavily involved in all sorts of com-
petitions and you may be the lucky
owner of an extra 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.

...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 joy-
sticks, will have a Bar Fly Rig at 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...
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From the programmers of ‘DUNE’

KGBX

BUREAUCRACY
KILLS

N
THE/SOVIET
UNION.
August 1991.
The worlds
most powerful
secret organization
is about to go out

of control..

PC & Amiga

Screenshots may be taken from a difiereant version
NGB the games, (C) CAYD Interactive Enteriainment
(P) 1992 Virgin Games, Ltd. All rights resarved.
Virgin Games Ltd. 338A Ladbroks Grove, Londen W10 SAH




At least that's what Team 17, hot from
their latest success with the high-speed
blaster Assassin, are hoping. Superfrog is
the company'’s first foray into the world of
cutesy games - but can the boys who have
made a name for themselves with hard-
edged shoot-"'em-ups like Alien Breed and
Project-X go soft? Gary Whitta went to

(Abowve)
Superfrog's
space-based
interlude
seguence is a
comic tribute to
Project-X. Ho-ho.

(Left) Top action
from the game's
second level, set
in a dank, creepy
castle. Can
Superfrog leap

hidihididid

these spikes in a

find out...

obody likes a person who
N gets it right all the time. But
as long as Team 17 keeps
doing just that and knocking every-
one else’'s arcade efforts for six on
a frighteningly consistent basis,
nobody’s likely to complain - least
of all the army of Amiga gamers
who snap up their wares by
the truckload. In the
last eighteen months
the company has risen
from obscurity to one
of the highest-profile
publishers in
the business
today, with
three 0%+
winners out of
three in the
shape of Alien
Breed, Project-
¥ and last
month's Assassin,

LL

Now the working-class heroes from
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.

Superfrog is currently being pro-
duced by the same Sweden-based
duo that produced Alien Breed and
Project-X - programmer Andreas
Tadic and graphic artist Rico
Holmes. Team 17 boss Martyn

Brown is, as usual, project
manager. But for a team usu-
ally associated with produc-
ing hard-bitten blasters, a

software cutey like Superfrog
is a surprising change of

direction. ”l suppose the idea came
from a whole bunch of games, par-
ticularly stuff like Sonic and Magic
Hat on the Megadrive,” explains
Rico. “I've never really been much
of a fan of that sort of thing - well,
not until I'd played the newer ones.
Lots of people have since jumped
on the console-style platform band-
wagon and with ourselves having
one in development, | suppose peo-
ple will point the finger at us too.”

“Despite what's been written
recently, there still hasn't been a
game on the Amiga to rival Sonic
and Mario - the most important
aspect being the playability, not the
speed,” says Martyn. I think my
favourite is still Great Giana Sisters,

PROJECT: Superfrog
PUBLISHER: Team 17
DEVELOPER:

Martyn Brown

(Project Manager)
Andreas Tadic (Programmer)
Rico Holmes (Graphics)
Allister Brimble (Sound)
INITIATED: Mid 1991
RELEASE: Jan/Feb 93

single bound?

that Mario Brothers rip-off that got
banned a few years back. | was a lit-
tle disappointed by Zool after all the
build-up. If anything Gremlin were
just a little too ambitious trying to
get so much action on screen and
when it slowsfjerks in places it
doesn't look too hot.”

50 what is it that will separate
Superfrog from the vast majority of
Amiga cutesies? "It's hard to put
your finger on it,” says Martyn. “The
character is very strong 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. |
think he's aesthetically pleasing, or
something like that. He looks funny,
pulling faces and so on, and the
idea of throwing your little 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 floating about
for ages and the firm plans to do a
cute console-esque  platform
game,” adds Andreas. “It's just that
with other things, it's taken a while
to get around to it.” It certainly has
- according to Martyn, the first
mock-up screenshots of Superfrog
were being shown even while the
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original Alien Breed was being
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 in other
games,” he continues. "This | 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 Mario.”

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.”

5o 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 eracking 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
lacks 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, the frog turns into
Superfrog, a frog with super
strength, guile, daring... with a
smart red cape and a Geordie
accent. With one mighty “Alreet!™
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 to grips with this 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!

‘CAPCOM'

Available on: Spectrum casselle,
C64, Amstrad CPC cassette & disk,
Atari 8T, Amiga and PC Compatibles
Sireei Fighter 11 1882 Capeom USA Ine. All rights reserved. Street Fighter 11 is a

registered trademark of Capeom USA Ine, Manufactured and distributed under license
from Capeom USA Ine by U5, Gald Lad., Units 23 Holford Way, Holford, Birmingham, B TAX.
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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. "It will be very
funny,” promises Andreas. Rico,
too, is proud of the game’s graphi-
cal style. "I've been inspired by
Eric's original drawings of Super-
frog, he looks just great, a real car-
toon character type. I've drawn
things that | thought you could lock
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 the familiar levels/worlds
structure, with Superfrog working
through each 'zone' before finally
confronting the witch in her
castle. "That's

the basic idea
for all games of this type,”
says Rico. "Get from A to B while
avoiding C, killing D and collecting
E. If we are going to do a definitive
version, why change things?" But
a novel twist has been devised. "We
have a toll fee on each land, and the
frog can't pass through until he's
collected a certain amount of
money,” Martyn explains.
Gameplay-wise, Superfrog 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...

S\ WORK IN PROGRESS

EY-UP WHY AYE CANNY LAD (ETC)

It's not just in the graphical
department that Superfrog will
be dressing to impress. Team 17
musical stalwart Allister Brimble will once
again be providing the tunes and SFX which,
the team promise, will be something very spe-
cial. “Superfrog will mark a departure for us in
that it will feature in-game music, whereas we
usually use just sound effects to create
atmosphere,” says Martyn. "With
platform games | think music is
important, but we won't forget
spot FX and speech.”
The speech aspect is being
played up - Superfrog is to have
a Geordie accent, for a start. “We
wanted Jimmy Nail to the do the
Superfrog speech, what with him
being a Geordie and all that. At the
time he was popular as Spender, every-
one remembers him from Auf Weidersehen Pet
and his voice was exactly right for our red-
caped frog! Even though his agent thought it

{Left, right and below) Level Four
looks set to be the most 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?
Mo, neither could we.

R

bit of a booze-up -

most of them are sadly
unusable, though...”

Martyn Brown

Superfrog project manager

“There tends to be a lot of %2
ideas after we've had a

was a brilliant idea, we were informed that
Jimmy never did voice-overs or used his voice
in any way like that, so we hit 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 Mortimer about providing some wacky
speech, but again the stars were too busy
with TV commitments to lend a hand. At
the moment we have decided to do our
own speech and FX. They worked well
enough in Alien Breed/Project-
X/Assassin, and we have the capabili-
ty to make them daft enough for
Superfrog.” There's also a rumour
that Allister Brimble has got hold of a
new Music/SFX player that will enable
him to produce SIX-CHANMNEL music by
mixing sound waveforms. All in all,
Superfrog could well be a sonic treat, bonny
lad.

frog IS hard! He's from 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 - | can't wait until the

But | think that if we set the game
out to be funny we'd be on a loser
because not everyone shares the
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 include some slightly, shall we
say... racy elements. "You know
how every platform character does
something like knock on the glass
or play a Gameboy if you leave him
alone - well we wanted Superfrog
to light up a tab and have a few
drags! But we were a bit concerned
that parents might not appreciate
it if their kids worshipped a little
green hero that drank and smoked,
5o we changed that animation - but

we can't use the new one either.”

suffice to say that, should you
leave Superfrog to his own devices
in the game's current version, he...
erm... ‘entertains’ himself. "At least
you won't get lung cancer from
what he's doing now, but it's a bit
disgusting,” says Martyn. “We have
to remember that we're doing a
game that parents will look at and
say ‘Aah, that looks sweet’. But at
the same time we want to 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-

animation is finished."

Superfrog may not be able to fly,
but his flowing red cape allows him
to perform some astounding jumps -
like this graceful little number,
which has the onlooking turtle suit-
ably agog.
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1992/3 SEASON EDITION

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
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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 form
an unholy alliance to make our worst
fears turn into a terrifying reality.
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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 Whitta
beamed over to California to get
the inside track on what just
might be one of the biggest games

of next year...

e have to admit, this ene
comes as something as a
surprise to us. 50 much of

a surprise, in fact, that we only just
managed to squeeze this Work in
Progress into the issue at the last
minute - | 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 to keep them
going bar a clutch of uninspired and
unofficial PD games.

But Christmas is on the way, and
this is the 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 Ta status
it has held in the US for yonks), it no
longer has to rely on EA to call the
shots for them over here. And so,
with the British market now firmly in
mind, the company’s finally 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 working 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 forefront of science
fiction, Interplay’'s game goes back
to the old days, before Kirk, McCoy
and the rest of the crew had to start

TO BOLDLY
GO WHERE NO
CONVERSION
HAS GONE

BEFORE!

PROJECT: Star Trek: The 25th Anniversary

PUBLISHER: Interplay
DEVELOPER: In-house
INITIATED: July 1952
RELEASE: Early 1993

wearing corsets and could run up a
rocky alien mountainside without
the aid of a zimmer frame. In fact it
goes right back to the fourth season
of the original television series, from
which most of the game’s storylines
have been culled. The game's an
interesting mix of space-based
arcade action (commanding the
Enterprise against a variety of bad-

one presented like a genuine televi-
son episode with its own separate
title 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 Ensurir:l-g that the Amiga
version does the same is that of pro-
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dies like Klingons, Romulan and
Elasi) and adventure, with 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 of one continuous movie-like
storyline. Instead, it's split into eight
independent mini-adventures, each
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ject manager Bruce Schlickbernd.
The obvious question is - why do an
Amiga version now? “We believe
that Amiga owners will buy it!” he
replies. "The Amiga market often
has different taste than the PC mar-
ket, but the appeal of Star Trek cuts
across those lines.”

Even so, the main question
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 have had to be made.
“Graphics is the main one,” he says.
“We're using the Amiga's 64 colours
in halfbright mode as opposed to
the PC's 256, and that's a step down.
still, the overall effect is fairly close.
Getting the game to
work from floppy disk
drives is another con-
cern, but the episodic
nature of the game
should give us good
break points. An Amiga
500 is not as powerful
as, say, a 33Mhz 486 PC
but it isn't that different
from at 10Mhz 2B6.
Certainly some of the
higher-end Amigas will
have power to spare.”
Despite the
inevitable cuts that
have had to be made,
Bruce is confident that
the Amiga version will
be as good as the PC
gameplay-wise  AND
succeed in conveying
the Star Trek atmo-
sphere just as well. "It's going to be
the same game except for less
colours, and we're even making
some improvements and correc-
tions,” he reveals. “When the Enter-
prise is hit during combat, for exam-
ple, the screen will shake -
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

by the design philosophy,” Bruce
explains. "We wanted to put the
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 from the 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 to ensure that the
game remained true to the original
characters and background,” Bruce
explains. "On one point they were
very clear - if you kill a continuing
character like 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 still continue
play.”

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

IN PROGRESS
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it - two of whom worked on the PC
original, with an impressive four
admitting to being genuine Trekkies.

The game's just reached what
techy development types call an
‘early alpha’ state - the space combat
section is all but complete, but the
adventure-style missions (which
employa icon-based player interface)
still need a lot of work. At the
moment the game sits on eight
disks, one for each of the game's
‘episodes' - “But,” says Bruce, “final
compression will probably allow
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'll just have to be
patient. We have to say we can hard-
ly wait ourselves...

{Above) "He's dead, Jim." Alas, it's
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 bright if
he agreed to beam down in the
first place - hasn't he ever seen 5tar
Trek, after all?

(Left) Enterprise’s shields, engines,
transporters, databanks and com-
munications are all at Kirk's
eommand - he controls them by
issuing orders to the relevant sta-
tion chief. Notice that Mr Scott (far
left) now sits on the bridge rather
than down in the engine room,
making it easy to access him.

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




Summer 1940, The future of World War II hangs in the balance.
I'he cream of the German Luftwaffe and the aces of the RAF
¢ locking horns in their most ¢ ucial confrontation yet — The
Battle of Britain.
Owver 50 years on, you have the chance to re live
that famous battle and play the part ol a British pilot or a

German flying ace. Your performance determines whether the

outcome is a repeat of the British victory or an unprecedented
{_1!._"[|||i_l|l 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.
. Re-live the crucial days of the battle as controller, pilot
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Includes huge array of in-flight options and controls

Choose from eight meticulously recreated aeroplanes -
Spitfire, Hurricane, Bf 109, Bf 110, Ju 88, He 111
or Do 117. REACH FOR THE

Features record and playback maodes — watch and KI Es

re-watch your favourite doglights,

PC version includes multiple sound board

support, 256 colour VG A graphics and Gaurad

shaded aircraft for extra realism.

Available on PC and 100% compatibles, Atari 51
and Amiga.
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restling has never been an
easy game to convert 1o
the home computers. The

only semi-decent one | can remem-
ber was an ancient 8-bit game from
Melbourne House (remember
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-

IN PROGRESS

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 it's coming along. Woo!

geous and it 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 hit squad from either Hulk
Hogan, Bret ‘Hitman' Heart, the UHi-
mate Warrior or Mache Man Randy
Savage, you then have to fight your
way around the globe in an effort
to become the hardest leotard

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

There are two modes of play to
chose from. If one person is playing
alone then the 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 ring (well, the
computer-controlled player, not the
computer itself) and attempt to
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 Team's real
theme tunes.
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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 the
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 are there going to be?
“Absolutely loads,” replied 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 in 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. Although 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 action-packed as possible.
“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 omitted the bashing
each other with objects so that we
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can keep the

amount of actual fighting
moves to the maximum possible
within the memory constraints,
There are 108 animation frames per
character, all drawn in 16 colours,
with a total of twelve characters so
we're already nearing the maximum
memaory available. All the graphics
have been drawn from scratch so it
has taken a long time to reach the
finished stage we see now.

“We originally worked out all the
moves we wanted to do and then |
went ahead and started drawing the
graphics. We found that when we
began implementing moves, there
were a number of other animation
frames we had already drawn that
we could use to make movements
flow more freely. For example, to
get from outside the ring, roll under
the rope and stand up in the ring
requires fourteen frames. These
frames, however, are not all dedi-
cated exclusively to that move,
they're flexible enough to be used in
other animations so everything is
really nicely animated.”

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

(Left) Many of you will already
know this chap. It's Sean Mooney

and he often appears in the game to

introduce the matches and the like.

WORK IN PROGRESS (@8
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PROJECT: WWF European
Rampage

PUBLISHER: Ocean
DEVELOPER: Arc Devel-
opments -
Chris Coupe
(Programming)

Paul Walker (Graphics)
Jon Harrison (Intro Graphics)
INITIATED: April 1992.

As you can see from the screen shots,
the graphics are radically different
from the original's cartoony style. The
actual ring has been reduced in size to
single-screen so that play is more
focused and immediate.
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thing in European Rampage has had
to be sent over to WWF organisers
Titan Sports for approval. So far,
however, their comments have been
minimal. “The comments that they
have sent back have been good,”
Paul chips in. “It's quite a kick to
receive these compliments and think
‘Yeah, | agree with that'.”

“We tried not to really take
much notice 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 | think that we've come up with

the best game possible.”
Paul Walker
WWF European Rampage graphic artist

although that can't be guaranteed.”

Obviously when working on a
sequel, the criticisms of the original
game have to be taken into account.
Even though WWF1 was slammed
by the press it still sold by the buck-
et-load and, rather surprisingly, Paul
doesn’t dislike the first game. "It
was quite good,” he piped. "To be
honest | never saw the criticisms at
the time as | was too busy working
on The Simpsons game.”

When asked whether he thinks
European Rampage improves over
the original he's not so sure. “l
wouldn't necessarily say that it

Sound will take the form of the
four wrestler's theme tunes which
will play on the player select screen.

“In real life each wrestler has his
own song 5o we obtained a tape of
these songs and reproduced them
on the Amiga. There's a few more
sound effects te go in there yet and
we may be including some speech,

MEET THE SUPERSTARS OF WRESTLING!

HAWK

One half of the awesome
Lagion of Doom tag-team,
this guy is definitely not
to be messed with,

BRET "HIT MAN" HART
The newly-crowned WWF
Champion, the Hitman is
called the "excellence of
execution” for his top skills.

ANIMAL

der on his nut.

The other half of the LOD.
You can tell who's who,
because Animal has & spi-

improves upon WWF; it takes a dif-
ferent track. | 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 to the arcade
whereas this one is completely dif-
ferent. We tried not to really take
much notice of the original WWF;
we just decided that we were going
to de a wrestling game and then
worked out how we should do it.
And | think that we've come up with
the best game possible.”

WWF European Rampage will be
released in the next couple of
months and should hopefully take
the wrestling game forearm
slapping into the Nineties.




hese CharacteriSticks are rather
Tguﬂd, aren't they? Now you
can play the game of the film
using the joystick of the film - smart!
There are five different joysticks to
choose from: Bart Simpson, Alien 3,
Terminator 2 and two Batman
designs, one based on the film and
one on the Saturday-morning car-
toon. And the price of these aes-
thetic marvels? Just £12.99. Bargain!
Of course, enter this compo and
you could win a joystick for nowt.
Because - yes! - we have 25 brand-
spanking-new CharacteriSticks to
give away, all thanks to the over-
whelming generosity of Cheetah,
purveyors of highest-quality 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

r--- ————— ——— ——— — -

: 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 3AU.
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.
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COMPETITION

crayons time again. Imagine that
you've just been made top 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 new joystick to join
Cheetah's CharacteriStick range.

Let your imagination run riot. You
can pick anyone or anything as the
subject for your ‘stick. Be wacky. Be
outlandish. Be funny. Then, when
you've thought up a good idea,
sketch it on a piece of paper, com-
plete with any illuminating com-
ments and/or annotations and send
it in to us. The 'sticks that we deem
to be the most original, interesting
and amusing will win one of the
twenty-five Cheetah Characteri-
Sticks. Easy, eh?

25 CharacteriSticks up for
grabs in this smashing
Cheetah competition!
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So then, Richard, what did you
used to do before you became
involved in the so-called ‘Comput-
er Industry'?

Well, I've done lots of things. | used
to be a Staff Writer at ATV Music, a
recording artist doing a number of
different things with various bands
and I've also worked with Trevor
Horn [a rather famous record pro-
ducer who, as it turned out, wrote
most of the Frankie Goes To Holly-
wood songs amongst a number of
other things] and Hugh Padghan who
produced a lot of Phil Collins's stuff.

What made you move from live
music to computer music?

| was looking through the adverts in
the back of Melody Maker when |
came across one from Palace Soft-
ware which stated that they needed
somebody to compose music for one
of their games. One thing led to
another and | ended up composing
a theme which, thankfully, they liked.
It's all gone on from there, really. The
first thing | wrote was Cauldron 2 on
the Commodore 64,

Was it hard writing on the €647
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,
from Rainbird, complete with fake
keyboard overlay. We sat down and
actually figured out what it was
doing and Stan wrote my own cus-
tom program te do the same. I'd
write the music on that, copy down
all the numbers that it would pro-
duce and then feed all that informa-
tion into the main game program.
Pete Stone, the Palace Boss would
play me Rob Hubbard [perhaps the
most famous musician on the &4
back in the eighties] tracks and say
do it like that.

What software do you use now?
The program that | produce most of
my music on is another custom made
jobbie written by Alan McCarthy and
Andy Smithers from Vectordean.
They're both quite talented with
sounds so the program is excellent. |
have used MED and SoundTracker
but the trouble with those is that
they take up too much memory
whereas this one doesn’t, making it
more flexible. It's got an excellent
waveform generator as well.

How much memory are you allo-
cated for an average game?

It all depends. The Chaos Engine is
over 200K whereas Robocod was
30K. It's often hard working within
the constraints 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.

I bet you that you've heard of this man. Or, rather, you've heard of
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 it 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 with each other as we present
for you... Mr Richard Joseph! Simon Byron is your chat-show host.

I'm often supplied briefs which are,
quite frankly, over ambitious 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 Matthews 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 "Make 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 | want. For instance, with
the James Pond music [all variations
on the original Bond theme], | wasn't
actually told to do it that way so it
was nice to be able to have the
chance. Most of the time, though, |

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

You didn't get into trouble for
using the Bond themes in James
Pond, then?

MNo, somebody did pick up on it

but we managed to smooth
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things over fairly easily. One which
we would have had the most prob-
lems with was the original music for
The Aguatic Games which was a vari-
ation on the Chariots Of Fire theme.
It had to be pulled from the game
unfortunately which | was a little
upset about because, for me, it was
one of the best pieces in there.

What would you consider to be
the best piece of music you've
written?

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 | wrote for a game called
Maoonshine Racers which unfortu-
nately bombed. | could pick out a
number of pieces that I'm pleased
with, the shop music in The Chaos
Engine, for instance. Quite often,
though, I'll write something which is
particularly excellent and then two
weeks later I'll hate it.

Have you ever written a piece of
music which you've really loved
but other people have not liked or
not given you any credit for?

| was really knocked for doing the
theme music for Global Effect. The
actual game itself had no more than
a couple of beeps here and there so
the theme tune | wrote for it was
really well received by the actual pro-
grammers although no-one else
seemed to take much notice of it,
unfortunately. It's fairly upsetting
when the music is not mentioned at
all. | take it all with a pinch of salt
nowadays although it used to really
worry me to the extent that I'd think
that | wouldn't be employed again if
my last piece wasn’t raved about.
The theme | did for Barbarian on the
64 was, | thought, really ambitious
but it wasn't very well received
because people didn't want to 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 much nowadays, it's only
overlooked in so much as the budget
available in terms of memory,
although | don’t argue with that as
the programmers know exactly what
they're doing and | 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?
Mo, not at all. | love working on the
Amiga - it's great fun - although if |
did something on, say, the
Roland with its great big reverb

s et R el - =

“I1t'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 effect, it's always nearly
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 working on I'll aways go
back to the Amiga. Due to the mem-
ory restrictions you'll end up with a
finished piece that sounds tight,
which is no bad thing, but often I'll
shave the beginning of a sample off
just to save that little bit extra mem-
ory. No matter how 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 different, the two styles
couldn’t be further apart. Sitting at a
keyboard and just doodling is some-
thing that you just would not con-
sider on the Amiga. There are guite a

few tunes that I've written using the
Roland that need to be copied across
onto the Amiga and translating a fin-
ished piece onto the computer is real-
ly difficult, because you find that
you've got all this orc hestral-type
arrangements that couldn’t possibly
waork on the Amiga. The biggest chal-
lenge is trying to create a song which
sounds as if it is a real piece with all
the associated instrumentation, like
the banjos on Moonshine Racers.

Is there anything which you wouid
like to do now but feel you can't
because the technology is simply
not there?

No, | den't think so. The thing with
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 written by John Fox and Simon
Rogers to be released at some stage.
Eric Bitmap heard it, gave me a tape
with 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 inte a studio and took the
music from the original 24 track tape.
| 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, on occasions. What you get
sometimes is the “We need the music
today, it's got to be out by tomor-
row" situation and | like to have as
much time as possible on my music,
obviously. That's part of the reason
that Speedball 2 turned out so well
because | went to see Eric just after
Christmas and we spent a week just
tweaking and tweaking it until it was
great. Sometimes | receive a finished
game back (and I'm not mentioning
any names here) and | just don’t want
to load the game because | know that
the brief was kind of half-hearted or
things are just not how they should
be. | will mention that | thought the
ball was too loud in Sensi Soccer,
though - are you listening Jon?

You actually get involved with the
sound effects as well, like the
speech in Speedball 27

If there's a budget for this | prefer to
use real actors for speech like we did
on Falcon on the CDTV and Megalo-
mania. | have lots of sound effects on
DAT tapes which we use, although |
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 val-
ume we have now. Ask me about
Jim'll Fix It.

Er, okay. | hear you've been on
Jim'll Fix It recently, do tell 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 up to Millennium where |
showed him how | write all the game
music. | also wrote a special remix of
the Jim'll Fix theme in the style of
Robocod, mixed with a load of dif-
ferent speech samples from Sir James
of Saville himself, which was quite
good fun. It should be shown on the
special Boxing Day edition,
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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...

AMIGA 1200

“This is the most signif-

icant moment for the

Amiga range since the
A500 was launched in 1987. The
Amiga 1200 is brand new technolo-
gy. We're confident it will lead us
right through the Nineties.”

50 speaks a bullish Kelly Sumner,
Commodore’s MD, at the October
launch party for the Commodore
A1200. Yes, the long-awaited 'Super
Amiga’ is finally here and should be
hitting the major high-street stores
as you read this. Weighing in at a
very attractive £399.99 price-point,
it boasts the same enhanced chipset
that's fitted inside Commaodore’s
high-end A4000 workstation, But
what does that mean to you, the
consumer? Come tip-toe through the
tulips with me and find out...

Commodore A1200:
An Overview

Imagine an AG00 stretched width-
ways with a numeric keypad bolted
on to fill out the empty space and
you've pretty much got the
A1200. The reintroduction of
the keypad was a wise idea -

not only does it shut up all the grum-
blers who complained when it was
removed from the AG00, it also
makes the the A1200 a visibly new
and different machine and one you
wouldn't mind paying £400 for. In
addition there are a couple of
unmarked keys - what they're used
for is anybody's guess!

The floppy slot and the mousefjoy-
stick ports are positioned conve-
niently on the right-hand side of the
machine, and round the back there's
the usual row of video/communica-
tions ports. Sadly, however, the
A1200 lacks a large expansion port
(like the A600 did), so if you've
bought an AS590 hard drive or an
A570 CD-ROM drive then you'll not
be able to hook it up to the A1200.

Speed

The CPU inside the A1200 is a
Motorola 68020 chip running at
14.19MHz, double the speed of the
A500/600's Motorola 63000.
Although this would, at first, lead
you think that the A1200 will only
run twice as fast as a ‘normal’
Amiga, it actually performs FIVE TO

ST T

B

SIX times faster because the 68020
has a full 32-bit bus to communicate
with the outside world. On top of
that, the blitter also runs at a slight-
ly higher speed.

Graphics

The A1200 boasts a palette of 16.8
million colours, of which Com-
modore claim a maximum of
256,000 can be displayed at once,

..h‘
- 'f ==

The Dream Machine

presumably in some sort of ‘Super
HAM' mode. If this is the case then
since such a mode consumes CPU
time to generate the display it's like-
ly to have limited application to
games.

The 256-colour graphics mode is
the one that's most likely to be
exploited by games designers, and it
puts the A1200 on a graphical par
with PCs fitted with VGA. The practi-
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A1200 TECH SPECS

And now, for all you Tefal heads out there, we presented the full, uncensored
specifications of the A1200...

FROCESSOR: 32-hit Motorola 68020 running at 14, 198

CUSTOM PROCESSORS: Ad multichip cop ter Al Li L
aF Wid et Fa IS L e DALA

CHIPF MEMORY: 2Mb of 32-bit RLAN

FAST MEMORY:

ROAMA:
EXTERMNAL INTERFACES:

INTERNAL INTERFACES: 40-pin AT IDE

KEYBOARD: ntegral 96-key

INTERNAL DRIVES: Arive BROK formatted

y-inch thoppy

h AT IDE hard driv

[ E A LT

floppy drives

PEMEIA a
PCMCIA ace

EXTERMNAL DRIVES: Lip to two «

Addition: 5 possible a es50ries

VIDED DISPLAY: RGHE, analog and digit:

output; colour composit RE mie

t bitplanes Compliag t wsth PAL

Maximum of & 00 calours o creen f palette of
Fid L L

SOUND: Four independent voic configured tweo steren channels

cal upshot of this, in the short term 32-colour dual-playfield screen (I
at least, is that PC games can be con- hope you're managing to keep up
verted straight across to the Amiga, with all this), you can now have 48
with no loss of detail or colour. The colours on-screen with ease!
palette data are stored in sixteen

‘banks’, each containing sixteen Sound

colours. The sound chip is identical to the one

In addition, the dual-playfield thatappeared in the AS00 and AB0D,
mode has been enhanced so that nothing added, nothing taken away.
two 16-colour screens can be over- Some more channels would've been
laid and manipulated independently nice, but since the Amiga’s sound
{as opposed to two B-colour screens
on the AS00/600). 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 with some amazing
parallax effects, Gremlin's Zool,
enhanced for the A1200, 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

ulated: imterla
and MTSC wide

16 8 million

A

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 A1200 is fitted with 2Mbs of
on-board RAM as standard. The
drive is the same as the one in the
AS00/600, a low-density floppy
drive formattable to 880K. If the

“The A1200 is brilliant;
we're 100% behind it.

Before Christmas we'll be

releasing our big titles with
enhanced graphics, but in
the New Year we will be
doing full A1200-specific

Gary Bracey
Ocean Software Director

{Left) The Amiga 1200 in impressive
action. But what are its chances
aginst the Atari Falcon?

“It's a sexy bit of kit!
The technical specifica-
tions are very impres-
sive. We can port
graphics across from
the Macintosh or the PC
and actually make
them better!”™

Simon Jeffery
Electronic Arts PR Manager

software developers had any real
complaint at all it was that the
A1200 hadn't been fitted with a
high-density drive, which would've
permitted nearly 2Mbs of data to
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 £400 price point, the choice was
either an A1200 with 1Mb of RAM
and an high-density drive or an
A1200 with 2Mb of RAM and a low-
density drive. Commodore, having
consulted various software develop-
ers, decided to go for the latter
option.

The Final Analysis
The A1200's technical specifications
are simply stunning, making the
£3299 price all the more incredible. If
there's any justice in the world the
A1200 will wipe the floor with the
competition. The machine's speed
and graphic capabilities are fright-
ening; they simply blow the
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 A1200 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-



AMIGA 1200 VS ATARI FALCON

THE CLASH OF THE TITANS?

It appears that Commodore see the AI200 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 Faleon's technical specifications
are marginally superior to the AI200 (especially in the sound department), it's £499.99
price makes it precisely £100 more expensive than the AI200. More importantly, Falcon soft-
ware for seems very slow coming. Compare that to the enthusiastic way the major software
developers are throwing their support
behind the AI200, and there should be
no dn!.lbt as to the likely winner of this

hi-tech battle.

oping games specifically for the
A1200 rather than enhancing exist-
ing A500/600 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 floppy drive and keep it
under four-hundred smackers, but of
the two choices available the 2Mb
RAM/low-density drive 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 | wouldn't be shocked
to see an "A1200HD" 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 A1200 is “a
sexy hit of kit”. With Commodare
announcing that there will oanly be
30,000 machines available before

E
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Xmas, you'd be wise to reserve a

place in the gueue as soon as possi-
ble. | have!

So where does that leave the AGD0?
Still very much alive and kicking, is
the answer. Commodore is obvious-
ly still highly-committed to the
AB00D's success - this Christmas will
see the launch of the company’s
biggest advertising campaign ever. A

“I'm very pleased that
Commodore have made
the move with the
A1200 when they have.
~ The software industry
. desperately needs the
home computer market
to stay buoyant.”

lan Stewart
Gremlin Mallq.gill' Merector

“The way forward has to be sophisti-
cated 32-bit computing. With this
launch we're simply staying ahead of
the game."

Helly &

huge £3.5 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-

o = dore Managing Director

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 way forward has to be
sophisticated 32-bit computing.
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 new wonder machine comes out and
there's b*gger all software to run on it. However, with the AI200 Com-
modore seems to have got it pretty much right. It's claimed that there
will be I5 to 20 titles available before Christmas, all enhanced to take
advantage of the AI200's advanced capabilities.

And they're top-name titles, too, such as Gremlin's Zool (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 AI200 but that might be Commodore
being a little pessimistic. Ocean, for example, has found that of all its
titles released over the last 18 months only two don’t work with the
AI200, namely WWF and, surprisingly, Epic.
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MAGIC IS
REAL!

n:-m the creators of EYE OF THE BEHOLDER I & 11,

comes The ch’end of K}'randia.

A land of dark mysterious forests and s]ccping drag'cms.

A land of glittering rubies and emeralds, A land of I.vrt:atllialaing' ]:H.::'ll.ltjf
and secrets to unravel. The land of K}rranrlia. Gnrg'uuus scenes and
realistic animation draw you into this rantasy adventure.

Elegant point and click control makes it easy to pla}r.

The full orchestrated soundtrack will captivate vou.

THE LEGEND OF KYRANDIA AWAITS YOU.

J:'.'_n: n‘ 1.Lu.- ]h.-l:uivlll:rI f-" H., f‘lj\'ﬂl'li.'l-'d "'LITIg’I:tI:ru aml ”ru,:'ulu are lrﬂll:'m.lrltl. u-[ TSR ['m.'.

FARLES AND FRIENDS and THE LEGEND (JF KYRANDIA are trademarks of Westwood Studios Inc.
#1992 Westwood Studios Ine, 01992 Viegin Games Ltd,

All rights reserved,
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ATARI ST/STE - £29.99 Copyright 51992 Coktel Vision Available from leading retail outlets.
IBM PC (256 VGA) - £34.99 Distributed under licence by Digital Integration Limited In case of difficulty phone: 0276 684959
Digital Integration Ltd, Watchmoor Trade Centre, Watchmoor Road, Camberley, Surrey. GU15 3AJ

AMIGA - £29.99
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50 Legends of Valour US Gold
54 Amberstar Thalion
57 Rampart Domark
58 Lethal Weapon Ocean
60 Air Support Psygnosis
62 No Second Prize Thalion
65 Tiny Skweeks Loriciel
67 McDonalds Land Virgin Games
70 Campaign Empire
73 Bunny Bricks Silmarils
74 B.C. Kid Ubisoft
76 Bill's Tomato Game Psygnosis
78 Mansell's World Championship Gremlin
80 Ween Coktel Vision
82 Premier League Manager Gremlin
84 Reach for the Skies Virgin Games

THE SCORES

All elements of our games are rated out of a possible
maximum score of a hundred. But what do the scores actually

mean?

0-25 Rubbish. Offensively low quality.

26-49 Below average. Not acceptable by today's
standards.

50-60 Above average. But still plenty of room for
improvement.

61-70 Fair to good. Lots of nice points, but in no
way perfect.

70-80 Pretty smart. Above accepted standards.

81-90 Extremely good. Top notch impressiveness.

90+ Simply excellent. Breathtaking.

THE OVERALL SCORE

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

DAVID UPCHURCH
The slave driver Editor has been
really eracking 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, | can tell you. Hopefully things will
be different and, come Christmas, he'll be dusting
down the Santa suit and popping down our
chimnies, rosey-faced and pie-eyed (for a change).

GARY WHITTA
It's 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 "Hot'spurs
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.

SIMON BYRON

Simon has spent most of the last
maonth 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 (it's high-class around here, you
know) and to top it all off was beaten by
everybody at Sensible Soccer (including Milke)! Can
things get any worse? &

THIS MONTH'S FAVES

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.

S 31N 3-8
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don't care what you say. As
good as games like Eye of the
Beholder and Dungeon Master
were, you never truly felt like
you were really down there in
the depths, fighting hideous mon-
sters face-to-face. All that jerking
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-
tionary new first-person 3D tech-
nique, it allows you to wander
around the game world with total
freedom, just as if you were actual-
ly walking around it yourself. And
the good news is that Legends of
Valour isn't just a pretty face -

)
)

David Upchurch considers his game-reviewing skills to
be the stuff of legend, so who better 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
Mitteldorf, a trading post on the
island of Wolfbrood. The player
starts off as a wide-eyed young
adventurer (or adventuress - there's
no sexism here) who's just wan-
dered into town in search of excite-
ment. And there's plenty to be had
- the city is full to overflowing with
strange characters and gruesome
monsters. If you've got a bit of a

weak heart then I'd advise you to
steer well clear of Mitteldorf!

At first the player starts off with
a bare handful of Gold Pieces to his
name, but by enlisting into one of
the many Guilds and embarking on
a few guests fame and fortune can
be soon be earned. And, if the play-
er works hard, they may even
encounter a giant fire-breathing
dragon or end up summoning a
demon from Hell! Who said town
life was dull?

dungeons below the city. Although
formidable foes, they have one very
vulnerable weak point. (None-too-
subtle hint: Big wobbly bellies.)
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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 town 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 simple initiation 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.

LEGENIV

COMPLICATED? NAAAH!

Although at first glance Legends of Valour's con-
trol and status panel looks a bit complicated, it's
actually very easy and intuitive to use. Everything
is controlled by the mouse and it's amazing what
you can do with a simple couple of mouse clicks
these days!

There are three major magical items to find 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 are 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 on/off, etc.

Status panel showing the player's general health, hungriness,
thirstiness, injury level and so forth.

Moves the player's character around the gameworld.
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i (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.
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(Right) During play a schematic of F o ; ; A POl T
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.
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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.

L]
1 ,,‘:'4 o Indicates how many Gold
o i Pieces and valuable trading
",:," ",:,"' commodities the player is
g bl X carrying.
FA |
I'zll I-gll
F. 4 L |
W N Indicates the six items the
2 pﬁ"' player is carrying. ltems can
; 'o‘ o s be swapped between the
k1 kA player's hand and this inven- "
] o A tory with a mouse click.
i o
L koA

Throws whatewver is in the
player's hand.

Displays the item currently
in the player's hand.

x Lot gk Bb L el

Drops whatever is in the

HNO1IVA 40 SAN3IDHIT

player's hand.
Calls up the The top row of icons accesses all the combat moves. The left icon on the second
character status row brings up a map of town, while the other two control spells. The bottom
screen. row icons allow the player to sleep, to use an object and to talk to someone.
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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 if you want to get across
town quickly and actually know where you’re going.
MNovices, however, would be advised to stick to the large
window size until they've got their bearings. If a fight or
a conversation starts, the window immediately expands to
full size to show off the character and monster animations
at their best.

OF

In the casino and most of the inns you can try your hand at a bit of
gambling, if 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

L-E-G-E N.-D.S

to make some serious maoney,
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{Right) You can have a chat to the
people you meet by hailing them
down with a friendly “Hey!". 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...7" or 'Where is...7". 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...
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When you first enter Mitteldorf the first thing you should
do is seek out an inn and rent 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 Mitteldorfians. 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.
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{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
smagically 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.

_.__

I ‘-:l'-'l _. _h T e
T L 1 l II 1

Il. ol ol ol .\- i:ll "IIJ.III.

‘-c.“- S

-

-
e

N o
e e e e el ™ e s e ™

&

H{l 'I. 1.'.!'.'-!5

|
11 I“ﬁﬂ*u hb nnl
fu T=me hil rrg

T [ E

I[#ﬁ‘b

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 to check out the local noticeboard, which is where
you'll be able to pick up some interesting information and
learn of possible errands that need running (for a cash
reward, of course).

R E V¥V 1

THE VERDICT

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. It 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. It's 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
future additions to the RPG genre will be judged.

“publisher: US Gold
Developer: DCcD

£30.99 Out Now .
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Meet any monsters and you're given the option
either fight or flee. Choose to fight, and a tactical
grid appears to the right of the main graphics
window. The player and computer then take it in
turns to control the party and the monsters
respectively. During each turn the player can
make a party member either attack, defend, move
or, if the character's in real trouble, flee.

Thalion's new RPG has taken Germany by
storm, but will it repeat that success over
here? David Upchurch finds out.

ne day, you know, some-
O body will be brave enough

to write a fantasy RPG star-
ring characters with nice normal
(and easily pronounceable) names
like Ron or Frank or Nigel. However,
until that time arrives, we’ll have to
put up with games like Amberstar,
where names such as Mylneh,
Marakahn and Thornahuun are
guite happily banded about. They
may sound mysterious and exotic,
but you try saying them after a few
pints of pop.
Amberstar's plot is far too convo-
luted {and too full of those long,
funny-sounding names) to detail
fully here. However, suffice to say
that there's a mad wizard at large
and the only thing that can possibly

[,u}a_ | [ J
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Towns are very handy, not only as a
source of gossip and adventure but
also as a place to pick up extra
adventurers for your party. In addi-
tion, there are various warrior/magi-
cian/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.

Talk to a lesser individual and a sim-
ple text box will pop up in which
they'll say whatever they want to
say. However, talk to major charac-
ters and you can have a proper chat
by selecting 'key words” from a list
of topics. As you talk, more key
words are picked out of the char-
acters speech and added to the

list, so that these subjects can,

in turn, can be asked about.

destroy him is the magical Amber-
star. However, long ago the Amber-
star was shattered into thirteen
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 gauntlet and go on a quest to
collect and recombine them all.
Now | don't mean to be funny, but
I think they're talking about you.

In play, Amberstar comes across
as a hybrid of Ultima VI and Eye of
the Beholder, mixing the depth,
character interaction and size of the

former with the first-person 3D
immediacy of the latter. A recipe for
disaster? Let's find out, shall we?

THE VERDICT

Trying to create a full-blown RPG
with the instant 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 it takes a good few hours
before you get used to its
quirks and peculiarities.

Publisher: Thalion
bevelopor: In-house

£29.99 Out Now I
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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

A large part of the game takes place
from this perspective. As your party,
represented by a little man, explores
the gamewaeorld the sereen scrolls to
follow his progress. Anyone who's
played Ultima VI or similar RPGs will
know the style. There are some nice
touches - you can only see things in
your line of sight, for example.

-}Hrr- .|-1IH

matter what your predica-
ment, there's always something new
to see or do. It's perhaps a bit too
easy to get killed when you start
off, but once you've got som2 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 - but ardent RPG fans should easily
get their money's worth out of it.
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t's Medi-EVIL!..”

‘L»fﬂ Cumbining the best of ’
| strategy puzzle games with
dynamic action in a
medieval battleground,
Rampart allows multiplayer
competition in a race against
the clock. So fortify your
castles, place your cannons
and prepare for all
out battle!

Available on: Amiga ® Atari ST
CBM 64 Cass = CBM 64 Dzisc

AMIGA SCREENSHOTS

© 1991 Tengen Inc.™ Atari Games Corporation.
Programmed by The Kremlin.

Published by Domark Software Ltd.

Ferry House, 51-57 Lacy Road, Putney, London SW15 1PR
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“The biggest hero of them all” ..z rover

is back in
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©1992 Codemasters Limited.
Lower Farm House, Stoneytorpe, Southam, Warwickshire CV33 ODL.
Tel: 0926 814132 Fax: 0926 817595.
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==t Cross Tetris with Operation Wolf and what do you get?
in the two-player game, cach player selects a ‘home cas- The Jatest in Domark’s ever-expanding line of Tengen

tle* from those available. The computer then builds a g _ &
simple perimeter wall around it and each player plonks  cOIn-Op conversions, that's what. Gary Whitta g’ll’di his
loins for battle

a handful of cannons in the castle grounds. It is only
after these preliminaries have been taken care of that
battle can commence.

the 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 strateqy 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 com puter-controlled invasion force (sailing
in on boats and dropping off land troops) over a series of coastal battle-
fields. Let the battle commence!

Y | R amparts.’ Sounds a bit rude, doesn't it? Well, actually no because

publisher: Domark

Developer:
The Kremlin

£25.99 Out Now
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With castle walls set up and defences organised, it'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 worth a shot at -

knocking one out forces the opposition to replace it if he's to have equiva-
lent firepower in the next round.

{Above) In the one-player  Once battle has ceased the castle-

game the player fights a
E fleet of enemy battleships
fast approaching the coast.

There's the usual exchange of fire as
castles and ships blast away, with
the player progressing if all ships
are destroyed before they reach the
coast. If 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 guillotine!

rebuilding phase begins. Each play-
er must fill the gaps in their
shattered walls by slotting in wall
sections of varying shapes a la
Tetris. 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-werking players
can branch out and build new walls
around the neighbouring castles

in their territory, thus expand-

ing their empire.
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“Hey Dave, it's a new
movie tie-in from Ocean!”
“Yeah, let's just wait until
the professionals arrive.”
“What say we take a look
at it ourselves?™
“Whitta, you crazy
mutha!”
“Come on Dave, loosen
up!”
“1'm too old for this sh...
(ete, etc)”
he Lethal Weapon licence is one of the longest-
awaited in computer game history, having first
been touted after the original film'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 finally

deemed lucrative enough characters for Amiga adap-
tation. The perpetrators? Who else but good old Ocean,

CALLT H E CO

Lethal Weapon begins here, in the police station,
from where the player can do all manner of top
things. Unfortunately you're not allowed to draw
your gun or interact with any of the leggy lovelies

on display, so that’s some potential fun out of the

window straight away, but never mind - let's see
what you CAN do...

The Computer
Room allows the
player to enter an
access code, so you
can carry on a mis-
sion from the level
you last reached.

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...

TOSR R Wy TN SRRy S, TSR e agp—
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purveyors of finest-quality film tie-ins since 1889 (or
something).

Having flirted briefly with alternative approaches to
film conversion (RoboCop 3 being the most notable
example), Ocean has reverted to type for Lethal
Weapon, translating storylines from each of the three
films 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 to
work here... can it?
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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 department has, it's up to you
to go and get him back.
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Walk into the Locker
Room to switch char-
acters from Riggs to
Murtaugh or vice
versa. It's purely a
cosmetic change, as
both characters are
identical gameplay-

wise, It's just a gues-

In Mission 1 a bunch of drug-
dealing do-badders are trying to
smuggle their ill-gotten gains
out of the city at the local docks.
It's up to you te go down by the
riverside and take out Mr Big.
Once you've read the briefing,

tion of whe you like
best - Mel or Danny.
While Riggs looks
good in his demin
jacket and jeans,
Murtaugh looks like
he's just been
dragged out of bed in
his scruffy tracksuit.

you can decide whether or
not to accept the job.

Shouldn't he be wear-
ing a shirt and tie?
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Mission 2, and this time a fanati-
cal terrorist group is threatening
to blow up Los Angeles with 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.




LRI Although Lethal Weapon

isn‘t quite as platform-
based as, say, The
Addams Family, there are
plenty of Mario-esgue
elements. In the dockyard
on Mission 1, for exam-
ple, the player must
negotiate this very
improbable set-up of
maoving girders and
swinging chains in order
to make progress. Many
of the jumps have to be publisher: Play Byte
pixel-parfect, and with peveloper: In-house
long falls sapping energy

there's little margin
| for error. £25.99 Out Now

Keyboardfjoystick/joypad

MEMORY | DISKS
512K 2

80%

(b%
BL%

LASTRBILITY

Z|75%

IVERARILL

Entering doors takes you into new areas - and

introduces you to new dangers. Take these fellers, who lob sticks of highly-
explosive dynamite at you - very nasty. For some strange reason, the many
nondescript barrels in the game explode as well, but enly when shot or
punched. The explosions harm you, but not the bad guys. Weird.

Riggs and Murtaugh each have a pis- If you run out of ammo or an anemy
+ tol that takes six bullets in a maga- gets too close, the pistol is discarded
zine. It may not seem like much, but  in favour of Mel/Danny's martial arts
fortunately you've got loads of mag-  skills, with karate kicks and punches
azines in reserve and there are plen- replacing the more satisfying
ty more to be found lying about the bullets. Apart from kung-fu fighting, o
levels. Also, keep an eye out for the player's athletic abilities include
magnifying glasses that award a ducking to avoid bullets, climbing

points’ bonus and hearts that top up ladders and ropes and, of course,
your energy. jumping from platform to platform.

Down in the sewers
on Mission Twao, and
things are starting

to get a lot tougher. i — -. i =
Now the baddies are | u—

kitted out with by
some real hardware,
including rocket @ o
launchers and flame |9/Y/ ] § 1
throwers! There are Sl
no extra wWeapons
available, so you’ll
just have to make
the best of it
against increasingly-
difficult odds.

i 5858 - G T ey

NOdV3IM




|

| ol

e S R e

AlR

o - g SETY
ey ot i

A simulation of a simulation, eh? Well, Gary
Whitta will try anything once...

Gouraud-shaded filled polygons prancing about the place. | don't

know, when | 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.

Ynu kids don't know you're born. All these rounded, bezier-curved,

Much of the game
is played on this

static map screen,
which displays all

structures and vehi-

cles of strategic
interest. It'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 without
ever looking at the
3D and leaving the

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, with
spaghetti-like menus and HUD displays jumping about
like there's no tomorrow. Ooh, and don’t forget the
‘real’ 3D mode (complete with cardboard coloured
glasses) which unfortunately doesn't work at all. We

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.

| THE VERDICT

Sorry? Did we just go back in time
to the late Eighties and nobody told
me? Or is it just that the 3D ‘graph-
ies’ 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 | 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 CLI 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

Publisher: Pysgnosis

Developer: A_.lal'il: ).
Binnie

£25.99 Out Now
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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.

tried turning the lights off, squinting, the lot, and
all we got was sore eyes.

ships to follow your

orders on autopilot. ke SAARCULUISEUUS
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With the Amiga still without a REALLY decent motor-
bike racer to call its own, can Thalion's much-vaunted
effort fit the bill? Gary Whitta gets his motor running,
or something

based driving games coming out of its beige
plastic ears, it's a bit 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 if 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, quite another to
have nothing between you and
the road but some flimsy
leathers and elbow pads. You
can‘t beat taking a corner at full

F unny, isn't it, that while the Amiga has car-

Mo Second Prize’s storyline - for what it's
worth - tells of a rip-roaring custom-

made motorcycle that's been left to
you to ride in a unigue racing season
with five other flambouyant 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-

speed and leaning RIGHT over so E:::::"'
you almost kneecap yourself on :hnon to
the tarmac. 5o why don't we have practice on
maore bike games, then? any of the
game's 20

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

tracks from
around the
world (all
modelled on
their real-life

: : : counterparts, of course), or take on the epic 26-race sea-
serious attempt to prove that just because you've got son against the other playboy speed freaks. Click on any

only half the number of wheels, it doesn’t mean you can't track to read a short piece about its layout and features, then hit
have twice as much fun with them.. CHOOSE to go straight down to the starting line. Simple as that.

R-R-R-REPLAY!

Four replay modes are available at any time during the race, so
riders can review mistakes or watch any memorable moments
again. Each mode is based on a different 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), while a third shows the same angles, but from further
behind for a wider shot (C). The fourth and final view (D), from a
camera mounted behind a ‘chase’ helicopter that always follows
the race leader, is the least useful but the most impressive. Video-
style controls allow the player to pause, rewind and fast-forward
through any segment of the action. It'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.

ER 1 IS

SECOND

®
=

michele



™~ ]

o b e T PR R S A A ———— . SRR S - - — e

|THE VERDICT

You know you're in for something
special when the intro sequence
fires up - the camera pans across a
mist-shrouded race track at dawn
as the music builds, then blasts into

Publisher: Thalion

a 'I’OP Illltll' iﬂlﬂ as “'IG h‘lkﬁ Developar: tn,hnu;e
*f" T A scream past. It's very impressive
Sl T % : £25.99 Dut Now
RNk, Al ) stuff and, for a change, the actual
L3 - m—
» fll v 1 L game lives up to the promises that mouse

Mo Second Prize is entirely mouse-controlled. There's no joystick option, the intro makes. No Second Prize MEMORY DISKS
because the bike is steered using an analogue method - the more you move
the mouse left or right, the further over the bike leans, so you can sither is, without a dwht' THE fl““t" 1Mb 1
take corners gently or scream round hairpins with your head almost scrap- smoothest and most Flﬂ-)"hl"-' first-

ing the concrete. Gears can be either automatic or manual, and if the con-

trol feels too slippery or sluggish you can always adjust it to suit your taste person Flr!ptl:ll“ race game |
:i;:s’f:vri::nsitivity settings. One word of advice, though - get a decent R P’ﬂrﬁd4 :ﬂﬂﬂdﬂﬂﬂg hi
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 |
can think of; many times | found
myself subconsciously leaning over
in my seat as | 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 isn't the sort of
game to lose its appeal after just a few laps - this is one
you'll be getting out again and
again. The more I play it, the
more difficult it is for me to

Of the other racers on the track, the
black/grey ones are just amateur
drones put there to get in your way
- it's the five coloured bikes you
have to beat if you're to win any
kudos. Passing them is simple
enough but at high-speed 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, with
three points for a win, two for sec-
ond and so on. Whatever you da,
don't come last (i.e. sixth) - doing so

earns you a minus point.

O N

OgNO)D)3ISs

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 rea o
track can be tricky, so there's a thoughtful keypress that find iy | faults with No
repositions you on the centre of the track automatically Second Prize - it is, qul'*h sim- X
- albeit in first gear and at a standstill.
ply, a brilliant racing game, -
and one which can holds its (|
After each race, the whole thing is replayed in acceler- head up hlsh m“”h‘l d m

ated time on the circuit map (also displayed during the
race), with coloured dots indicating the progress of
each of the six competitors. Lap and track records can
be saved to disk and reviewed at leisure.

like Lotus, Formula One Grand
Prix and Indianapolis 500.
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Publisher: Loriciel
Developer: In-house

£25.99 Dut Now
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512K
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Is the newie from

those wacky French

funsters across La s

Manche at Loriciel e AL

g At ! At

just a rehash of old AN AT

arcade P“ZI_IEI I-dEII As you can see, the early levels are

or a revolution in tqll'rplet?ly damh: of chtI'LTtgt and

brainstorming S50 e i v £ et S
less gamer in the Universe. Whilst

‘nnl:nF':? ?ﬂ: ;I'Iﬂ,' you ponder over the puzzle the cute

well ask, as di

Skweeks tap on the screen, somer-
Simon Byron

Y

sault and generally fidget until they
are moved to another position.

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

S ometimes, if you're bang out of ideas for these opening paragraphs,

reading it you are left far more confused Ui : &

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 on the

newest technics on a planetary scale”

(?) and “My children, the TINY

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 certain levels

Switches must be

thrown by to acti- - R e

vate the Sleepers. To Every ten levels or so a new style of background
make matters worse, graphics is introduced. Here in the garden some of
Surprise Boxes (like  the Skweeks have already been sent to sleep (aaah!)
that grey box with a  whilst the others are going to have to make use of
boxing glove coming the coloured transporters which send project

out of it) knock back appropriately coloured Skweeks through space
any Skweek who and time (7) to the matching transporter
approaches them. elsewhere an 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 word spell checker. Ideal for a wide
variety of correspondence and official documents.

@ A flexible SPREADSHEET with more than 50 functions,
simplifying the most complex domestic monthly budgets or
commercial cash flow forecasts.

-

@® A supremely friendly DISC MANAGER to make using your
Amiga as painless a task as possible.

® A versatile DATABASE which is simple to use and powerful
enough to deal with anything from basic address book
functions to club membership lists and business records.

® |ncredible GRAPHICS with more than 18 types of graphs
and charts available to brighten up your presentations or make
your month by month financial situation as easy to appreciate
as possible. You can even make use of eye-catching 3D effects!

Spreadsheet: Prepare
budgets or tables, alter
| column widths, insert or
delete columns, cut and
paste data, lock blocks,
choose from over 50
functiani... and maonel

Database; Build up a
versatile card index,
Incorporate up ta 50 fields
with 70 characters each, use
search and replace to modify
data, do powerful multi-feld
sorting, perform arithmetic
functions... and maore!

Wurdptuﬂ:‘ipur: Campose a
letter, check your spelling
with the 50,000 word
dictionary, mailmenge details
from a database file, add
graphics, wrap text around
it, load ASCI test, highlight
with baold, italic and
underline... and moare!
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Graphles: Enter data directly
or load from the spreadsheet
ar database; produce pie
charts with exploded
segments; display bar charts
side by side or stacked;
overlay your graphs on an
imported IFF picture; add a
30 view; add text or lines...
and mone!

Disc Utilities: Avold the
confusion of Workbench,
create bootable files, format
discs, copy files from disc to
disc; make directories; delete
and rename files, make
multiple copées of your discs.,
and more!

M—W&ESS Europa House, Adlington Park, Macclesfield, Cheshire SK10 4NP, Tel: 0625 859333
5 OF T WAR E winiOffice works on all Amigas with 1 megakyte RAM, can read Amiga IFF files and for US users, fuilly supports the NT5C standard.
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Land

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...

There are many ways

N ow here's a thing. McDonalds  burglar. The two lads must negoti- to travel through the
Land was originally developed ate a series of, erm, ‘plumber in over- land that is
in consultation with Frank alls-inspired platformy levels in a McDonalds. These
Manis, a psychologist no less, so quest to find a number of passes  seaiges IT‘:'I-I-I}I““T-r:
playing this must surely count as which Ron needs for some reason or y ht‘EFI::"’T"';'F_:;:_I“'{'“* y
therapy or something. Originally a other. g evefihig

Mintendo game (what isn't these Once these items have been Unfortusatelystheys
days? Oh yes, all the really good found, Mr McDonald gives the two agile platforms
games) Arc Developments have, it little boys a tip-off as to the location el wicalfi
says here, brought the visuals into of a certain Birdie who, in turn, 8o be been again is

line with 16-bit expectations - what- requires a number of passes (of the you stay offthem, too
ever they may be. Armed with that cardboard kind, not sad one liners gpa-diduhyye been
newly-discovered pot of knowledge like "How about a quick snog?”) wairec-e
let’'s take a look at what the game’'s before he'll supply any more infor-
about. mation as to Hamburglar's possible
Mick and Mac, two street-wise, whereabouts.

wise-cracking, word-hyphenating And so it goes on until the nasty
teenagers, have been asked to help meat thief is finally dealt with. With
none other than Ronald McDonald  thirty-four levels, eight bonus levels,
[that rosey-faced clown who started a complete bonus game ete, ete, etc,
McD's with only a mouldy loaf of can McDonalds Land knock off who-
Sunblest and a few golden arches) ever's currently at the top of the
who's had his ‘Magic Bag® pinched platforming tower? 3

by the evil and cleverly-named Ham-

As well as running and
jumping, Mick and Mac can
occasionally take a trip in
these bucket-type things.
Whilst floating and bobhbing
our friends are safe from
the jaws of that piranha but
should they jump out at the
wrong moment they can be
sure that the violent fish
will be nibbling through
their flesh before you can
say "Jaws’.

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

SATVNOQA>?> W

flying fish lit v come from
nowhere. Ay e fish at

ﬁ. all cpsts othe might
find your 3 ses Blocks can be used for

h ) short of a | many things. Oh yes,

= they're f!ippl'ng excellent

for chucking at the oh-so-

| cute (but very deadly) bad
guy and woderfully mar-
velous for creating float-
ing platforms out of. They
often hide springs as well
50 it is worth taking time
out to discover if every
block contains a bonus (or
something). Rl

N Y
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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.

Grimace s Highl ands

ds Heeded 3
iwves DO Arahes 09

WORLD SIX

We're nearly there! The

perils that lay beyond

cannot be described by

words alone so we

think you should finish

reading the rest of the

Cosmic™s Reairaat mﬂ.! I.l“l “iP and P“f‘
Hesded § chase a copy for your-

e e i selves. Don't forget to
close the door on the

a way out.
| r 4

Publisher: Virgin
peveloper: Arc Dev

£25.99 OQut Now
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CAMPAIGN

where, the heat and the smoke making it almost impossible to breath

Yﬂu‘d never get me in a tank, you know. All that dirt and grease every-

and - worst of all - the rank, sweat-soaked bodies of your buddies
ponging out the place. Yeuch! Forget the horror of war, what about the
horror of four blokes in a confined space without a decent can of deodar-

ant between them?

Campaign is the latest action/strategy from 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, ‘functional’ 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-

tlefield.

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

This sereen 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...

Battles can either be played instant-
Iy 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 intelligently control each tank,
biit if the player wishes he can ‘hop”
into a tank and control it 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-sleap
headache-inducers). In addition
there's a comprehensive campaign
designer included in the package, so
that the player can create his own
battle scenarios.

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

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 | 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 it comes to the com-
plex campaigns, like the
simulation of D-Day, as
there's just too much to control and
the display gets cluttered and
confusing. That said, it's unlikely
that most gamers would manage, let
alone want, to get to that stage of
difficulty until after many months of
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.

Strategy games normally have a vari-

Publisher: Empire

peveloper: Jonathan
Griffiths

£34.99 Out Now |
Mouse |

DISKS
2

MEMORY

512K
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What's wrong with you?
| I'm all sad and lonely.

And stop him being |
a sad man?

T ona o ]
S 2 5\
//' g a’gh
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[ I've got this

Ace hand-held
but everyone
beats me up
because idon't

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

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

I never knew there was

so0 much in it!
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mlnes a time in a man's life when he : :
sits back, takes stock and thinks, “l could ITHE VEHD'CT
really do with an updated, slightly wonky
version of Arkanoid.” Simon Byron was

doing just that when along bounced...

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-

Publisher: Silmarils

sistent and enable quick move- | Fci® e ik
ment. The method here is terrible.

If you shift the joystick slightly the FERR oW
bunny edges sideways, but if you Joystick

hold the ‘stick in that direction the
wabbit jerks across the screen.
Without smooth control the whole
concept of Breakout is totally lost

J m blame Binatnnm and you're left with a game which
I the days before this so-calle loses its playability immediately.

nical revolution, families would sit You can move m.“:m’ from side to

huddled around their orange-coloured 48% |
11
U

TV entertainment system and select one side by performing a type of ‘dive’ _ 4
of four black and white games which | thing but this is so hard to pull off ill

were roughly based around the 'bash it's "“P“’“,IE to do accurately. By 5 | ]

blocks away' game sensation entitled

Breakout. introducing three different ‘hits'
Software developers soon saw that the nation’s game- the designers have again over-com-

players could be gripped by the relaxing sensation of
The early levels  knocking a ball about and a wealth of super-Breakout plicated something which needn’t

::fa:;::gomard clones appeared on the software scene. Of these, be. Remember the saying “if it's :

with hard| id was the most successful with its still simplistic not broken, don't fix it?” Well,
obstacles ay enhanced by randomly introduced power-ups. ;
indestruct en there have been a few similar games around, would somebody ring up the chaps

blocks to over-

come. A top tip "'“‘I‘;‘ of “;e!“kp"b"‘ D‘;’“ai“{gha: i'—‘; until *""-"1”-'-; e at Silmarils and tell them? Onto the
for Prugmsing unny Bricks comes Trom e strategy specialists sil-
in Bunny Bricks is marils and places you in control of a baseball-bat-bran- next point - namely the play area

can then remain

underneath it, ‘super-whack’ or a machine gun which - unnecessarily complicated with
performing the  can be used to shoot the tiles. Once a — walls which l“t out into JJ 'u' E E a L L

same move, and

:"" ““:II;::E::: dishing rabbit who must clear each screen of ‘tiles’ using itself. The original was uncluttered _
o sen 2 | :

rticall Ly only his stick and a ball. Power-ups descend from the : - -
e bricks which, when collected, offer such delights as a and clean whilst Bunny m is L ‘ 0. S

screen is cleared, it's onto the next

wipe out whole : .
m.':.mn, ata with tougher layouts and the FI'M
stroke. requiring more hits to restricting
In Paradise the levels become slightly harder with a the ball ;
load of these silver tiles which, no matter how hard movement
you hit them, just won't budge. Bunny has just picked S
up a glove power-up and is collecting the ball now. and III'III'I"’ :

O O NN — = thia way. ind tiing ot the AR £

ANNRN 8

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 withisa
game not worth buying. So don't. s E ki

s
ol

E ]

-

&

W S B

The game contains five groups of six levels (that's thirty in total
for the mathematically inept). Iif the ball enters the dome of the
flying saucer in the middle of this screen, it 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 with some big surprises up
his animal-skin sleeves. David Upchurch grabs his club
and gives it a go...

C Kid is yet another game that contin-
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 place between the
dinosaurs popping 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

g blood pressure, having got all

steamed up by B.C. Kid's premise
| was soon cooled down again by the
surprising excellence of the game itself.

There's no real need to explain B.C 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 | thought...
until | got deeper into the game. True, the early levels are bog-standard stuff (although still
with some interesting features) but it's later on that things start to get really weird. What am
| on about? Read on to find out...

Agpaanan

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'll 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?

o e L et b e T T b
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Keep an eye out fﬂ-r any
likely-looking doorways
or fake walls that may
conceal secret rooms.
Inside you may find 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!

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 dre bonus
hearts (which increase the player's
energy back to full) lying around,
the trick is finding a safe way to
get to them...

The Kid's adventures in the A simple leap isn't good
Highlands start here... and he's enough here - the Kid has to
already in trouble! use his teeth to clamber up the

side of this rock face!

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 straightforward, though, as
some of the orange plants contain
an evil black spirit which, if
disturbed, will give chase to our
apple-cheeked hero.

J

Bashing this Eggosaur on the

: head reveals a smiley face icon
| - piek it up for big bonus
points at the end of the level!
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The Kid's simplest but weakest . Hud
attack is the headbutt. Far better is Develnpr'r.f i
the diving slambutt, where the Kid sort

leaps into the air and dives back

down headfirst, which has a devas- £25.99 Out Now
tating effect on anything in its path.

The only downside of this attack is joystick

that if the Kid misses his target and

hits the floor, he gets stunned for a MEMORY DISKS
few highly-vulnerable moments. 512K 1

L It's not all walking, you know, as B.C.
Kid's travels often take him under-

| water. In the case shown here, the
Kid's actually inside the belly of a
huge dinosaur! Obviously the Kid
can't employ his diving slambutt (it's
not designed for sub-aqua use), and
so has to rely on his normal headbut-
ting powers to see him right.

-/

TRERERERERE]

This desert plain is a right pain, because if the Kid stands on it too long he
gets sucked under the surface. Which is why the palm trees are so
convenient. If the Kid headbutts the trunk they leap out of the ground and
start wandering 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 ride to the end of the stage.

More Eggosaurs - pay special Things are really starting to
attention to the green ones, as hot up now - these volcanoes

they often carry power-ups! erupt out of the ground a
: spew lava chunks eyeryw

a i) 38




TOMATO GAME
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Everybody knew that it was only a matter of time
before Psygnosis turned its attention from glitzy
shoot-"em-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
T 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. Without warning he leapt from the heavens
and kidnapped Tracy, retreating with her to the top of a very tall tree...

This is where you come in. e . Ll i
Assuming control of Terry, you o ﬂ.ﬂf Enzi R
must guide the fearless tomato to 3 &2 o~
the very summit of this huge ever- ,.‘ S Eiras
green and rescue Bill's true love
from the clutches of the horrible S
bushy-tailed fiend. Actually ‘assum- e T 0

i)

Publisher; PSygnosis
pDeveloper: In-house

£29.99 Dut Now

Mouse

ing control of Terry’ is a bit of a lie.
What you really have to do is place

ARy ER AR NN AR AR TR RT R
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objects - fans, trampolines, jack-in- '“
L VN

the boxes and solid blocks - on-
screen so as to form a safe route to
the conveyor belt 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.

W R
These early levels are a complete
doddle! All you need to do is
deposit a few well placed fans to
the left of Terry and watch him go.
The fans will blow him from left to
right, he'll bounce on the large 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 flight-path of Terry exactly
so that he leaps safely from platform to platform without problem.

On top of all this, the timing has to be right

because the conveyor is periodically ot -
engulfed in flames.

Y —
v

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 friend just
sgueezes through the gap between the
Buddha and the conveyor belt and
safely leaves the screen. If you ponder
on a screen for too long Terry will
begin to yawn out of boredom.




W Take full¢ommand of up 1o
3000 vehicles on over 20 historically
accurate predefined maps ranging in
size from 625 to 10 million square
kilometres. Locations rangefi@mithe
Sahara and Russian Steppes to the
Battle of the Bulge in the Ardennes
and the D-Day landings.

you gaafiet N Bemputathandia the hancs | Il The amazing Map-Editor allows
IR i — you to modify the existing maps and
create new ones of your owne This option is available ar any time
allowing vou to pause and enter the editor to modify the forces. You can
EVEen _'|"|-'.'|:J_|"? H:hlli”i.r
B Control either Allied or Axis forces from the level of Field Marshal
right down to tank driver.
« As Field Marshal coordindte strategy for all groups of tanks,

convoys, aireraft, ships and preduction cenires.

« As General, control she fighting of an individial battle with as many
as 16 active tanks plus artillery and air support.

« As a Tank Driver/Gunner experience the battle in stunning 3iD.

The sl of B8nirol is R you, if you wish, |

THE MOST SOPHISTICATED COMPUTER WARGAMING SYSTEM EVER
DEVISED FOR THE HOME COMPUTER, USING ACCURATE BACKGROUND
INFORMATION FROM WW2 CAMPAIGNS AND INDIVIDUAL BATTLES.
EXPERIENCE THE SHEER PRESSURE AND ANXIETY OF PLANNING THE
WORLD'S MOST FAMOUS BATTLES.

<Phe Most Comprehensive MIREERY Shw ulation

American, German & British_tanks,

The
Campaign Concept
Includes:-

Campaign Gaming
System Software

Map Editor Software

Extensive User Guide
and Gameplay Manual
Incorporating Historical
o Background, Vehicle
Factfinder and
Campaign Maps

2 World War |l
Propaganda Posters

2 World War |l
Propaganda Postcards

D-Day Landings
Battleplan Map

Authentic Wartime
Newspaper Reprint

iy

. "

@ Over 150 vehicle types, each one E
displayed in Super Fast3-D; Russian,

artillery, supparagveRitles, aircrajt
dnd shipss Campaignagives Vou full
conirol over all\@spects of comba
inchuding @ipstrika® @Rt Sed battles.

B Your playing area covers uplto a
staggering 10 million square kilo-
metres of detailed terrain featuring
towns, villages, rivers and woodland.
B Breath-taking graphics that are
accurate in every detail, give a unigue
atmosphere of realism.

B Over 100 Kilobytes of 3-D shape &
data used to create the vehicles.

B Sound Blaster, Ad-Lib & Roland ’E

sound card compatible. | I

B Available on IBM PC & Amiga  f :
=

Empire Software, 4/6 The Stannetts, Laindon Morth Trade Centre,
Basildon, Essex. 5515 6DJ Telephone: 0268 541212

Programmed by Jonathan Griffiths
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HIGEL MAHSELL'S
WORLD

CHAMPIONSHIP

E W

Nigel Mansell's
championship season con-
sists of sixteen tracks.
Each one is from the real
Grand Prix season, and
each one is modelled on
the genuine article. In the
full championship moda,
each track is raced in
sequence, although any
circuit can be selected and
tried out in practice mode

Having finally been crowned as the best man in the world at driving around in fast cars,
Nigel Mansell is a long overdue sporting hero for us Brits. But can the official game do
justice to the great man's feats of speed and endurance? And, more importantly, can
Gary Whitta take the strain?

e may be the most boring
H 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 - the question is, can the
game do the same?

Well, certainly the pedigree is top-
notch, coming from the same peo-
ple that brought us the Lotus trilogy
and Team Suzuki. Mmm, fancy. But
whereas the Lotus games were pure
arcade action, and Team Suzuki a
serious racing simulation, Nigel
Mansell's World Championship (a
catchy title if ever we've heard one)
is stuck somewhere between the two
styles. It aims to mix simulation-style
depth and authenticity with 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, with con-
testants aiming to become World
Champ and do all that bit with the
wreath and champagne by travelling
around the globe throughout the
year and accumulating points on the
various circuits. In between races you

can tune your car for optimum per-

Drivers who want any serious
chance of winning should
always give their car a good
looking-over before taking to
the starting grid. Tyres, aero-
foils (that's spoilers to the
uninitiated) and gear systems
can all be adjusted to taste,
with three variations on each.
Aerofoil and gear configura-
tion is down to the individual
driver, but tyres should be
selected with the length of
the race and weather condi-
tions in mind.

Pulling into the pit lane allows you to change into a fresh set of tyres.

AUTO

(Below) Before the main race, you can
choose to take part in a gqualifying
round - a couple of laps around the
track against minimal computer oppo-
sition, with the fastest of your two
lap times determining your position
on the starting grid for the race prop-
er. It's not a formality, and you can
skip this qualifying stage and go
straight to the race if you wish, but
you'll be placed at a back of the grid
as a penalty for not bothering.

You can also select the type of tyre you want fitted, to best deal with

b the variable weather. Once the order is given, the pit crew operates

on hand to offer expert guid- automatically, but how guickly they can get you back on the road is a
¥ q ¥ ¥ get ¥

formance, while Nigel himself is

ance. The rest is up to you... random factor, so pitting is always a risk.




So, with all the preliminaries taken care of, it's time to do some proper rac-
ing [at last). The number of laps depends on the difficulty 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 aither wet or dry,
and if it's dry, a percent-

age figure tells you the J[{1LIEHIALIE ™
chance of rain during the
Face.

iy

If it's a more arcade-y experience you're after, the floating data panel at the
top of the screen can be removed, leaving you with nothing but the MPH
counter. It makes for a slighter smoother screen update, but without 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 with TR
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 mounted just
behind and try to emulate
it as closely as possible to
shave seconds off your lap
times. It can be helpful,
but ultimately there's no

e

substitute for practice.

Publisher: Gremlin
Developer: ll"l'hﬂl.lSE‘

£25.99 Qut Now

Keyboard/joystick/joy
padMouse/Analogue
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WEEN

Coktel Vision didn't
exactly set the
adventuring world
on fire with its
dodgy attempt at a
sexy adventure, Fas-
cination. Can they
make amends with
the less sensual but
more mysterious
Ween? Simon Byron
tells all...

Most of the adventure is based
around one, two or three interlock-
ing rooms in which there are a num-
ber of puzzies to solve. Only when
these have been solved can the
player move onwards. Although this
may avoid the ‘getting quite far in
the adventure, then realising you
don't have the right objects to con-
tinue’ syndrome, the end result is
the game just feels claustrophobic.

had a bit 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 chappy 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 | 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 tumn, 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
guests, you'll have enough sand to place in the Hour Glass and finally defeat
Kraal. Let's see how it's done...

A long time ago in a game far, far away, Ohkram the good Sorcerer

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 Urm, a fruit-eating vampire bat. You can summeon him up at any
time (using your flute, if you've worked out how to obtain it) but he
will only do you favours if you can reward him with some food.

Publisher; Cocktel
Vision
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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. You first need to
find 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
nead to wade through the player interface - perhaps the hardest part of all!
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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 from the ancient Addictive game, imaginatively entitled - get
this - ‘Football Manager’, to the incarnations we see today. The manage-
ment game has certainly moved with the times and software houses are The transfer market is the place to
iha e buy fantastic new players or sell
constantly thinking of new and original ways to relay the facts to the crusty-old has-beens. You can call up
sophisticated players of the nineties. information on any of the players
Just what it is that attracts players to sit for hours on end, minds focused listed which will display another
on the ultimate ‘goal’, is hard to define. Avoiding bankruptcy whilst for- <=0 outlining their skills and
o 2 ks - z weaknesses (see inset). Once you
ever improving the team, or perhaps securing a major sponsorship deal gecide to bid for a player listed you
with a multi-national company can sometimes produce feelings of emo- are presented with a figure which
tion which rival defeating a huge end-of-level guardian any day. The sat- ‘they’ think the player is worth and
isfaction of seeing your team climb a couple of places in the Rubbish Y°U are able to submit your bid.
League can be so great that gamers have been known to explode in front
of their monitors, provoking legislation that requires all management - - - r 1 - .
games to carry a health warning. If your team wins a major tournament . . Jilmlh Ll i
then the likelihood is you'll be performing cartwheels and various other ' o . COMFEREMCE '
gymnastic movements all around your room. How many other games can ——— l gty
you name that produce that sort of effect?
And so we arrive at Premier Manager, the latest addition to the genre.
Can Gremlin inject fresh life into the old-dog? Let's take a ldok at the Clas-
sifieds.

Right from their origins in the days of the ZX81, football management

The main screen is
the nucleus of the
game and from
here all options are
but a click away.
The icons are all
fairly self-explana-
tory and within a
few moments most
gamesters should
be able to recite
the meaning of all
of them. Mote the
printer at the bot-
tom of the screen
which prints out
all the fixtures or
results and the
fax machine to the right of it which faxes newsworthy messages now
and again.
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Once you've selected your team and chosen the players that you wish your
team to comprise of, it's onto the match screen which reflects the key
action in a series of static screens. You can substitute at any stage by click-
ing on the subs button and are given the option automatically at half time.
The ball moves left and right on the bar between the teams reflecting the
position of the ball on the field. Come on you Farnborough'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. | see QPR have
been beaten by Chelsea - that'll all change when | become manager.
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This is where you can scrounge some
dough if things are running a little
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 it
down. Pah! The recession’s hit the
footy clubs too, you know!

: OO0

You can change your team as often as you see fit 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 | 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.

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 commaon
numbers or, by calling the
Board of Directors you can
hand in your resignation, if
you've had enough.

e A R B TR S e

Publisher: Gremlin
Developer: In-house

£29.99 Out Now
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Reach Fo
The Skies

Tally-ho chaps, bandits at twelve o'clock, er, ‘Jer-
ries’, Hitler (?), Berlin... World War 2 certainly
conjures up a wealth of images for Simon Byron.
He scrambles down to the airfield to find out
whether the new flight-sim from Virgin earns its

an you imagine what it must
‘ 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 forgetting the endless fear,
panic, bombing and rationing that
you'd have to put up with as Hitler
tried, in vain, to take over the world.

MNope, 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 people
behind Flight of the Intruder).
They've taken a slightly different
approach than you might have
expected by allowing you to choose
which side you want to be on. Whilst
this may seem like a controversial
and, let's face it, unethical decision
(it provokes images of our now for-
eign friends 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

gamers 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 fitted with such weapons.
Stick the aircraft on auto-pilot 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.

-. B

LET'S GO TO THE
SEASIDE, CHAPS!
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From the off it is easy to see that a great
deal of effort has been piled into Reach and
this is accurately reflected in the manual,
which contains a wealth of historical facts
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 | suppose that even the
Spitfire pilots themselves didn't notice all

Y S W his impressive trickery
e e el Tk e

(and it didn't work
anyway, did it?). It's
certainly fairly fast but
the biggest problem |
found is that, unless
you jump virtually
straight into a battle
(which isn't at all real-
istic), there is a great
deal of flying about
before the enemy
come into view. Whilst
this is probably how it really was, itis 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 5Sky) the battle
was almost immediate anyway. If 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).

Publisher: Virgin
Games
Developer: ROWwWan
Software

£30.99 Early Dec

Keyboard joystick/Mouwsis
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CHEAPOS!

BUDGET LAND?

ELCOME TO THE FIRST
WIH A REGULAR LOOK

AT WHAT'S HAPP-
ENING IN THE BUDGET SCENE.
THIS IS THE PLACE WHERE WE
FILL YOU IN ON THE LATEST
INFO, RUMOURS AND RELEASE
SCHEDULES FOR ALL You
MONEY-CONSCIOUS GAMES
BUYERS.

The successful and immensely
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, it's being released at an
almost full-game price of £19.99.
Due out early next year, this
adventure will differ slightly from the
others by featuring greater character
interaction, varying enemy
intelligence 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 from yesteryear.
Closely tied with Lucasfilm and
Delphine, to 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 Prix, and even to ewven
challenge a friend in a spot of head-
to-head frenzy. Look out for a full
review next issue,

Psygnosis in Budget Mews shocker?
Yes, it's true! Although strictly not on
budget, it's a compilation so that still
counts. Entitled the ‘Lemmings
Bumper Pack’, the £29.99 bargain
bundle contains Lemmings and Oh
Mo! More Lemmings in ane 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
gamers, this should prove an
excellent purchase for newcomers to
the Amiga scene but it's only
available until January 31st so0
you'd better not dawdle.

Christmas is only just around the corner and the budget scene is
hotting up in anticipation of a very merry festive season. If
you've got any tight relatives who don't like 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! - instant snazzy Christmas
present. Due to the amount of games that have flooded in this
month all The One's team have done their piece so if you'll just
adjust your swimming caps we'll dive straight in...

INDIANA
JONES AND
THE LAST
CRUSADE
Kixx XL £12.99

Can it really be nearly three years since The Last

Crusade first appeared on Amiga? At the time |
remember thinking it was the best thing since
sliced salami but a lot of water has passed under the
graphic adventuring bridge since then, 50 it was with
no small amount of trepidation that | loaded it up for
reappraisal. Would my golden (but vague) memories
be shattered, much like they were when | saw my
childhood favourites The Banana Splits on TV recently?
| needn’t have worried, because The Last Crusade
has aged surprisingly well. Admitted, the graphics are
a bit crude (direct conversions from the PC version's
16-colour EGA, I'd guess) and the player interface is a
little clumsy in places, but for all this there's no

denying that The Last Crusade is still a
cracking game. In fact, it's actually better
that the more recent Lucasfilm games in
= some respects (mainly in the disk-
= swapping/accessing department),

The Last Crusade is, as you may have
already worked out, based on the third
4 and last Indy movie {you know, the one
with Sean Connery as his dad). The big
problem with a movie tie-in graphic
adventure is, of course, how to stay true
to the plot of the film 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 the film. However, Lucasfilm have succeeded
admirably, and there's plenty of challenge even if
you've seen the Indy films a hundred-and-one times
(like | have).

If you missed The Last Crusade the first time around
{and | suspect there are probably quite a lot of you)
then you have absoiutely 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%

Ry Marcus, have you lost your sense of humor'?




ZAK McKRACKEN AND THE
ALIEN MINDBENDERS

Kixx XL £12.99

riginally
Ort‘-leaheﬁ way
back in 1988

when games weren‘t
as sophisticated as
they are now, Zak
sMcKracken is an old
graphic adventure
from the LucusFilm
stables.

The hero, Zak, is
your typical nerdy
American citizen
with high debts, low
reserves of brain-
cells and the weight
of his world on his shoulders
Trouble is, though, some nasty alien-
type aliens have decided to take over
the world (yes, again) by brain-
washing us humans using a
particularly scary mindbending
machine. 5o it's Zak to the rescue; by
guiding him through a series of
adventuring situations the scummy
inhuman beings can be defeated,
etc, etc.

Whilst playing Zak McKracken it is
easy to see how far things have
progressed in the graphic adventure
genre over the past few years. The
visuals are sadly lacking in the quality

a a

» what

Yya wanma buy.,

alaala aTI T T

department with lumbering
animations and garish, crude
backgrounds. The player interface is
extremely fiddly when compared
with the games out now (Kyrandia
especially) and it soon becomes
really annoying having to 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 type of way, and most
locations contain a few jokes or tiny
touches. Zak McKracken is a fairly
decent, good fun type of game
which is let down
slightly by the awful
graphics and monotone
sound. If you can live
with this and you are in
need of a challenging
adventure then, aside
from The Last Crusade
which you should check
out first, at this price
you could probably do
no wrong.

OVERALL: 74%
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+ LOOK NO FURTHER!!

FOR THE CHEAPEST AND BEST !!

£19.99
£15.99

Wing Commander
Zool

The above represents only a very small
selection of titles that we stock. If you do not
see what you want listed, please give us a
call.

Given the natura of games publishers, we can not guaranies thal all the above will ba releasad by
thie time this adver appears, Please call us to check availability 1o avold disappointmant,

Post & Packaging £1.50 - Securicor £5
48 hour despatch (cheques 7 days)
Cheques should be made payable to SoftStore
Access and VISA cards accepted
SoftStore, Dept DTO, PO Box 1720, Slough, SL3 0YX

0755:3 *§8*3*3*3*6* *

* k k k % % %

*

%*

*

* :
3D Construction Kit 2 £34.99

*  A10 Tank Killer £22.99

% Addams Family £15.99

% Airbus A320 £24.99

& Aguatic Games £15.99
Assassin £15.95

* Beast3 £19.99

4 Big Box 2 (10 games) £19.99

% Bug Bomber £1599
Catch'Em £15.99

* Championship Manager £15.99

% Civilisation £22.99

4 Crazy Cars 3 £15.99
Curse of Enchantia £22.99

* Dune £19.99

% F1 Grand Prix £22.99

* Fire & lce £15.99
Golf (Microprose) £22.99

*  Hagar the Horrible £15.99

% Harrier AVEB £27.99

4 Head to Head (Mig29 vs F19) £22.99
Humans £19.99

*  Jaguar XJ220 £15.99

* Jimmy Whites Snooker £14.99

% John Madden's £15.99

* Kick Off 3 £15.99
Kings Quest 5 £25.99

* Leisure Suit Larry 5 £25.99

<% Lemmings 2 £15.99

* Lotus 3 £15.99
Lure of the Temptress £19.98

* Megalomania/First Samurai £19.99

% Monkey |sland 2 £24.99

4 Nigel Mansell GP £15.99
PGA Golf £19.99

*  Pinball Fantasies = £15.99

% Pool £15.99

4 Premiere £19.89
RailRoad Tycoon £22.99

* Red Baron £22.99

% Sensible Soccer £15.99

% Silly Putty £15.99

% Space Crusade £15.99
Space Shuttle £34.99

% Special Forces £22.99

% Street Fighter 2 £17.99

* Striker £15.98
Sword of Honour £15.99

*

*

*

*

*

*

*

*

*

*

*

*

*

*

*

*

* % %
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BUBBLE
DIZZY

Codemasters £/.99

he latest Dizzy game is a
I sidestep from our egg hero's
more traditional arcade
adventures. This time round Dizzy
finds himself at the bottom of the
ocean, having just been kicked
overboard by the evil Captain
Blackheart. As the more observant
and budget minded among you
will undoubtedly know, Dizzy
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 stable of surfaces to be
standing on and they quite
frequently burst, forcing Dizzy to

leap to another or sink back down
and risk drowning. Oxygen is of a
strictly limited supply and contact
with some of the various sea
meanies will deplete the air
reserves further although there is
always an extra canister lying
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-air before Dizzy is
plonked at the bottom of another
chasm with more rocks and
platforms to hinder our hero.

Bubble Dizzy is not a bad game
by any means, although neither is
it particularly outstanding one. It
plays well, if a little ‘rigidly’ 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 in a bongo kinda
way, the graphics are very ‘Dizzy’
styley, and it will probably provide
you with a few weeks of gaming
pleasure if you are willing to
persevere with what is basically a
limited arcade game. All-in-all it's a
fair but not essential purchase.

Wﬂnmuﬁ:",
?- o THE OUARRY TOP! %

IS s i

ot simply content
with furnishing us
with Bubble Dizzy,

those Codies have covered
both ends of the arcade
market with the latest in a
very long line of arcade
adventures. In Spellbound
Dizzy our eggy friend has
got himself into 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 standard Dizzy game in every respect, with the usual
satisfactory graphics, jolly music and logical puzzles. It's so much like
all the previous offerings that, to be honest, | doubt if you'd find
much to keep you sufficiently entertained here if 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. If
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 | mean).

OVERALL: 54%
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JZARD GAMES

TEL: 0234 241060
Fax: 0234 240687

A Tank Killer
Avldams Family
Air Backs .

AUy
Archer Muclean's Pood
Arsenal FC¥ ...,
Ashes of Emypire ..
Asspssin® ..

A- Tealm

Bane Of The Cosmic Fm#..

Barbarian 11
Bard's Tale I
Baiile 1=le
Baiile Isle - Daga Disk
Baitle Tonds *.........
Bill's Tomae Gamre
Bimds OF Prey
Black Crypt....
Bug Bomber *
Cal Iurnia Gamaes 11
Campai
Carl
Camtles ...
Castle of Dy Berain.._
Catch-Em
Ciranar .
Cehic IJ.-p.ml-‘ -
Cenunom
Champnoiship Mnmgu-
Chaos i ™.
Chuck ];E.'k :
Chvilismion ..
Cohar I ...
Congues ol * The l.:lllﬂ'nw
Cool Croc Twins
Conl Worlds *.
Corvern Actioe
Crazy Cars 111
Creatures 0.
Creepar ® s
Craise For a Corpse
Cytron *
E‘un.:qu'Em.hranKu;
Dark Cueen o nn
Dark Sun ‘ghnu.:rnd Lands
I Cieneration

Dran
Dl Bug
Deanc

Dsmpean Mnln e hmn e
Drvnahlaster

Elvira I1..

Bpic.......

European immpmn Foothal
Eyo of The Bebalder.
E{rvul"l'hlr Bebwlder I

F15 Sarike Eaple 11..

F14 Siealihfighter

Formusls Onelarand Prix .
Ciaifees Espann 92

Gilabal Effec .

G- Lo RGO

Goblins ...

Graham Gooch Crickel
Geraham Taylor Socoer ...
Caunship 200K wisa
Guy Spy—.......

Hisgar

H

Hm'ﬁlf{ “hina
Hrurﬂ.-ll 5

'I\hul e
Jagpaar X2}

Fimamy Whiles 5nookier
John Madden 2.

James Pond -‘u.w.llu. Games . £

Kick 01 2 = ] 199
K0T Fanal Whestle i
K02 Giants of Burpe.—..... .. L8439
K.0.2 Revarn i Esrops........... EHA49
K 0.2 WinmingTactics R4
Kick Off & * Elfd%
Kings Quest 3 ... E2%. Ml
Emighimans s ks Y
Emighes of The ‘\h'r s ...I‘.::.""“'
Last Mimja [ 2 S
Lennder. Lo El6AT
i A R £199%
Lemmnngs.... LS L NG A%
Lemmings 2 *

Lesthal Weapan ®

Liverpasal i

Limkcs

L= af Tine .

Lastnis Tiagrkan Chaallenge 01 ...

Lokus 3 Uhsmiate Challenge

Lure of The Teimjiress

Man Uid Esarope

Megafuriness

Megarraveller i

Mzpasporis

Microprose Golf

Midraanier I1...

Might & Magic 111

Muonkey Island

Moakey lsland 11 ...

Ml vt

Ml =

Migel MansellsWarld l.“h.m:g-...

Mobby The Aandvrk

Nova ... i

Oirk

Pacific 1slands

Parusisd Stars ...

Perfect General

PGA Godf-Plus......._..

PGiA Golf- Dat Disk

Pinkall Dvesms ...

Plan % froenn (Iub:rs.pa.r

Player Manager, -

Poods of Darkness

Popaalous [

Popalous [1 Data Disk .

Prwermanger. ..

Preniere s e g
Progeet X .ooro- 2 e 1A
r‘qﬂwy‘l . oy L1699
Ragrorak.... Ly L2095
Fabroagd Tycoom..., X549
Realms....... i g 24,50
Red Baran ... .

Risky Woods

Rabiocod.,.

RoobaSpoats

St Tieans®

Semsible Soccer

Shadowhands ...

Shadow Workds *

Shumle....

Silly Puny

Silem Servioe 11

Sim Eanth *......

Spuce Crusade .

Special Fomes.

Starm Musler.

Craleway To The %:.uch n:.nlberEIH 49 Sinker
_E15.99

Sarevt Fighter [1 *

Saper Space av HJ":‘-

Saper Tetris ..

Soper Hero...__..

Sward OFf Honour

Team Yankse Il Pacific lulaesd
Tennis Cup 2

Termanmtor [T

The G fehies

Tilus The Fox ...
LUhima &

Vikimgs ..

Warrioes of Ruvl.cn-.
Ween ¥

Willy Beamish_.......
Wing Comnander *
Winber Sports 92
Wizkid .

W% F Euro i{armpuul:

a0 Pood

Advanced DL'-.I:-.I -

Advered Hesst ’ iy

Back To The Future || et o
Back To The |'||I.LI|l.‘ G B

Batle Tl.mh~4-. i

H||l||||. '\ll:ﬁl.'u

C T e R,
Chase HQI..............
Cisoo ”HI

fhluhln. Diragan . .

Emlyn Hughes BOceer .,

Fl6 Combat Pulot

Fusture Wars ...
Crammlet 1..._.....

Crolelem Axe......oooomcoee
Jamees Pomd . i e s
Lotus Espint ...
Mudwinter ..

Moonwalker ..ot

Mar :
Mew Fealund \l-'ll\. .

Morh & South i i b
i_h,umu YN

Pang - SERRTERNT
Panza Kick |i-.1x||s.|. ik
Pictionary.. et

E'|1L|1|.|||.|.| e
I_-'||I|J:h1rr ke
Plotimgs.........

Pro Tesinis Tour_..

Pugznic. .

R.j|||h|~u. I'\.llll'l:l'h

Supaphe .

Tes Drive .. il
TV SpEorts |n.>r|:.|||
Wolf Pack ... B
Xemon ln.
Fack Aducrakan

mﬁéﬂﬁm

Comp Pro S0 Clear P\Irn H

Konix Navigator o

Ko ‘ir\‘cﬁkul TR
uickshol I"\.I?'u'ln |
ukckyry Jedfighter ..
uickjiy "JI.I.|".I|"-KIII1
usckjoy Topstar ...
|||.lc||'-||.I Turba..

E@jﬁ[ﬁiﬁlﬁﬂ:ﬂ@ﬂ&

BOARD GEMIUS - Serabble, Risk. Cloeda,
Monopaly £17.99

BIG BOX 2 = R-Type, Ghostbusiers, Shanghai,
Sinbad, Defenders of the Earth, TV spoms Football,
Back 1o The Future 3, 'mruh‘lil.']ll‘i-'- Hamhuzal

SUPER FIGHTERS 'P'r W.F, Pitfighter,
Fmal Fight L16.99

DREAM TEAM - Tesminasor [, Simpsons,
wwF-£17.99

ITEMS M.&RKI—,D WITH-A STAR = MAY NOT HAVE BRSO L R I R S0 AT o AR o
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Send to Wizard Games Oshorne Court Olney Bucks
MEK46 4LA. Fax: (0234) 240687
Postage & Packing included in U.K. Europe add £2.00.
Elsewhere add £3.75
Please make cheques /P.0's payable to: "Merlin Software'
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i— FIRE & FORGET I

Fox Hits £9.99

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 will quite happily negotiate the
bends and twists like it's your chauffeur. Mow, call
me old fashioned or something, but | thought that
the idea of a driving game is to, like, drive a car
around a track. 5till, perhaps this has all been
decided for a very »d reason so let's not worry
about it too much

Besides being a driving game where you don't
drive, Fire & Forget Il is also a shoot-"em-up along
the lines of Roadblasters, the crusty coin-op from
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 anyth and quite often you end up
losing a life by being hit by a single bullet which
you had no knowledge of before.

Mot simply content to leave it at that, the

a number of mmnw’frf

with names H:eWarrinergnlm :

happens, is a rather luvverly lady), using a number of dirty fighting moves
‘and lobbing a few motorbikes and the like about. There are also a number of
occasional 'bonus’ screens where each mummmmmm
hardest and meatiest fighter in town.

What sets this game apart fom the beat- mn-upcmwd’ﬁﬂwmnuu&m
in which the an-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

‘ring’ theganmcamﬁmhmdsmgstﬁmmaﬁﬁﬂm
which makes for a visually exciting and different experience.

I you're looking for a rock-hard beat-'em-up then Plﬁiqhtar 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 to whether it will be enough for all you
sophisticated Streetfighter 2 fans... Well, perhaps, hut you wulcd do worse
with your money whilst mrﬂng for that pu'hcullr ph

OVERALL: 68%

L mm%

programmers have included a novel little twist
whereby you can transform the car into a car with
wings and take to the skies. Unfortunately
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. It's tempting to end the review by utilising
the ds 'fire' and 'forget’ together in a clever
little sentence but I'm not going to, okay?

OVERALL: 3¢
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MICRUDISK

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

FREE
MYSTERY
GAME

WITH ORDERS
OVER £45

Villiers House
110 Villiers Road
Watford Herts
WD1 4AJ

(0923) 676419

All items subject to availability E.&0.E
Allow 14 Days for Delivery

GAME .......ccvvnssserssssssninee: PRICE

A10 TANK KILLER ENH .. 2198
ADDAMES FAMILY . iiiisisinam 16.44
A320 AIRBUS ........ .99
AlR SUPPORT ....... s L
AlR WARRIOR ... -
ALCATRAZ.. .. 16,98
AQUATIC GAMES... PRI, [ 1! 1|
ARABIAN KNIGHT ...... conanned| MEW] ... 16,99
ARCHIE MACLEAN'S POOL ........................16.99
ARSENAL F.C... e 16.98
ASSASSIN ... e 1698
ASHES OF EMPIFIE ................ S
A- TRAIN . LA AR
EAHBAHIAI".I II. e R DAty | )
BAT IL... R
BATTLE ISLE ..... iy |
BATTLE TOADS .. i 1699
BEAST 3... ; e 1LY
BEABT MASTER........ .ot 16.99
BEAVERS .. sean 1088
BIRDS OF PREY .. R
BLLUES BROTHERS ... w1649
BUG BOMBER... o
GASTLES ... w2099
CASTLE OF DR BRAIN ... 2349
R L 16.99
CELTIC LEBENDS ... oo 2199
GHAOS ENGINE ... e L
COOL WORLDS ... ) i 1698
CONGUEST OF TI-iE LUNGE(}W. e 98
COVERT ACTION ........... RO
CRAZY CARS 3. veeeec 16,58
CREEPERS... 5 IR B
CRUISE FOR A CORPSE ... e 16,95
CURSE OF ENCHANTIA. . 24,49
CYBERCOMMl.............. .16.99
CIVILISATION ... i
DARK MERE ......... i o 48
D-EENERATION. . ... v it i i DOLATER
AL o R R
DOODLE BUG . (NEW) ..16.99
DUNE... ik B
DYNABLASTER..... .22.89
ELVIRA JAWS OF CERBER ot B8
EFIC.... 1884

EUROF’EAN EHAMP‘IL‘IH FOOTBALL....
EYE OF THE BEHOLDER ..
EYE OF THEEEHULDEH?........... ey
FIBSTRIKE BRGLE 1o,
F18 STEALTH FIGHTER ..........

FATAL STROKES ............

FIRE FORCE...

FLOOR 13..
FLFIGHT OF THE INTRUDER ...........12.99

P TR R e Tl TBA
FORMULA 1 GRAND PRIX...........ccicniiann2.89
BAMES ESPANA G2 .............coc s 2098
L2, L0 LE AT B ) N RRAR R ST |
18 ] SN ARIRN PRSI O AR Ol U | )
GODFATHER ... 16.99
GODS... ..16.49
GRAHAM TAYLOR'S SOCCER EHP.LLENGE 16.99
GUNSHIP 2000... i 2249
BUY 8PY .. 22.99
HAGAR THE HORRIBLE ... 16.99
HARLEQUIMN... 16.49
HARD N-D'..fﬁ. 16.98
HARFOOMN... ...19.99
‘COMPUTER TITLES

e T L

'TOTAL AMOUNT ENCLOSED

BAME . e RICE, AR i v COMPILATIONS
HEAD TO HEAD.. ..2249 ROBOGOD
HEIMDALL. ...19.99 ROBOCOP il
HERD aussm MEG) . ""21.98 ROBO SPORTS BOARD GENIUIS
RO {HEwm 1890 SABRETEAM..... SCRABBLE, RISK CLUEDO,
HOOK... 1699 SENSIBLE S R :
HOSTILE BREED... ...1699 SHADOW OF THE BEAST 2. MASTER DETECTIVE
HUMANS ... 2249 SHADOW WORLD . £17.99
I JONES FATE OF ATLANTIS . _TBA  SIMEARTH
IAN BOTHAM'S CRICKET........... 1649 SILENTSERVICE Il............ocoooioiiee
INTERNATIONAL SPORTS CHAMPION......... 2288  SILLY PUTTY.......coooocomensmsin BIG BOX 2
ISHAR.. o 2249 SIMANT i
JAGUAR XJ220... 1699 SIMPSONS R- TYPE
JWHITE'S WHIRLWIND SNODKER . 1099 SHUTTLE EHEDH[:EI]] GHOSTBUSTERS SHANGHAL
JIM POWER.. e 1089 SPACE ACE2... Nef TR g Sl
JOHN MADDEN'S FOOTBALL 649 SPACE 1889 SINBAD, DEFENDERS OF THE
KICK OFF I .o 1399 SPACECRUBADE .........ccmmmiserimnissiromms EARTH, TV SPORTS FOOTBALL,
KICK OFF Ill......... [HE'#] .16.99 SPACE QUEST IEhé BACK TO THE FUTURE 3.
KID GLOVES II........ i 164D SPECIAL PORCES ..ot pams) i
KINGS QUESTV ... """'9399 STREET FGHTER Il . ARMALYTE, 1K +, BAMBUZAL
KMIBHTMARE ...ccccrvcmmmssssssssssros 1589 STRIKER e £17.99
LASTNIRIA 3" 16,49 SUPER SPACE INVADERS..
LEANDER... j ....16.99 SUPER TETRIS ...
LEGEND .. 20,99 SUSPICIOUS CARGO.......ocooce SUPERFIGHTERS
LEGEND OF KYRANDIA ........ooosoommssee 2249  TEAM YAMKEE ......oocoosommsemmnisines FINAL FIGHT. W .\V.F,
LEISURE SUIT LARRY 5... 309 TEAM YANKEE IL........cooorron it
LEMMINGS . . 16.49 TEARAWAY THOMAS...
LEMMINGS 2............ 2249 TENNISCUP2.. £16.99
LEMMINGS STAND ALONE ... v 16,49 TERMINATOR ...
LETHAL WEAPON ... " 16.99 . THE CARL LEWIS CHALLENGE ...............
R R 2499 THE COOL CROC TWINS ..
LIVERFOOL ... o AB00 THEMANABER ...t DREAM TEAM
LORDS OF TIME .. 16,99 THE PERFECT GENERAL....ov.occcrce e 22,99 TERMINATOR 2, SIMPSONS,
LOTUS 3. "16.09  THUNDERHAWK AH-T3M_...._........21.99 W T
LOTUS TURBO CHALLENGE 2.... 1640 TITUSTHE RO imresne ) Sdih
LURE OF THE TEMPTRESS ... 2199 TRODOLERS............. : £17.99
MEGA FORTRESS .....oeooesreri ...2089 TV SPORTS BOXING.... i 1B.
MEGATWINS ............. 699 TVSPORTS BASEBALL ..o 1B .
MICROPROSE GOLF.. ..2399  UBH ..... e \NEW) .. 16.95 BUDGET GAMES
MMOWINTERCEL .ot 2309 ULTIMA VI e
MIG 29 SUPER FULCRUM.. ....2499 UTOPIA ; SOF OFF LIST PRICE
MIGHT & MAGIC 11l 2299 VIDEO KID...... i P&P ONLY 50P
MOONSTONE. . ..2099 VIKINGS ... N i
MONKEY ISLAND . 1699 VROOM.......... . 6.
MONKEY ISLAND II{HEI:II.IEED} ..2249 WAX WORKS.. 49 BACKTOTHE FUT“RE .. 199
BUBBLE BOBBLE ... R
NS 1899 WEEN . %9 CARRIER COMMAND ...c...coc. 638
NICK FALDO'S GOLF .. 2299 WILLY BEAMISH . o219 CHASEHO . G 398
NIGEL MANSELL WORLD CHAMPION _.....19.99 WING COMMANDER [1 MFEJ o 2249  (ISC0 HEAT 500
NOBBY THE AARDVARK. .. .|NEW) 1699 WIZZKID i 16.99 DOUBLE DRAGON .. 6.99
NOVAD.. 2389 W.W.F. WRESTLING... 16.49  EMLYN HUGHES SOCCER... §
ORK .. e ANEW) ... 16,98 ZOOL (REDUCED) 1699 F16 COMBAT PILOT .. 7
OUTLANDER. . mea 16.99 ACCESSDRIES EEE#IENHAE.’:EW
PGA GOLF DATA DISK... 1299 1/2 MEG UPGRADE + CLOCK (REDUCED)..24.99 | 0TUS ESPIRIT
PINBALL FANTASIES . 2249  AMIGA 4 PLAYER ADAFTOR............conn 799 MOONWALKER ...
PIRACY . 16.09 40 LOCKABLE DISK BOX........ ...599  NOATH & SOUTH
PLAN 9 FROM OUTER SFADE 2299 B0 LOCKABLE DISK BOX........ 898 CHINTHEUSA oo
POOLS OF DARKNESS .. 7280 BOX 10 BULK DISK.......... ern5.80 Eg:"{ﬂl CEEB’;]“}?I';E
POPULOUS Il 2099 BOX 10 SONY DISK......... BT TR o
POPULOLIS/SIM CITY ... 2099  QUICKSHOT PYTHON 1 ... R T TRty
PREMIERE.... i 2299  QUICKSHOT MAVERICK.... e P90 PR TENNE TOUR. . s i
PROJECT .. 1699 QUICKJOY JET FIGHTER... ..1389  RAINBOW ISLANDS
PLAYER MANAGER .., 1399  QUICKJOY TOPSTAR.......... ..2099 TV SPORTS FOOTBALL ...
PLISHOVER . " 6.99  COMP PRO 5000 EXTRA CLEAR.........13.99 TV SPORTS BASKETBALL ..
ROAD RASH...........ooocrsssarermssssesscnenne 16,88 NAVIGATOR ... R 13.99 fgﬁm%%ls e e ggg
RAILROAD TYCOON ................... ..2499  ZIPSTICK... BT ¢ 1
EEEL[:"AEHEH' A .gg.gg DISK BOX & A SPORTS DFII'I-'ING 13_33
D, AD SPORTS BOXING . 1
RISKY WOODS .. s  JOYSTICKS P&P £1.00  ‘wacky races. 5.99
------------------------------------------------------------------------- —I
TPRICE lName..“ .............................. TTMBRREG B TR Vi
]
!Address* ............................. L e
i 1
J fesssmssnasnnnnnnnissnanadani R R R R R R R R R R R R R R R R REw LE NN} SEEESEEIREERERRRRS :
: e A S i
: lllllllllllllll EFEERFEEFFRERNRTYRFAEESAdSSdaEaeTAn :
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]
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If you've got a passion for strategy-style games then your head’ll 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, howey-

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 o

aspects of the game daunting (espe- = = =

cially the incredibly complex spell-

casting section). -

Crystals of Arborea is a sort of pre-

gquel to 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.

50, is it worth the asking price? It all depends on how much you like
these sorts of games, | 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%

Continued from page 90

Robocod is a scrolling cut-
sie platform affair. The fishy
superspy has to restore spirit
and festivity to Santa’s toy !
factory which has been
besieged by Dr Maybe. James {
Pond has a few robot- i
inspired  abilities which [ ;
include extending his midriff ' e
to reach higher platforms and
scrunching himself up to pro-
tect his precious bod. It's
incredibly playable and the
levels are huge, but there's
not a lot going on on-screen
and when there is the screen
tends to launch itself into a
kind of wobbling breakdance
display. However, to be fair,
this is not really a problem
most of the time. Althouah
the game has been superseded by the likes of Zool and l'n:rfrlmds, i‘k
still remains one of the top platform 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 thure.
The Twins must battle 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 compilation there huttlr I:ll
one which doesn't stand up too well when placed next tntha n‘ﬂ'pﬁ; |
games and - you guessed it - Mega Twins is that game, The a;ﬂqn is
a tad on the slow side and it doesn’t seem to hold ﬂtamnﬂmﬂﬂu
player like Rodland and Robocod. It's just a fairly average game !@ﬂ]

no particularly outstanding features or amazing innovative feature.
Overall the two main sellers, Rodland and Robocod, are both emdhnt
games and if you don’t own either then this mmpllaﬂnn Bmﬂ wq-rﬁ
your money. - :

OVERALL: 86%
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OFTWARE CITY

P.O. BOX NO.888 Wolverhampton WV1 1TP
CALL US ON : 24 HOUR CREDIT CARD HOTLINE 0902 25304

VIS4

M Fecgistered Office: LILA. Software Limited 2nd Floor Offices Hampton Walk Queens Square Wolverhampton WV 1TQ

AMIGA COMPIL..

ATIONS

151 Division MBENABET ocovciiiaiains 1.59
3 D Construction kit ZtNrwll
A Train..
Addams F u.mtl:,
Air Support...

] 7 0

Air Force f‘nmmandnn[hew]- 21.50
Alien Bread ......... EEEARE AL
Another World . 1799
PR .. s s 417,99
Aquatic Games.......(New). ..17.99
Arcade Fruit Machine(MNew) ....... 7.99
AL, rereres e A

Ashes of The F_mere
Badlands...

Bane of The Cosmic Forge.........
Bard's Tale Trilogy(MNew).
Battlechess.....

Battle Isle ...

Battle Isle Data Disk ...

Beast 3.. [‘ww} S—
Biff ... N R
ngm:e The l’avtman:Ne“] e
Birds of Prey ..

Black Crypt ..

Blade Warrior ..

Bridge Plaver 2 CTL

Caeser.. [hew}.
California Games 2 .........
Campaign..............(New).

Captain D'].rnam............

Carl Lewis Challen
Carrier {'-:urnmandi Ew
Castles ...
Catch Em...............(New).
Lhumpmmhrp M.u:m_gcr
Che - Guenlla in Bolivia |t" L. ’i b
]'.‘.'?‘?
(‘hm.l-.n: thz Tor 2 (Mot :\.‘ﬂﬂﬂr
AB)...
Civilisation ..........
Cohort 2 ... New). e
CoolWorld.............(Mew)..........
C.. In the TLS.A ocnieiania
Cover Girl Poker ..
Crazy Cars3...... :
Cricket Laptmn["\lrw Pnn.b
Cruise For a l.'_n:rrm:
Cytron ........ [Newl
D{"nncmnnn 17
Daily Dowhle Hune Rmm_g. e W
Daley Thompsons Dl_vmp]l. Clullr.:nﬁc

Dark Qum:n of Krynn ... 22,90
Death Knights OF Krynn, 21,50
Deluxe Sirp Poker 2.....
{1Meg) (S [ e 0,99
Dizzy Panic.. NEW) renrarenrans 794
Dizzy Prince of The Yolk folk........... :
¥ tNrw!l —
Dl.u-::u Dun.. -

Diouble ]J'ragu:m lor2.
Dungeon Master!
Chaos Sirikes Back ...
Diynahlasiers .. 50
Emlyn Hugh:a Int Soccer
R "L T —
Epic ... 21,50

Euro Rupcr Ia:agur:. g
(5 @r] et e L]
Exile f¥:.(Special Offer).....

Exodus 301 . (New).
Eye of The Beholder ..

Eve of The Beholder ] rI M:m 2499
F16 Combat Pilot .. .- 9.99

Falcon .........(Mew Prme-] 14,99

Falcon l}p l?ﬂunh.fSlnkr: n:h-al;.t Disk}.
b ..3.90

Final WHISHE -...........0ooocrrorer

Tl 3 | O

Fireforce.. AMew).

Flight of thelntruder ..

(NewPrice).

Flimbo's {J_m:iliNtWPhccl
Floor 13..

Football Dlrcv:tﬂr 2 :N:w Pncﬂ "J W

Formula 1 Grand Prix [Mn:mpm:l_...

e 24.99

Free DC.. .-.18.99

Frontline [{ L8] - 1799

Fun School 2(1) 6 of 6-8 0f §4).....7.00

Fun School 4 (U5 or 5-7 or 7-11).......

AMIGA GAMES

Games Espana 92 ....cconnnd 150
Gateway Frontier.. w2299
Golden Axe .. e 9.99
Graham [.J.}I.urs Soccer . 1799
Grand Prix (Microprose) .. 24,99
Hagar The Horrible (New) . 17.99
Hand of 5t James , I:New! w2l 50
Harlequin... -17.90
2 w2t 59

: 10,99

Hoi ..o [NEW) ..17.949
Humans .................(INew]_ e )
lIan Bothams Cricket 21,50

International champmmhtﬁ “Athletics.. |R
.............................. ol
.99

Internutional Karute + ..

International Sports Lhull:ng: 2150
Ishar Legend of The Fortress ....21.50
Italia 1 e .90
Italy 1990 l:I'.'Jxxl 1.9
Jack Nicklaus Gntf(Neu P'rlc!] 7.99
Jack Nicklans Unlimited Courses .,
A | Imeg'}ll 50
Jack Nicklaus Unlimited (‘11p A,
A0, 99
Jack Nicklaus voi2 ord or 5.......10.99
James Pond... eee 1,99
7 White's Wiwind Snooker.........21.50
John Barnes’ Soccer .. W
John Madden's Amercan Football .
17.99
Junes I|1 The Fast Lane(Ne ...1-1.99
. (New)...........17.99
KJ:,I; D-J'f & [l \'I .....................
.............. :Fﬂﬁ'rr:l Q.90
Kick Odf 2 " iants of Europe T.99

Kick Odff 2 Winning Tactics ...
Kick Off 2 Return To Euro e
Kick Odff 2 T‘he Final Whistle.......E.
Kick Odf 3, (Nen] 1T
Kl:lvd u.l.'u'd:a.
Kings QULRI
Konightmane + Hint B-lruh
Knights of the 5ky...
Legend + Hint Book..
Leisure Sunt Lary 5
Lemmings...........
Lemmings Data Disc .
Lethal Wea ANew)...........
Links {requires Harfl Disc ]'}nm:
(NEW )suiininnics
Links F menbl;HL?l:-l'\lﬂ} s
Liverpool ..
Lombard R.A.C Rnﬂy

Lords of Chaos {.‘:peclnl Off
Latues Esparit ..

Lotus Esparit Turbo Clm'lirnge 317.99
Lure of the Ttm]:ll.mﬁ" s .II 32

Man United...

Man Uniited Eurﬂpt
The Manager ...
Manic Minennot
Match of The Day ...

Megafortress..... 21.50
Megatraveller 2 ... 2150
Microprose Golf .

Midnight HResistance ..
Monkey Island 2 [L,c Chucks
Revenge) . i
Motor ead {Newl L
Multi Player Soccer "-'Ian.:ger
Mare
New Zealand btur_'.-

Mo Greater Glory . (New).
Nova .., - (MNew)...
Oh Mo More [.cmmings.lﬁ-:a.nd

SN 7T T—
Omar Sharif

P.G.A Tour Golf .

E0.A. courses Data Dise .........
P.G.A. Golf + Courses Dm ot
Pacific Islands ..

Paint N Create .. {\w} 17.99
Paladin 2 .. AMew).... 21.8
Paperboy 2 {bpﬁ:lll l]l'frril

Parasol Stars ..

Pinball Dreams ...

Plan 9 Outer ‘;pacc[‘\mll

Police Quest 3 ., ;
Pool ( Archer \’J.mLexna]l;Neu]
Pool of Darkness .......c..coceeicveen 22,99
Popubtitls .. o osvsiasiasimianias

Populous / Sim City ...-ivoeeeeeeen 21,540
Populous Editor.......... 10,99
Populous New Worlds .. 5.99
Popuilous 2 (142 or 1| meg).........21.30
POWETTIONEET «icviminsmsiassmrsg ] 90
Powermonger Data Disc ...........10.99
Premiere ... 21.50
Pro Tennis Tour ... R
Pro Tennis Tour 2 o9
Project X... 17.99
Fruphu.y of the Shadow(New) .22.99
Purty ... (New)........... 17.99
Puzznic .. " X!
7499
RﬁIFD@d T‘:,mum 99
Rainbow Islands ..., .7.99
Red Zone .. 99
Rick Dangcmus b e
............... Specia 10{Ter)... 29
Risky Woods ..o ] .99
Robocod ... .. 17.99
Robocop 3 ...17.99
Robo § —ANew)..........21.50
Rughy ﬂach[New Price)... 299
Secret OFf Monkey Island ...ecememmees
{1 Meg).17.99

Secret OFf Monkey Island 2.
A1 Mrg:l 25.99
Sensible Soccer 92 - 93 .. L1799
Seymour Goes o Holl Wo0d -...7.99
Seymour Saves The Planet. tNewn 99
9.99

Shoot "Em Up Construction Kit.
Silent Service 2 . A
Silly Puity ... . (New)..
Sim City ¢ T-'u|.:'|||<‘|u>- g el
Sim City Architecture 1 ..o
Sim City Architecture 2 ............
Sim Earth ...........{New)...
Slightly Mn,gic ] 1"\1."\!]
Soccer Pinball..
Space Crusade .
Stalingrad (C.C.5.).
Steel .mpm:
Steg ..

Stave Davis Snooker .
Sureet fighter 2 (New)...
Striker M.mu.gl.r[‘ﬁt:w Priﬂeb
Stunt Car Racer . : :
Super Cars ..

. | Super Cars 2 3, ;
Super Monaco G. FEN!H]"HI.I.‘ &l
Super Off Road Ran:u::‘
Super Tetris .. s
Switchblade? ...... Lt
Sword of Honour . I,'\rwr
Team Suzuki..
Teenage T‘unl.q:ﬂ‘\-p-ecml Offer) .

5.50
Test Drive 2 (Special (fTer) .....2.99

Tetris .....{Special Offer)........... %
Thomas The Tank anm.c

99

Titus The Fox . 17.99
Teual Recall .. b
Tovola Celica... 7.99
Tracksuit Mu.n.lger 7.99
Traders covanamman [M‘wr L1799
Treasures of The Sd.'-u-gé Fmpuulﬂ 90
Treble Champions .... —————
Trivial Pursuit.. 13949
Turbo Outrun .. 7.99
Turrican | or 2 SRS .
TV Sports an'rrh.a (Mot +
Cumpqll.l:llr,] : 9,940
Ugh.... [Newh 17.99
Ultima 6... 21.50
Ultimate Golf . 9,90
Universal ‘\dc-nl.ttmNcﬂ] 17.99

Utopia & |J1(!||:IIH New Worlds ...

e NEW !
'L"ukungs. -
Warriors |'|f Rqu’.‘_'.-I'll: {MNew

Wing Commander.(MNew).

Wizkid ..
World Ch.mn F:m:mg \-'Ianagu:r =
World Class Leade I
World Class I{ugh:r 9,99
World Crcket .. : 7.99
World Rugb\- - 1.0
WWEF 2 lLumpL-.m Rurnpagefl 17.99
Zowol... e N 1799

THE DREAM TEAM
The Simpsons, WWFEF
Wrestlemania, & Terminator 2

£17.99

BOARD GENIUS

Scrabble Deluxe, Deluxe Monopaoly,
Risk & Cluedo Master Detective
£21.50

DIZZY COLLECTION
Fast Food, Kwik Snax, Magicland
Dvizzy, Fantasy World Dizzy
& Treasure [sland Dizey.

£17.99

DZZY'S EXCELLENT
ADVENTURE

Spellbound Dizzy, Bubble Dizzy, Dizzy Prince
of the Yolk Folk, Panic Dizzy & Kwik Snax
£17.99

STRATEGY MASTERS
Populous, spirit of Excalibur, Chess
Player 2150, Humer& Baitlemaster

£22.99

FANTASTIC WORLDS
Realms, Pirates, Wonderland,
Populous, & Mega lo Mania

£24.99

SUPER ALLSTARS
Steg. C.1. in the USA, Captain
Dynamo, Adventures of Robin

SUPERFIGHTER
Pitfighter, WWF Wrestlemania, &
Final Fight

|

Hood & Magicland Dizzy £17.99
£17.99
—— MEGA SPORTS
THE R.T. SMITH Summer Games 1& 2, Winter Games,
COMPENDIUM Games Summer Edition &
WYulcan, Ancient Batthes, & Armhem- California Games
£19.99 £17.99
SOCCER COMPILATION HINTBOOKS
Kick Off 2, Gazza 2, Microprose Bards Tale lor2 o3 orvienees 5.00
Soccer & Em]i_ﬂl ?iﬁm . Eve of The Beholder...........cccneec 7.99
: Eve of The Beholder ... 9.99
g 5
15" Double Sided, Double ! -~ 95 Kings Quest 1l or2or Jord or § 232

: = 10..5.50 wnig R i R !
Density With Labels:- 2 hn.u_hlm m_"

g 25..12.50 | |Leisure Suit Larry 1 or 2 or 3.....8.99

I e S S e W e S 5.00

e - i o 699 | IMight & Magic 3 ..oooooooreeoeeeen 14.99

e ?.: E!‘c E:x' = "’x Monkey Island .......coccovnrecnnnee. 5.99
120 Piece 3.5 Disc Box .....oo.ocoeee.

'_LL 33 s Monkey Island 2 ............. 9.99
MOUSE MAT 299 ; : ] =
AMIGA AS00 DUST COVER 999 | |Secret of The Silver B_]"‘"J':" """"" 199
AMIGA AGO0D DUST COVER 999 | |[Space Quest l orZor 3. 8.99
AMIGA 1/2 MEG EXPANSION ... )11 T ST ———
WITH OR WITHOUT CLOCK 2999 | {UlLtima Underworld ..5.99

ORDER FORM AND INFORMATION

Credit Card Type
Card NG, = imimerimie
Signmture._..

All orders sent FIRST CLASS subject 1o availability, Just fill in the coupon and send
it to SOFTWARE CITY,P.(. Box 888 Wolverhampton, WY1 ITP
ORDER FORM

ADDRESS ... ’
POSTCODE TEL NV wssmsessssssssmssssans
Name of Game Computer Value
[Fostuge
TOTAL

POSTAGE RATES: Please add S0y for post & packing on all orders umder £3
EEC countries add £1 per em.Mon EEC countries add £4 Per Iem
PAYING BY CHEQUE - Chegues payable o Software City

Expiry Date

EUROPEAN ORDERS, MASTER CARDS,
EURMCARDS ACCEPTED

THO 12/92
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Bill’s Tomato

e've gone tomato crazy
here at The One, and it's all
the fault of Psygnosis and

their brilliant puzzler called (rather
catchily we think) Bill's Tomato
Game, We just couldn’t stop playing
the damn thing! In fact, it got so bad
that none of the issue was getting
written. So, in desperation David
(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-addictive powers.
Their answer? Tomato ketchup - and
lots of it. Which brings us, in a some-
what contrived manner, to...

THE PRIZE

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, for quite
a long time anyway)... Makes you
feel quite hot and excited, doesn't it?
Oh, | almost forget - there's also a
brand-spanking-new new A1200 for
the winner as well, which | suppose
I'd better tell you about. Actually I'm
not going to bother with all that

because Doctor Dave ‘Mad Dog

Butcher' Upchurch (MD)} has

EDMPEITYITYON

Cals e oK BE

placate tHEFINNIEY,

I"I”.USi hnyﬂples of <

G me. to

~up!

written a fine article, telling you all
about the A1200's exciting new fea-
tures and the like, some way back in
the issue so if you haven't read it
already then pop off and do it now
and then I'll see you after the head-
ing below.

WHAT YOU HAVE
TO DO...

Well, to tie in with Bill's Tomato
Game we've come up with a corking
question which should keep you
occupied for at least twelve seconds
or something. All (ALL?) you have to
do is count up the number of times
we've mentioned the word ‘tomato’
this issue. That includes the review,
contents pages, this compo - every-
where, but it has to be the word

= (And

‘tomato’ and no variations on that
{like tomatoes, tomatotastic, toma-
toey or other such non-words that
we've invented). So that's tomato
and nothing else, okay. TO-MA-TO.
(Yes, that one does count).

Once you've decided on a toma-

Fill in the coupon below and send it to: IT TOOK ME HOURS TO
COUNT ALL THOSE TOMATOES Compo, THE ONE, Priory Court, 30-32
Farringdon Lane, London EC1R 3AU.

‘tomato’ appeared in this issue wasi.........c.coonees

Tie Breaker (to be completed in twelve words or less):

|
|
]
]
]
]
|
| That was easy! As everybody knows, the number of times the word
i
1
1
|
| Look, | really need a crate of tomato ketchup because

|

|

to of a figure, fill in the coupon
below (or a photocopy if you don't
want to destroy your precious issue),
think yp a witty answer to the tie-
breaker and get your entry in by
December 21st. Oh, and the best of
British to you.

A CRATE OF TOMATO KETCHUP!

an A1200)
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At last the
definitive guide to
PC games written
by PC enthusiasts
for PC gamers.

Written by Robin Matthews
and Paul Rigby.

Available through all
\5( ~ bookshops and

( distributed for Sigma

Press by John Wiley
T 5'; :
G &

A ~ & Sons Ltd.,
2
J

Baffins Lane,

W. Sussex

\& ’ Chichester,

g
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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 + £1 towards post
and packaging
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Your address b

Method of payment
] Visa [ ] Access | | Cheque

Please debit my access/Visa account by:
Card number:

Expiry date:
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BEAT THE BOOKIES

“"Amazed at 1haLFrndIciiuns...Never had
winners..." CR+ User Mr B (Worthing)

User Mr W {Herls)

Flat '92 Version Now Available!

i ; Manual)
Fxecutive edibon includes 1x Master
Order Now!

Disk, 1x Copy, Improved Manual,
Wallet, Labels and update affer

(Mail Order OMNLY)
Coventry CV5 6HF

“Brilliant...Helpead me to beat the bookies!"

“Unbeatable value and unrivaled accuracy.”
Features includa: Flat and Mational Hunt imputs, Race
review, Bet Selector, Help and information screens

COMPUTER-A-RACE+ latest flat tips incllude: NASHVILLE BLUES (won at
14/1), LOCHSONG -:wqrr: 3534.-'1 & 1I:]r.-'1'r. and many
more. (As advertised in "The Sporting Life’).

=% flable 99 (Disk

*Standard Version also available for £9.
BETTING FOR PROFIT IS BETTING FOR FLUN!

Cheques/PO payable to HANDISOFT
Handisoft, 37 Hearsall Lane, Spon End,

e

so many
CR4

WE BUY AND SELL ALL
TYPES OF SECONDHAND GAMES

HUNDREDS OF TITLES IN STOCK FROM OLD TO NEW E.G.:
RISKY WIOODS, MONKEY ISLAND 2, ETC.....

Phone Between Write lo:  SOFTSWAP

&pm -10 pm Weekdays F.O. BOX 124

T 0732872261 & WEST MALING
KENT ME19 5RN

T3 TR

OUTDRAW
THE
GUN

FIGHTER

¥ you e unce hﬁxs'stme-plﬂwuﬂr.wﬂn?m'pmm bl Max cos of coll &2 00 C
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19 BRIWANT GAMES FoR

(OR £8.99 fram 15t Jan)THAT'S THE BEST 15 P.D. GAMES FOR THE PRICE OF 7!
Wi heve tested and selected the FASTEST, LOUDEST, HARDEST, FUMMIEST P.D. games | including
Megoball QB ic, Microbes, Missile Command, Invaders, Tanx, Defenda, Drip! and ofers links one wicked
action packed bundle

The Best of P.D. games

ORDER MOW
Cindy arclery |avr):.|r-|_| hefore Tues, 15t December 1992 are dlgll:lll:‘ for tha

Dec the price is £8.99. All ardars raceived by sahurday Sth Decembaer wil F
EIRE Clnl:l. ||r| b ‘ul Christmas

COMPLETE SATISFACTION GUARANTEED
All disks cre VIRUS FREE. All games are AS00/ 500+ 600 compafible. Some require 1Mb,
HOW TO ORDER
Simply sand o cheque or pastal arder for £4.99 [ or £8.99 | payoble o "BITBLASTERS" fo the address
below. | pip included. Orders of more than one copy please include S0p P+ for soch exdro copy |

BITBLASTERS, 9 GLENVALE CRESCENT NEWRY, CO DOWN, N. IRELAND, BT 35 8BX

cial price of £6.99. From 13!
e !.F_J-ull.l‘md I reach YO [ LK

hap

In the traditional number-juggling soccer management game wing-backs,
sweepers, lormations, styles, tactics are, at best, cosmedic, al worst , mein-
ingless, The unique match simulaiion ol the beart of Soccer Suprema
restores all these and more, allowing genuine control over eam perfor-
mance, In addition to the visual feedback on your team. this maich allows
substitions, lactical positional changes and workrate instructionsto individ-
ual players which then influence the flow of the match. The increased real-
isim and control transforms the supreme, but childish, gameplay of the ira-

THE

SOCCER | MIDNIGHT

SUPREMO

OIL

ditional game inlo o compulsive simulation..

AN INTERNATIONAL MANAGEMENT GAME

Tel Sales:

¥ et another England manager has bearnt the hard way that controlling an inter

different ballgame 1o club
I|||||.:II|| |L--|:| 15 i kel HIial

natkonal squad is a IN&NAge

Every

by :

VETY

maiich is & CRUP-1e A eVETY IEAIm -SC e

voraciaes press, The pressure o succeed 1= incredible

Sdaccer Supremo puls you in charge of @ Buropean national squad preparing
for the Furepean Nations § up qualifiers You have an initial four
Chast mary be extencled o six or eight ye i recuces] e Dwan, as the resalis dad
tate. ¥ our'll be expecied 1o qualify for the Finals, then pul opoa shivy against the
best Eurogpeean teams. bt this is just preparation for the h::_' ope The Waorld
Cup!

Customisation. The g

e will albow you 1o lake the European nation of Your

chokce ond yvou will be albecatesd an initial | 1ad of 16 |'||..:u_'|\. o can imirs ]
dsce o Turther 34 plavers, making 30 i all, whose nomes and skills © bt nol

levels) You can define yoursell, These players are introdeced gradually as you

discover the weaknesses i vour sguad and also o create the balance of skills

that maich your sivle of pliay The original 16 |||._:u_'|\ can be defined in the

same way using the EDHT progrvm { free with the gome ) if you wish as well as

the tesms thit will make up the opposition

3D, 22 MAN MATCH DISPLAY
OV'LLY
PLAYER FATIGUE /FITNESS STATS. STATE-OF

PLAYER-WITH-THE-BALL INFORMATICN

0438 721936

N}.XT Dn _E_
mmmm DELIVERY E
-

POSTAL SALES
The Midnight Oil
Dept THO
¥, Hazelmere Road,
Stevenage 5G2 8RA

LR (ARG ITIN |-.|I|x|'-l:|'\. il

ATT/MID/DEF POSSESSION OF STATS ey
IND PLAYER ACTIVITY STATS. !«.-i
THE

GAME INFORMATION

N MATCH TACTICAL MOVES
SUBSTITUTIONS
POSITIONAL CHANGES
OVERALL WORKRATE
IND. PLAYER WORKRATE

213 days delivery

HEAD COACH
V3

"From my point of view , the game has kept me sitting up al nighis
through holidays and weekends for up to 12 hours at & stretch, with
miniscule bresks For food and other necessities. 1t is a pame | have no
hesistution in recommending (o anyone with even the slightest interest in
American Foothall"{ATARI USER)

Hendenach V3 has been described as "the best game ever put
nnlo o computer'”. 11 is the complete American Foothall game, o
multl season epic with the very hest strategic clements of the real
thing. You will call the plays, devise the gameplans and develop

Please supply:

the leam. HC DIYI 55
Use the first season {2 pre-season games, L6 regular season AMIGA O 0 Q
games, and the play-offs) to discover your 45 man squad of play- ; y £19.05 £19.95 £19.95

ers, Then explodt the college draft to improve the team and
expanid vour game play to beat the very best the SFL can throw
al yoai.

H%i;r-eem of stals are available tohelp vou to jodge your players
and tegm performances,

Players will age and tewms will fade (a player will last about &
seasns |, bul you will stay and rebuild....

Compatible with ALL Amigas including
the ASCKPIus and AGCK)
55 and DIV 1 require colour
moniton TV,




Number One in the
charts and no sign of

stopping... If ever a
game was crying out
to be tipped, it's this
one. 50 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 hitting 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 while jumping. Oh, and it's
no use hidding in the bottom-right
corner when the Level One baddy
comes on - you have to shoot him
from the front,

Wizkid hints and the conclusion of the definitive Eye

Welcome to the first of the slightly-new-look Kill Zone.
It's been absorbed into the main magazine so it's no
longer a pull-out, sadly. But there's no reason to get
depressed, ‘cos this month there are some starter tips
for Zool, the beginning of a guide to Putty, copious

of the Beholder 2 solution, plus the usual plethora of
Snip Tips and Dr David's Games Surgery. Isn't it good
to know that, even though some things may change,
the Kill Zone still kicks the butt of every other tips
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
an the first keyboard you find - GREY,
WHITE, BLACK, BROWN, GREEN. You

should recognise the tune when you

* 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.

RN

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
awall. Punch this to open the gate to
the secret Gamesmaster bonus room,
BUT! You can only access this once
the time has ticked down to below
50.




SCORE GEMS

Award big, big

LEVEL 1

e b S

(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 bah!

(2} TERMINATOR CARROT

Masty! 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 5o avoid them at
all costs.

Replenishes
Putty’'s

DUSTBIN

phabali

a time

nanay

PUTTY NMOON

LEVEL 2

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!

(3) CUSTARD MAN

Although a rather ugly-looking beggar, a quick
sock in the jaw will soon reveal his true form - a
puny little Spleenoid! These feeble little critters
should be squashed before it reverts to its normal
form.

6) BARREL
Mot 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.

FALSE TEETH

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!

MINI ELEVATOR

special nasties

LEVEL 3

ﬁm'lﬂd R

LY LECEREL LT [

(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.



DWEEZIL POWER
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BUBBLEGUM
Makes
nvulnerable
for a short peri
od of time.

Allows Putty to
ll - . ant

UNCLE TED
Freezes
nasties
short penod of

time

DAZZLEDAZE VILLAS

LEVEL 1

LEVEL 2

{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 MONEKEY
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

Putty explodes he'll blow the green nasty indoors
once and for all.

(5} BIG YELLOW GOBLIMN

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 sguash him

(6) FLYING HAG
Avoid this nasty old witch's missiles as best you
can.

(7) SPINMNING FRIED EGG
This is the Putty world's equivalent of a landmine
s0 step to it, not on it.

INSTANT UP/DOWN

EXTRA TIME
Er, gives Putty

extra time

W

the top/bot
tom of the

hisks Pu

screan

flash

2
.
B

-EEEEEEE}S

LY

o [Faien. .j‘a.n. et

r.u | BN P t

[

|

< @
s

(8) SMALL RED GOELINS
Sguash ‘em or punch ‘em, either will liguidate 'em.

(9) SNOT GOBLINS

Avoid his bogies ak 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
Aaaaaiilieee!! Run away! Run away!

{11} 16-TON WEIGHT
Take care when you're walking underneath tl‘lli./f
as it can fall at any time.

—
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TIPS

L

® Use the coin in the machine in
the Gent's toilets to access the
secret cave network. (Don't over-
look the invisible door).

HrAddREAG

ﬂf:ﬂﬁ |' i u

@ 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 to a whole new
dimension).

® On the Pirate Ship level, the
shields on the boat are split into
two sections. The three nearer
the ship's 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
Wizeroid ships at the end of the
game.

® If, on Mount Wizimanjaro, you

o
<
N
3

CARROT Orl STICK

HMEHSPAPER

T OKEH
STAR




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 an the jailhouse screen,
you can unlock your way to
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 pick 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-

SR |

Sensible Software's wacky arcade opus is just ripe for some
tips, we reckon. So we kept pestering the game’s main man Jon
Hare on the phone until he did some for us. And here they are -
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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.
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BEHOLDER 2

OF THE

YE

AZURE TOWER LEVEL 1

This is a pretty desglate level and not too large
either. Keep an eye out for an illusionary wall in the
large room. There's also a mirrored shield to be
found.

AZURE TOWER LEVEL 2

(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, | 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 doaor.

(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.

(J} 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,
Meedless to say that it is a good idea to save your
position often and try to remember which pads acti-
vate which fireballs.

(M) A Shell key lies here.

BASILISKS |~

While not serious- || :

BULETTES
While they may not look like i

(O) The Crimson key here opens the locked door on
Level 2 of the Temple.

(P} A mirrored shield is here.

(Q) The mouth here issues a challenge to the party
where no spellbooks or holy symbaols can be taken
MNote: If you open a mage or cleric menu and then
drop the object the menu still stays up, allowing
you to use the spells.

V)

mee———— GREATER ' .
DAEMONS - o

HNusicnary'm
oveable wall

Stairs Up

Stairs Dowi

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.

{S) The Eye of Talon is the party’s reward for defeat-
ing the Daemon.

{T) A mirrored shield lies here.

® with higher-level

ly damaging in Il much of a threat, these are aseri- || Sgwq” ' Theseguys  nasties, they do serious damage
their physical » ous danger. Their bites can do in ; &'} are pretty with their attacks and are fairly
attacks, these possess a petrifying excess of 60 points of damage, TR . tough, and difficult to hit. ———
gaze that turns your characters to meaning instant death for many s S iy oo
stone. Mirrored shields provide characters! immune to Cold attacks and MEDUSAE : _ﬁ;\
extra protection against attacks.  Make sure Lightning Bolts. They also seem  Although not that ! i :
The magic dust you'll find earlier  your SAVEd very hard to hit, so spells that tough they too e !
in the game is "Stone to Flesh® game is improve your physical attacks

powder and has obvious uses. handy. are needed,

possess a petrify- & ' 1]
ing gaze that can w



BEHOLD

Take heart noble adventurers, Khalid ‘Archmage’ Howladar has returned with
the information needed to defeat the foul heathen scum Dran Draggore. Read
closely and keep your weapons at the ready if you wish to prevail.

AZURE TOWER LEVEL 3

(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
far Daemons once past.

(E} The objects can be reached by
either dodging the fireballs or striking
them with 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 also harm the attacking
Daemaons, so it can be quite useful.
(H) Here lies the Starfire Sceptre which
creates a magical shield and is used as
a key.

(1) Here lies a mirrored shield.

{J} Here lies a mirrored shield and
Jhona'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 two teleporters. Can you
guess what you have to do? Basically
with each combination you must
throw an object through the active

turn party members to stone.
Their attacks can also poison the

party.
nmtmun - mpp———

MAGI . P I
These wizards 8

are quite power- L
ful and can seri- = e,

ously injure the ===
party with Lightning Bolts and
Fireballs. Fight them in a large
area where you can dodge their
spells and then attack them.

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

HELL HOUNDS
Not a serious problem, =,
although they do have

P |
a flame-breath attack — -
which can prove troublesome for

an unprepared party.

SALAMANDERS
These hot-blooded N/
attackers are quite fast 4

" and they can be a dan- 24
ger when they attack in

large numbers. =

sixth the exit should open.

(M) This pits are extremely tedious due
to the fact that if you fall through, the
game has access the disk for the lev-

¥

MIND FLAYERS
And you thought
Behaolders were bad.

ties possess psychic ——ia
mind blasts. 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 it's
best to try and kill as many as

els below. So best to save it at fairly

regular intervals.
(M) Here lies a Ring of Feather Fall and
a Crystal key.

s T R

possible in one go, and then
explore their lair.

DRAN DRAGGORE

This isthe head honche, big cheese,
numero uno and boy is he bad!
Packed with every spell available
along with some serious Burning
hands he is deadly in both ranged and
melee combat. If you want to see this
guy you have to get here for yourself.
My advice is to get in there and kick
ass while continually moving to
dodge his attacks.

Gos
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TIP%

EYE OF THE

FROST GIANT PRISON LEVEL

L]

(A) The party should have six mirrored shields by
now and théy are needed to pass into the
Labyrinth of the Medusae.

{B) A Tooth key lies here

(C) A stone dagger lies here.

(D) To exit the room the Medusae must be trapped
on the pads to open the door. Hold
Meonster/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.

PV wLusionary/
MOVEABLE WALL

.| STAIRS
< UP

. wALL

TRANSPARENT
WALL

Basically this level cansists of pitfalls
and Frost Giants (Save posi-
tion often). The pitfalls are very
annoying but basically you must
learn the pattern and move
while they are closed.

{A) Here is the Frost King. He
possesses the Tongue of Talon,
(B) Here is a poirtal that leads to
the catacombs. This is the way
out of the level.




CRIMSON TOWER LEVEL 2

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 two teleporters near here and
they are deactivated by this switch.

{B) There are two 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 Crimsan
ring when slain.

(D} The banner here is worth searching.

(E}) Do not put the sticky paper in your hands
or you will 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.

{l) 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 until all four have been visited.
{(J) A Frost Giant is here.

{K) Here you meet up with an old friend

{L) Here is another Frost Giant.

(M} 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

A
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(A) Watch out for Mind Flayers; they nuke your
mind guicker than you can say “Jack Daniels”,
iB) 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

c



TIPS

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-
ABUNGA. And don't forget those
spaces!

S~
. If" '
N Fr
your 3 I-
:r,' ‘:-r
HOI
Hollyware

Hooray for 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 LVL mouse pointer
in the far bottom right of the green
guarter screen (two pixels on the
pointer should be hanging over the
edge to the right). Click the left mouse

b

B e R

Our Snip Tips just keep on getting bigger and
better. Who needs a load of cut-out cheats and
a crap mag when you can have quality with a
capital ‘Q" and "UALITY'? Not me, that's for
sure and | suspect you feel the same way too so

let's, as they say, ‘press on'.

button and move the pointer to the
extremne 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...
BUILDIT

NOSWEAT

PYRAMID

CLEAROUT

SPHINX

QUARTET

CENTERIN

REDGEMS

CROSSED

SKIPAROUND

PACKEDUP

PILLARS

BIZIIZL

FIVEROWS

TIGHTIME

EASYTONE

TWOTRIBES

DONTMIX

HELPMEOUT

MEAMNONMNES

NOPROBLEMS

TREASURES

STOREROOM
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5
16
7
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19
3o

TECHNO
OMNEONEOMNE
SIXROOMS
THETOWER
GOFORHEART
NEWTHING

PARASOL
STARS

Ocean

If you're still struggling with Bub and
Bob's third arcade outing then help
is at hand from 5tan Evans who lives
in Moordown. He suggests that after
typing CYNIX during the game you
should try one or more of the fol-
lowing:

Extra Credits.

D Die (1).

x Skip to the next level.
B Bonus Screen.

™M Get all three stars.
T

G

3]

Go to the final stage.
Kill all nasties.
1-7 Skip to that stage.
Fil-FlD Skip to that level.

UGH!

Play Byte

A few level codes to get you started
on this prehistorik arcade game. More
next month

I FREISCHTIEL

- -

o %

1
12
13
14
15
16
17
18
19
20
21
22
23
24
25

SELBSTLAEUFER
HENNABREGGL
PFANMNEHEISS
SOICHGOMBASEPP
PFUNDHACKFLEISCH
DOGODDERDEIG
SPAMSPAMBEAN
SNSPAM

SEMPRINI
PROFR|JGUMBY
CONFESS
MITTERMEIER
DIESCHNICKIANGST
INTERSTINGPEOPLE
INSURANCESKETCH
ITSHEARTS
ARTHURTWOSHEDS
HAROLDTHESHEEP
PICASSOONBICYCLE
SPANISHINQUISITION
LUIGIVEERCOTTI
JIMMYBUSSARD
KENCLEANAIRSYSTEM
JOHANNEAMBOOLPUTTY
TRAINSPOTTING




TIPS

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, if you'll
gather round we'll 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 ‘92

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”.

RISKY WOODS
Electronic Arts

This fantastic hack-'n-slash may be
presenting you with a few problems
$0 how about a few cheats, then?
Press the following keys for some
groovy features:-

Fl Increases your Lifeforce.
FX Increases your Cash.

F3 Skip onto the next stage.

STEG THE SLUG
Codemasters

Phew, | 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...
RDNUHCCMGU
EDOUTIOCKOD
HDPFUVLCCM
ODQMFUVLCCM
MEBHETPIAG
LECGLDTRHK
NEDGFLDVRL
OEFVHAGHLY
PEGTTHIGLD

o9 E NN AWM

ROBOCOD
Millennium

Here's a cheat for this classic plat-
form game which will be of help to
older gamers as well as the gamers
who have recently discovered it on
compilation. Type LITTLE MERMAID
during play and press the following
keys for various cheaty effects:-

F Give Robocod some wings.
P Give Robocod the plane.
B  Give Robocod the bath.

€  Give Robocod the car.

X Go straight to the exit.

(Mote: Mot all keys will work on every
level, sorry.)
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GAMES SURGERY

3 N | |
Dear Doc Upchurch,
| write to you in desperation. This
very embarassing rash has
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 | hear you cry).
Please, please, please let me
know how to kill it as | have been
unable to show myself in public for
three months now.
Yours cross-fingeredly,
Tim Nash, Chatham.

Hmm, people like you slightly warry
me. First you've developed the say-
ing-please-thrice disease which most
people seem to contract when writ-
ing to magazines (it really doesn't
matter how polite you are) and also
you state that you are mine 'cross-
fingeredly’. 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 Sitting 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 will fall out,
Pick up the token and insert it into
the slot. Drop the Slime Creature who
will then go and fight the monster
far you. Both creatures will die and
stop any fireballs that are produced.

Dear Doc,

1 am having a nervous breakdown

on Midnight Resistance and | can't

get any further past a certain

point. Have you got any cheats?
Chris Reed, Cornwall.

Precise and to the point, just the way
| like it. Yes, is the answer. What you
. need to do is type ITSEASYWHENY-

OUKNOWHOW on the title screen.

GAMES SURGERY

Doctor David Upchurch’s patients are increasing by the bucketload. 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:-

F1 Normal Rifle

F2 Full Auto

F3 Three Way

F4 Shotgun

Dear Doctor,
| have had Operation Thunderbolt
for well over a year now and | can’t
even reach the 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, | see, the old Thunderbolt condi-
tion? | thought that most children
we're vaccinated against this at
school but you must have escaped
the net (or sneaked off because you
were scared). Still, help's 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 F8, F7, F6, F5, F4, F3, FB
and then either F1 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 NIMJA for all sorts of
benefits. Oh, and by the way, yes it
is pathetic. =~ -

Dear Doctor Upchurch,
| recently purchased a second-hand
Amiga 500 and with it came The
Great Giana Sisters. Unfortunately
I'm having a little bother with it and
could do with a stiff dose of cheat-
ing. Please help me.

Peter Ealy, Penge.

Well, Peter. Unfortunately I'm afraid
that you've only got yourself to
blame for this little problem. You see,
The Great Giana 5isters 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 5ml dose of a medicine
called 'formatting-the-disk’.

Dear Doctor Uppers,
Please help me with The Secret of
Monkey Island. | know that | have
to rescue the prisoner from the jail
but I‘ve hunted high and low for
the key but | cannot find it any-
where! If 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 the City Pride, central London
whenever's convenient). I'm afraid
you're on completely the 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 from the bar and
pour some Grog into one of the
mugs and make your way swiftly
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 that you can open the door
without any problems.

Dear Doc Upchurch,
| recently picked up the excellent
Unreal from a bargain bucket in my
local computer store. I'm having a
bit of bather 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 Zvmo|EG 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,
| was wondering whether you have
any cheats for Captain Planet and
Xenon 2. | have been playing both
these games for a long long time
now as they were my first two
games. Please could you help me as
they are both really annoying me.
Fiaz Faroog. Halifax.

Dear Great Fiaz, you may have
noticed that | 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 off medication shortly and
that he’'ll be able to return home to
his wife and kids sometime next
month. You know, it's always rather
satisfying watching patients recover
from... oh, sorry | drifted off slightly
there (hicl). Erm, where were we?
The cheat for Captain (hic!) 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
(hic!) screen says "disk error’, re-insert
the Captain Planet disk and proceed
with the cheat active. Swing low,
sweet chariot, come for to carry me...
No, nurse, | have not been drinking.
How dare you accuse me of (hic!)
such a thivom!)...

Sorry everybody, the
Doctor's had to rush home
to deal with a family
problem or something and
so the surgery is now
closed. If you have an ail-
ment which you think the
Doc can deal with when
he's sober encugh please
describe the symptoms
and send them to: Dr
David Upchurch MD,
Games Surgery, THE ONE,
Priory Court; 30-32
Farringdon Lane, London,
EC1R 3AVU. Please don't
ring the Doctor up as a
paragraph of incoherent
druiken abuse is enough
to put anyone off of the
madical 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 flying
cheap software.
Stay close to
your guide
David Upchurch.
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Q-BIC

Fortiss PD, Assassins 34.

ands up those of you who
H remember Q-bert? Ah, just as
| 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 platform's edge and, at the

FYRAMID 3

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. o
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 it's a very good
version of it too. Fortu-
nately the programmer has
resisted the temptation to
tart up the old game with
loads of flashy effects and
pointless power-ups, leav-
ing all the gualities 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: 86%

RUSH HOUR

Fortiss PD, Assassins 34.

Iright, alright., so Rush
A 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

REmARRuAnE S

a

don’'t seem to be that many differ-
ences between this and the old
coin-op classic - it's 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.

rom the pecple who brought
Fyou that excellent version of

Donkey Kong a couple of
months back comes Frantic Freddie,
yet another platform game. If any-
thing (and some may find this hard
to believe) it's even simpler than
Kong. Hero Freddie has to be
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

But for all it's high-guality 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, evil-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-curdling scream. Of
course, kids, you should never try
this at home...

OVERALL: 76%

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: 63%
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INTREPID
PD Soft, disk 2674.

arren arctic wasters. Evil for-
B eign terrorists. A kidnapped

scientist. Short verbless sen-
tences. Makes Intrepid sound quite
thrilling, doesn't it? (Mo - The read-
ers.) Well, if it does then | must be
doing a damn good job as a writer
because, in actual fact, there's pre-
cious little to get excited about here.

Intrepid is a simple strategy
game/shoot-"em-up. In the Explorer
Vehicle Intrepid, the player has to
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 divided
into a grid, with the player’s Explor-
er capable of moving one square at
a time. As the player can only see
those things (good or bad) that
reside in the the squares directly sur-
rounding him, his chances of finding
the hostage are slim. Fortunately,
however, the Explorer is equipped
with long-range probes which can be
sent out to explore the distant reach-
es of the map.

ldeally combat with the terrorist
hordes should be avoided. Sadly,
however, life being what it is, this
isn‘t always possible and that's when
the shoot-'em-up part of the game
comes into play. It takes the form of
a upmarket shooting gallery, with
terrorists popping up from behind
ridges and snow drifts who must be
shot before they launch rockets at
the Explorer.

Intrepid is a nice idea that
couldve been brilliant if a little more
effort had been put into the execu-
tion. Although it is mildy interesting
to play, the shoot-'em-up sections
are too slow and repetitive and the
player interface on the strategy bits
is too cumbersome for the player to
ever get really involved.

OVERALL: 50%

GHOST SHIP

Fortiss PD, Assassins 37.

luxury cruise liner, far out at
Asea, has mysteriously ceased
communications. It's |ast
transmission reported a strange

UFO-like object floating along-
side the bows and then, noth-

TRAILBLAZER -

Fortiss PD, Assassins
34; PD Soft, Golden
Oldies 3.

JUMP N’ ROLL

Fortiss PD, Assassins
35.

hy didn't Gremlin ever
produce a 16-bit version
of its C64 classic Trail-

blazer? It's a bit of a moot point
now, really, because those wily PD
programmers have come up with
not one but two pretty good ver-
sions of their 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, with
each colour affecting the ball's per-
formance differently (slowing it
down, speeding it up, reversing the
contrals, making it bounce and so
on). There are also bottomless gaps
in the highway to contend with,

ing. The authorities, then send a
crack marine trooper 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 fire/interact using the mouse -
and the gameplay is what you'd

expect from this sort of game -
explore the ship, use any objects you
come across sensibly and toggle
strange switches to solve puzzles.

Ghost Ship's moderately enjoyable
but ultimately a bit slow and primi-
tive. The 3D technology is, inevitably,
very dated when compared with the
sort of images being thrown about
by games such as Epic and the forth-
coming Frontier. 5till, if this is your
sort of thing it's worth a look.

OVERALL: 62%

and if the ball falls down one of
them then the player loses one of
his three ‘lives’.

To be honest, | was never that
much of a fan of Trailblazer - it was
simply too fast and frustrating.
You'd just seem to get some exhila-
rating speed up when - aaiieee! -
the ball would fall 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 identi-
cally to the original. Both versions
are slickly programmed and very
playable (in an annoyingly frustrat-
ing Trailblazer-y sort of way).

As to which one you choose...
well, it all depends how many peo-

FaTal e 'r?. T .- I.d.l. ‘.l-_
MeER

ATaE=n 1
IMTATAE BE A" |
WU L L

Araven 2 eOArTLOR

Il.-r'w'-i 9 MmN

THESE LIBRARIES ARE
JUST THE TICKET!

Thanks to the following PD
libraries which sent in stuff for
review this month:

« Fortiss PD, P.O. Box 2, Earl
Shilton, Leicester LE9 8LU.

Tel: (0455) 850984,

= PD Seoft, 1 Bryant Avenue,
Southend-0On-Sea, Essex 551 2¥D.
Tel: (0702) 466933.

CeNRAE o

ple are likely to be playing it. Trail-
blazer's screen is split horizontally
across the middle (like in Lotus), so
that one or two people can play at
the same time. Unfortunately in
one-player mode the play area
doesn't expand to fill the full
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%
JUMP N’ ROLL 80%
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COR! Compilations!

THE ASSASSINS (Fortiss PD)
DISK 34

Rush Hour - Reviewed elsewhere this
issue,

-Bic - Reviewed elsewhere this issue.
Trailblazer - Reviewed this issue.
Yelp! - With the May issue of The
One.

DISK 35

Poing - Breakout tipped on its side.
Snake Pit - An okay version of Snake
Jump n' Roll - Reviewed this issue.
Cybermetix - From The One (October).

DISK 36

Wonderland - CarVup-style game.
Sub Attack - From The One (October).
Mother Lode - A fine Loderunner
clone.

Tactix - A dull, simplistic puzzle game.
Donkey Kong - Reviewed in October.

DISK 37

Klaktris - A decent version of
Columns, marred by thoughtless
game design.

Pod - Slick but boring shoot-'em-up.
Paccer - A not-bad version of Pac
Man.

Ghost Ship - Reviewed this issue.

GOLDEN OLDIES 3 (PD Soft)
Donkey Kong - Reviewed in the
QOctober 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 fifth
month of development and
getting better all the time.
Every month in his

exclusively-serialised diary, SN TR |
Andrew delivers a blow-by- Lu“ki # |
— "

blow account of how the
potentially blockbusting game
is Cﬂl‘l‘lil‘lg along. THIS MONTH! (Above) This is the new dual-playfield version of
The game reaches an R i N pmdaty ' paraRes. The
important crossroads and e wikie stk Mokt hou amey 00 o
there's personal drama to

the graphics are less colourful, but where this ver-
o but it's jaw-droppingly impressive and :-c_nmule-y
@ rival any soap opera... once you see it move.
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sion shines is in the scrolling - duller it may be,




PART FIVE -
SEPTEMBER/OCTOBER

Friday 18th September

The Uridium 2 program has now got
s0 massive that in order to develop
it further | will have to temporarily
chop something out. First thing to
go is the sound. Now | remember
why | 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 | can get the sound back by
making up a ‘live’ version of the
game if | need to. While | was out

“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.”

yesterday he created some new S5FX
for me, including two really strange
effects that aren't really appropriate
to the game but are 50 good that |
want to put them in somewhere.

Got the fighter attack wawves 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 off the
robot sprites as they're not needed

FlLa "
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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 to keep the assembler
happy about which graphics are
which and it toock 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 adding
destructible bits and other features
like bunkers and missile silos.

Spent the rest of the time rear-
ranging the memory map in order to

iLeft) The latest
version of the 32-
1 colour Uridium 2
that Andrew has
been working on
up until now is
likely to be
scrapped in
favour of the
new dual-play-
field format.
Which one do
you prefer -
| super-sexy
scrolling or the
multicoloured

swapshop on
offer hera?

be able to load the game into any
1Mb Amiga, not just ones with TMb
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 it 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. | want to avoid
irritating delays where possible so
it'll do just the one load from disk to
pull in a whole fleet of dread-
noughts. It should also have room
enough to cache the first one in
memory all the time.

Wednesday 23rd September

Put in a feature to darken down the
control panel where it says 1 UP’
and ‘2 UF’, so it only lights up when
the player in gquestion 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 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, | can vertically reflect a
flight plan to get two ships mirror-
ing each other's movement just by
specifying upside-down mode. One
thing | 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. |
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 the last long-term niggle
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 270° 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 hit the target every time,
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Tuesday 29th September

Did some end-game-screen design-
ing. Obviously I'm not at liberty to
tell you precisely what |I've been
doing, so I'll just say that I've come
up with a new golden palette for the
title screen, rather than plain yellow.

Wednesday 30th September
More meanies are the order of the
day. Cargo ships that take off from
runways, concealed laser towers that
spring up and spray doom and dis-
aster before hiding away again and
such-like. I'm constructing meany
algorithms in our Alien Manoeuvre
Program which allows me to make
things happen more guickly.

Thursday 1st October

Test-pilots Robert Orchard (the
inventor of the name ‘Uridium’) and
Richard Harvey came in to give the
game the once-over. Within seconds
they had the Manta flying back-
wards, something that hasn't
occurred for months, and | can't
reproduce the effect. Users! Bah!

Friday 2nd October

| 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
multi-plexor to do the job. Multi-
plexor's a fancy name for a routine
which sorts the objects to be dis-
played into wvertical position
sequence and re-uses the hardware
sprites to show them, by the way.
Had another juggle about with the

;
!

e

robot speeds to make it feel more
controllable. Just about anything
that can be changed is defined as a
variable so that | can change them
easily and immediately see the
results. 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 subjec-
tive about things.

Monday 5th October

It's one of those days where you
start thinking "What if...?". What if
| did the game in dual-playfield
mode? How long will it take to find
out? MNever tried dual-playfield
before. How difficult can it be? Only
had a couple of hours at it but | got
the bare bones of a system up and
running. | copied all the game files
to a new directory so | don't wreck
any code, and started converting it.

Tuesday 6th October
Carried on with Operation Dual-Play-
field. Made an astounding discovery

(Above) Flying the
Manta over the vertical
strip of flashing lights
triggers the landing
procedure. Here the
ship is caught halfway
through its process of
transforming into a
robot.

(Left) The deadly
“toothpaste” lasers in
action in the contro-
versial dual-playfield
mode.

- you don't have to have two play-
fields of three bitplanes each. You
can have one of three bitplanes and
one of two. This cuts down on the
CPU welly that you lose as you're
only displaying five bitplanes, not
six. Since I'm already using five bit-
planes in 32-colour mode, | won't
lose any speed. Any loss | make on
keeping two playfields running |
make up for by only plotting three
bitplanes. So now the guestion is,
which version do | 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. Anybody
who suggests running both methods
is likely to be severely damaged as all
the graphics would need to be
stored in two different formats.

Wednesday 7th October
Graeme from Renegade paid us a
visit so | showed him the two ver-
sions of the game. When he saw the
dual-playfield version | think he was
guite impressed as he uttered a num-
ber of unprintables! 50, how can |
remove some of the cons of this
mode? Well, following on from the
statement running both 32 colours
and dual playfield in the same game,
how about if all the titles and pre-
sentation is in 32 colours and the
game is in dual-playfield? That way |
keep my plasma and my lovely font.
It took an afternoon of machine
crashes to do it, but it's done.

Thursday 8th October

More work getting the dual-playfield
version running. It's now all working
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 difference to
me. But can anyone draw sensible
graphics in seven colours, of which
one must be black?

Friday 9th October

Walking home last night I'd just
about talked myself out of doing the
dual-playfield version. How about
saving that for Uridium 37 | 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 bit of excitement, Phillip the
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, ane of the new-recruits
with a last-ditch first task - find me
a palette | can live with!

I now have a palette of near-grey
shades with a red and an orange for
explosions. The greys are neutral
enough that they can be mixed with
the red and orange, and there are
enough similar colours for good
shading effects. The backgrounds
need massaging but all the sprites
converted well with little touching
up. One version has to go soon as |
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 | set about drawing a new icon
block to put all the bonuses in. The
old ones didn't stand out too well.

Tuesday 13th October
Swaying towards dual-playfield
mode. Only worked on that today.
I've built in some variations in the
display, like being able to swap the
playfields over so that the three-
colour one is on top. | can also free
up the second playfield so it doesn’t
parallax at all. | now have the capa-
bility of running a giant meany,
almost for free, although it only
appears in three colours. How use-
ful that will be remains to be seen.
Also worked on an end-of-dread-

nought sequence, where the
Mantale) speed away from the
doomed dreadnought before it

blows up. Mark has been working on
the backgrounds for the 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. From a distance you
wouldn't spot the difference, and
that's without any touching up. The
sprites needed reworking to get
them looking good in the new
palette, which has three red/oranges
and only two blues. The explosions
should now look even better. Defi-
nitely swaying 65%/35% in favour of
the dual-playfield version! See what
you think from the pictures here,
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PREVIEWS

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 Streetfighter 2, Lemmings 2 and Desert Strike fight 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 Il - THE
CURSE OF MIORDREAD

Empire

ATAC MicroProse

t last! A flight simulation with a new twist! With the Cold War final-
A 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. 50, 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

SM3eNd N4
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COOL WORLD

Ocean

LEEDS UNITED
CHAMPIONS!
CDS

nd Leeds and Leeds and Leeds and Leeds... Ah, the classic lyrics
Atﬂ the immortal football 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. 5o, 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
corner 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, so as both a Leeds and @ 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 game's due out very soon - all you York-
shire Puddings look out for it

Leeds Utd

e r————
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AMIGA PERIPHERALS

el [ Gve's MO hard drive and AS30 hard dive with 408Hz accelaraior, reprasant .\ﬁ-\ NEW.’ NUW IN STOCK
] the highest quality Amiga 500 paripherals, at very affordabla prices, Each " S
inconporates & fast action hand drive, RAM expansion capability, cusiom “\\‘\ HAHD
. ——— WLS! chip and FaaaSTRAOM SCS| driver, for unbeditabie performance. N — RIV
i The HD8+ hard disve offers up to 8Mb of standard )
A GHEAT internal Fast RAM axpansion and the ‘\\‘\\\‘ Mb D E
VALLEY AS30 Combo, up to BMB of 32-6it wide R, : -

fast AAM expansion. Both feature a b W 1
SCSI controller, which suppoms up o

6 additional devices, and an
Autoboot'Game cut-off switch, Badh

are available in B0, 120 and 213Mb

hard drive versions.

In addition, the AB3) Combo zeoms

the Amiga forward with an 030

PRODUCTS

QUALITY AMIGA PERIPHERALS
WITH A 2 YEAR WARRANTY

Siliza Systemns are pleased 1o present the GVP range
:_ of paripherals. GVP are the workd's langast third party :Eﬁi&rllgzra%:sr;;:é?s o <z ""51“”"'%u
; ranuiacturer of peripherals for the Amiga range a!"rd 1o run M an incred I‘JIES'%H MIPS, .fasta-'
it have a reputation far high specification, quality | than an Amiga 3000° Mo olher product in
0 products. The company was foundad only four years | the world combines &l the features found in -
i ago by a man who knows about the Amiga, | the AS30 Combal A plug-n PC emukatr option, S \
Y . Commodore's ex-Vica President of Technology. He, | Shown below, i= avaliavis for ).
e along with & team of Amiga experts including other ax- ’ T
- Cormmidone stafl, understand the add-on requirements "
X of Amiga owners better than anyone. Not only do HARD DRIVE
GVP provide peripherals thal Amiga owners want, $C51 HAAD ONME
' they also offer peace of mind, with & 2 year warranty | | 4. 5. £ & 216 VERSIONS
e on the products they manufaciure, So, if you are | | ULEM FeTACES
: looking for the very best in parpherals for your Amiga
=y computer,look no fusther than GVP: o
“ e
It' FHEE BROC H U R E OPTIOMAL BBEE MATHE CO-PROCEESOR
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Titus

he software industry may be running out of good ideas, but so
long as it means classic game concepts from the good old days

of the 8-bit computers being resurrected and updated to fill the
gap, this is one magazine that won't be complaining. The latest 80s game
to get the 90s treatment is the ancient C64 Palace favourite Cauldron
which itself was a spooky Halloween reworking 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 kingdom from dark-
ness and all that.

Played-over 20 levels, Super Cauldron probably won't

offer anything new in the gameplay stakes (its basic
blueprint, after all, is nearly a decade old), but those old
enough to 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 interesting point
is that Super Cauldron’'s arcade adventure aspect, in
which Zmira gets off her broom and explores the land-
scape on foot, has been beefed up considerably - hard-
ly surprising when you consider that the game comes
from the people behind The Blues Brothers and Titus the
Fox.
Given the game's spooky scenario, extra weapons and
power-ups appear in the form of magical spells (twelve
in all) that Zmira obtains by collecting toads. The whole
thing may have come just a little too late for Halloween
{poor old Simon still hasn't recoverad from that Satur-
day night of spooky TV), but Super Cauldron’s still
expected to be a biggie. £25.99 is the asking price for
the game which is out next month and, of course, will
be reviewed next issue.

CONTRAPTIONS

Mindscape

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 from
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 Contraptions the player is Rube, a female mainte-
nance engineer charged with the almighty task of getting
a gigantic (and thoroughly defective) machine up and run-
ning according to schedule. It sounds simple enough, but
with a contraption this size and fraught with so many
mechanical perils, working the bugs out of this system is
anything but easy.

D/Generation's display and control system has been
transplanted fairly directly for use in Contraptions, but
beyond that it's a totally different story. Rube's task is to
explore the machine and find the pieces of her toolbox
that will enable her to repair the faulty areas and open
up entrances to new levels and new repair jobs.

As in D/Generation, 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 to the standard of those in D/Generation, we can

expect some real brain-strainers. The product’s being led on the FC

(Boo! Hiss!), but an Amiga version is expected in time for the New

Year. Altogther now - Hooray!

T he thrilling isometric adventure D/Generation was

PREVIEWS
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THE GAME

Lotus Turbo Challenge 2 from Gremilin
Graphics takes racing games 1o new
dimensions. Pass through hazardous
tunnets; twist along log-strawn iracks:
speed over sand drifts, It's an action
packed test of your skill and speed -
CAN YOU HANDLE IT!

FINAL CHALLENGE EXCHANGE
i you already own a copy of Lotus
Turbo Chadienpe 2, don't worry, You
can return the Free copy from your
new moanilor and, for just £5, Philips
will exchange it for “Ledus - The Final
Challenge”. You can usa this new
software lo desspn and create your
VEIY OWN 1aGing circuits

T
]
NTY

WiN

| reception.
| seals for

BN

THE COMPETITION

1993 BRITISH GRAND PRIX

Imagine grandstand seats al the most acckaimed
event in the Formula COne year - The Bntish
Grand Prix. Philips will fly you and a fiend inte
Silverstone and fhere's the chance 1o meet a
farmous Formula One personality at a celebety

| course lunch follows; then i's back to your seats
| for the Grand Prix itsedf.

| It's all part of an exciting first prize package in the
| Turbo Challenge Compefition, And. i you don't
| get the chequered flag, there aré 40 ruRMS-LD
| prizes of Ferran Testarosza remote control cars

A DAY FOR 2 AT THE

I's then fime 1o take your grandstand
the moming's practce. A delicious 4

PHILIPS
f.z"'u._"'\_‘
N~

& 1 YEAR ON-SITE WARRANTY
& FREE! LOTUS TURBD

CHALLENGE 2 SOFTWARE

& RESOLUTION: B00x285

® HORIZONTAL FREQ: 15.6KHz
® 42mm DOT PITCH

® STERED AUDIO SPEAKERS
® EARPHONE SOCKET

® TTL-DIGITAL & RAGB-ANALOG

COMPUTER INPUT SIGNAL

» CVBS VIDEQ INFPUT SiGNAL
& DARK GLASS SCREEN
® GREEN SWITCH TO

SIMULATE MOND DISPLAY

e AMIGA, ST, PC COMPATIBLE
® CABLE RECQUANRED

See Accessones below

THE Nol MONITOR FOR THE AMIGA

PHILIPS 8833 wmku
14" COLOUR MONITOR

USING A TV?

Switch to a monitor and

SEE WHAT YOU’'RE MISSING!

If you are currently using your Amiga or 5T
with a domestic television set,
then you are missing out on picture quality.

Unfodunately, because your TV is used to receiving inferior LHF
transmissions from the airwaves, it only has a UHF socket. So,
your computer has to downgrade its high quality digital RGE (Red,
Green, Blue) signal to UHF fo enable your TV 10 receive it
Howevar, because your TV can only display using AGE, it has 1o
corven the UHF signal back to RGB belore it can put a picture on
thie screen, OF course, evary time you convert from one signal 1o
anodher, there is a loss of quality which means that the final picture
on the TV is not as good as the ariginal signal from your computer,

Yous can overcome this with a monitor, which has an RGB socked,
nod UHF. Your computer will recognise this, and send its ariginal
RIGE signal to the monitor which will display the image directly to
the screen with no loss of quality

The Philips BE33 is the best selling colour monitor for the
Commadose Amiga and Atari ST. Ideal for game playing. it offers
excellent colgur graphics and has slereo audio speakers for
snhanced steren oulput from the Amiga and ST-E
pedormance and relizbility of the BB33 is exceplional, whach is why
we are confident fo offer 12 months ON-SITE warranty with every
Phillips 8233 mondor. Plus, every BB33 from Silica comes with
FREE Lotus Turbo Challenge 2 softwares all for only £188 inc VAT,

AND ATARI ST

URB

The

RECOMMENDED! |

Faor mazximuem enjoyment of Lobus
Turka Challesnge 2, we are pleased
o recommand the best
Slik Super Pro Joystick. Tha Zip
Slik is probabl
currently available and the warkfs
tasiesi rapid fire! A only £12.95, it
rapresonts superh value for money.
* Dirabda steal shaltad hands
* B microswibches
* HandheldTabie top
* 2 fire bultons
* Trigle sction auto-lire
Singla shal
Shet rapid Duml
Magublast conftinuous firs
* Fubber suction cups
* Exira long lead
* iyrgiee

irgy Zip
the best joyslich

1

ACCESSORIES

All of the accessonias balow
are suitable for use with the
Phiilips 8833 Colour Monitor

TILT & SWIVEL
. OMITOR STATION
£11.95 %

i!w compuler, Thags
14.85 mach out. if you buy one from

o Same Hme a5 your new monion.

CAB 5508 - ST-FM MOND SOUND
CAR B050 - AMIGA STERED SOUMND

COMPUTER CLEANING
ANDWVACUUM KIT

WAOA 1301

£1 Q.J

HI-TECH GRIFPA
COPY HOLDER

£9.95 12

1850
e

ALL PRICES INCLUDE VAT AND FREE DELIVERY IN THE UK MAINLAND

J, 1imaam
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!
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[ SILICA SYSTEMS OFFER YOU |

FREE OVERMNIGHT DELIVERY: On all hardwarne ardars shipped in the UK manland.
TECHNICAL SUPPORT HELPLINE: Tear of lachnicasl xpans al wour Sanvice

PRICE MATCH: We normally maich compebiors on a “Same product - Same price” basis

ESTABLISHED 14 YEARS: Proven treck record in professional computer salas.

£12 MILLION TURNOVER (with 60 staff). Solid. reliable and profitable

BUSINESS + EDUCATION «» GOVERNMENT: Voluma discounts avaitable 081-308 0638,
SHOWROOMS: Dermonsiralion and raining lacktes at cur London & Sidcup branches.

THE FULL STOCK RANGE: All of your requirements from one supplier.

FREE CATALOGUES: Wil be maded o you with offers + software and pariphieral didails
PAYMENT: Major cradil cards, cash, chagque or monthily barms,

el

+ MAIL ORDER HOTLINE

5 081-309 1111

Helore you decide when b0 buy your new monitor, wa suggest you think very careluly abaul WHERE
ot buy 0. Consider whad it will be Boe a lew months afler you kave mads your purchasa, when you may
rsguing addilional pearn pr-emls and software. of halp and achica with your new purchasa. And, Wil the
campary you buy froem contact you weth detais of new products? At Silica Systems, we ansure that you
will hawe notheng to worry abowl, We hava been astablished for almest 14 years and, with ouwr unfvaliad
aperience and expeise, we Gan now dEim 1o Ml ow cuslomens’ rsquinements with an unsarsiandng
which is second bo mona. Bul don'l just ake our word tor i, Complete and return the coupan now for our
tatest FREE litarature and begin o expesience the “Siica Sysiems Senica”

SILICA
SYSTEMS

Cpsrirg Howre

Mon-Fri B 30ame5.30pm (Sal § Glam-§ (e

Tel: 081-309 1111

: i4 T Hatherdey Rd. Sidcup, Kert, D&14 40X
. |'32I-JEDE,'- e St 90’.‘-.16%1 g W, SEomng M:UIAEI?H:-;"? Ogating Fau Mo D81-MH (808
LONDON_SHOP: 52 Tatienham Court Road, London, WIP OBA Tel: 071-580 4000
o o onsu poamanton > e T Gy Far Mo 071388 4737
LONDON SHOP: Gelfridges 1= foer). Oxford Street. London, WiA 1AB  Tel: 071-629 1234
Cosning Howrs:  MonFn B.30wm 7 00pm (4l cioas B30pm| _ Late Megnt: Thursday - Bpm L L
SIDCUP SHOP: i-4 The Mews, Hatherey Rd. Sidcup, Kent, DATE 40X Tel: DB1-302 8811
Opering Hows Mon-5ai 8 D0am-5.30pm Laie Mighi: Friday - 7pm Fax Mo 081-309 D7
ESSEX SHOP: Tel: 0702 462426

Keddies i Foer! High Strest, Southend-on-Sea, Essex, 551 1LA
M Lale Might Cpaning

Fax Hoo 0702 48D )

Mrbirs/Miss/Ms: . nitials:

l Ted {Homae)

L ‘Which comgasans),

it any. do you own?

Sumama

| Company Mama (i apphcable): ... g

| PUDBIIET ... oo o i s B e

Posbeode

Tel (Wark)

| PLEASE SEND INFORMATION ON PHILIPS MONITORS |
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ECOMMENDED

Welcome to the first of the new all-singing, all-dancing, maxi-size
Recommended section. As it's nearly the New Year, we decided to usher out
the old (i.e. the drab Games Index) and bring in the new (i.e. this). Here's
where you'll find all the games that have been released over the last six
months or so that we at The One consider to be essential components of
any self-respecting Amiga gamer's software collection. If you haven't got
these games, then you don't deserve to have an Amiga. And if you were a
fan of the Games Index compos, don't despair... turn to page 129 instead.

90% 84% i

The Addams Family

Publisher Ocean

Issue Reviewed June 1992 Issue Reviewed October 1982
Memaory 512K Memory 512K

Price £25.99 Price E25.99

Guide Gomez across tonnes of massive levels in an Although this type of 'waggle your slicks’ sport game

effort to rescue the rest of his family in one of the finest
platform romps to appear on the Amiga so far. Bundles
of secret rooms, devious traps and fluid playability
make this film tie-in a ‘'must buy for all avid fans of the
platforming genre.

Archer Maclean's Pool

Publisher Virgin Games
Issue Reviewed October 1992
Memory 512K

Price £25.99

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 & game which
is arguably better than Snooker due to the fact that
Pool is a more accessible and easier to play sport. If
you missed out on IWWS then you'd better pot this 'un.

Assassin

Publisher Team 17

Issue Reviewed November 1882
Memory 1Mb

Price £25.99

Assassin is a Strider-based arcade shoot-'em-up which
blows the rest of the rest of the feeble attempts clean
out of the water. With perfect control, five massive
levels, gorgeous graphics, inspiring sonics... Nead we
go on? Assassin should be in everybody's software
collection, now!

Black Crypt

Publisher Electronic Arts
Issue Reviewed March 1992
Memaory 1Mb

Price £25.99

A highly-succassful attempt to tap into the market
pioneered by Dungeon Master and Eye of the
Behalder. Although ostensibly not too different to
what's gone before, Black Crypt succeeds
because of the intense atmosphere it generates
with its effective use of 3D.

0%

92%

92%

80%

went out with Noah, The Aguatic Games injects new
iife into the old dog by Introducing a number of
unusual events. Packed full of cartoony visuals and
asided by a bouncy soundirack, the AG's should
entertain most owners with a sense of humour.

Ashes of Empire

Publisher Mirage
Issue Reviewed June 1882
Memory 1Mb
Price £29.99

From the team that brought you Midwinters 1 and 2
comes this, another 3D strategy game in a very similar
style. Supposedly based in a pseudo-Eastern Europe,
it's the player's task to bring peace and harmony 1o the
world via trading and the cccasional bit of combat.
Boasts stunning fractal generated 3D landscapes.

Beast 3

Publisher Psygnosis

Issue Reviewed September 1992
Memory 1Mb

Price £29.99

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. It's still dreamy to watch but
underneath the visuals there's a right stonker of a

M game. The cleverly designed puzzies and frantic non-
i stop action should keep most entertained for weehks.

Civilization

Publisher Microprose

Issue Reviewad August 1982

Memary iMb

Price £29.98

Sid Meier does it again - and you thought he couldnt
beat Railroad Tycoon! Your job? Evolve your populace
up from the Stone Age to the 20th Century and
beyond. The strain of the port from PC to Amiga shows

sometimes in the disk accessing, bul the involving
strategic gameplay more than compensates.
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Crazy Cars 3 OCy - gcy D/Generation
Publisher Titus o o Bublisher Mindscape

Issue Reviewed August 1992 Issue Reviewed July 1982
Memory 512K Memory 512K
Price £25.99 Price £19.99

A throwback to the old days when isometric games
ruled the waves, D/Generation hides its storming
gameplay undemeath some ‘alright’ graphics. An
arcade adventure in its purest form, immensaly
suspenseful and cheap as well, you should seriously
think again if this isn't in your disk box.

Aanather series of games where the third proved 1o be
the best of the bunch. Forget the previous two, or
maost other sprite-based racers - this game is one of
the contenders for the racing trophy. It scrolls, plays
and moves so well that you'd be a fool to let this one
owertake you.

Dune 0/ Dynablaster
Publisher Virgin Gamas o Publisher Ubisoft
Issua Reviewed June 1992 Issue Reviewed March 1982
Memaory 1Mb Mamory 512K

Price £29.09 Price £25.99

Although the single-player mode may not inspire much
praise (it's okay, we suppose), the two-player {or even
FIVE player mode) will cost you manths once you
begin to play it. The most cowardly gameplay tactics
are called for (plant a bomb and leggit) will have you
cursing even your mum should you challenge her.

Based on the 'classic’ David Lynch movie, in Dune it's
your job to harvest the Spice while battling the evil
Harkonnens 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, albelt one
blessed with easy accessibility and superb playability.

Eye of the Beholder 2

Fire and Ice

Publisher Us Gold Publisher Renegade
Issue Reviewed May 1992 Issue Reviewed May 1982
Memory 1Mb Memory 512K
Price £25.99 Price £25.98

Ancther superb console-lype platiorm game which
shows that the Amiga can do it just as well as those
fiddly cartridge machines. Guide Cool Coyole around
the many levels 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.

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. It's looking slightly dated when compared
to the flashy RPGs that are now appearing.

Fireforce Hoi

Publisher ICE Publisher Hollywara
Issue Reviewed October 1982 Issue Reviewed August 1992
Memory 512K oy Memory 512K

Price £25.99 L i | Ml Price £25.99

A super-cute platform jobby that constantly
astounds, Hoi is a surprise star on the Amiga.
Help the 'saur through five bloody huge levels in
one of the most smoothly playable games yet.
With real gameplay variation this looks set to
become a timeless wonder.

el 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-slitting) make this horizontally scroller
a game which you should hide from your granny.

Indiana Jones 4 (Arcade) Ishar

Publisher Us Gold Publisher Silmarils
Issue Reviewed May 1992 8 1 d  Issue Reviewed £25.99
Memory 1Mb Memory 512K
Price £25.00 Price E25.99

We may disagree with the Frenchies over trivial litthe
things like Maastricht, but you've got to admit they
know how to write damn fine RPGs. Although the first-
person 3D system is a bit like avery other you've seen
{although prettier than most), the excellent plots maore
than compensate for any sense ol deja vu.

Although Indy hasn't fared too well in the arcade game
dept up till now, this isometric-3D arcade adventure
mare than rectifies the matter. Its blend of puzzies
and action is just right (even though the control ean
be a little fiddly in places) and should keep any fan of
Thie Man with the Hat more than happy.

Jaguar XJ220 0/ 30/ The Legend of Kyrandia
5 o o Publisher Virgin Games

Publisher Core Design

Issue Reviewed MNovember 1982

Issue Reviewed June 1882
Memory 1Mb Memory 1Mb
Price £25.99 Price £29.99

A graphic adventure in the Monkey Island 2 model. As
Brandon, your only chance of resuscitating your
turned-to-stone Grandad is by defeating the mad
jester Malcolm (the best villain to have appeared

in an Amiga gama yet). Lots of truly gorgeous
graphics and an inspired player interface.

It seems like the Waorld and his wife is doing some
sort of licensed car racing game these days, but
Core's effort manages to pull sway from the pack quite
elegantly thanks to some impressively-fast 30 and an
excellent easy-to-use track designer (which n our
estimation is far better than Lotus 3's RECS anyday).
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Lotus 3

Publisher Gremlin

Issue Reviewed October 1882
Memory 512K

Price £25.99

The third Lotus instalment mixes the best of the two
previous offerings and ends up with a game which will
satisty all. With laps or circuits, a variety of race
conditions and an unusual course designer, Gremlin
hawe produced a real winner. You still cant wreck the
Lotuses, though!

Monkey Island 2

Publisher Us Gold

Issue Reviewed July 1982

Memary: 1Mb

Price £37.99

What else is there left to say? The game to end all
graphical adventures with genuine humour and
gorgeous hand-painted graphics improves in évery
way over the original (a task in itself). The disk

accessing is a trifle too much bul the overall package
is one of the best you'll ever see on the Amiga.

Pinball Dreams

Publisher 21st Century
Issue Reviewed April 1992
Memory 512K

Price £25.99

Arguably the best of the Pinball duo, Dreams is 8
masterpiece in programming. The ball movement |s so
real that you'll be soon wondering why anybody
bothers to play the real thing. Four tables may not
sound like much but in a game with no ‘and’ there |
endless amounts of game-time to be found here.

Putty

Publisher System 3
Issue Reviewed October 1982
Memaory 1Mb

Price £25.99

A high-flyer in the charts - and desarvedly so. Putty is
one of the most original games, let 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 umptéen gaudy levels, rescuing robots
from an evil wizard's minions. Try it - you'll like it!

Risky Woods

Publisher Electronic Arts

Issue Reviewed July 1992
Memaory 512K
Prica £25.99

Hey, there are these woods, right, and - theyre risky!
{Thanks in the main to the legions of the Undead that
roam its moonlight-dappled pathways). Yup, we're in
horizontal-screlling slash-'em-up territory here and not
a bad one at that, although the scrolling is a touch
jittery' In places.

Shadowlands

Publisher Domark
Issue Reviewed March 1992
Memory 1Mb

Price £25.88

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,
axcopt here the four party members are viewed
from a ‘comner of the room’ isometric-3D angle.

Lure of the Temptress

Publisher Virgin Games
Issue Reviewed July 1992
Memory 1Mb

Price £25.99

An improssive debut by Revolution, an English based
programming team, Lure improves over the standard
graphical adventure by way of its real character
imteraction. The non-playing characters all go about
their own business, chatting to to each other and the
like, making this the closest game to real life yet.

Myth

Publisher System 3
Issue Reviewad April 1992
Memaory 1Mb
Price £25.99

System 3 have taken a fantastic 8-bit game and
transformed it into one of the best 16-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 lingear for
somie, it's still a must for arcade action fans.|

Project-X

Publisher Team 17
Issue Reviewed May 19892
Memory 1Mb
Price £25.99

Perhaps THE best shoot-'em-up to appear on any
home computer, Project-X is superb In every way.
Arcade quality graphics, amazing speech samples, fifty
trames per second scrolling all add up to make it a
blaster's dream. It may be a little too hard for the
wimps among us, but don't let that deter you.

Red Zone

Publisher _Psygnosis
Issue Reviewad August 1992
Mamaory 1Mb

Price £25.99

The biggest problem that players have had with 3D-
polygon bike games so far is that the control method
is normally so terrible. Red Zone control is better than
mast, although it still takes a while to get used to.
Fast and frequently exhilirating, it was the best bike
game around... until Mo Second Prize appeared.

Sensible Soccer

o Publisher Renegade

Issue Reviewed June 1892

Memory 512K

Price £25.99

Here at The One we don't care what you OR your
mates say - Sensisoccer kicks seven bells out of Kick
Off 2. Admittedly the goalies are a bit, erm, ‘weird at
times, bul that's a small price to pay for instinclive

control and out-and-out addictiveness. (Don't believe
us? Well, you try stopping our designers playing it?)

Shadoworlds

Publisher Krisalis

lssue Reviewed MNovember 1992

Memory 1Mb

Price £25.99

From the same boys who brought you Shadowlands,
Shadoworlds re-employs the Photoscape system to
good effect in this Aliens-inspired RPG. The accent's
more on action here than the puzzie-orientated

Shadowlands and arguably suffers for it - shooting
mionsters in half-darkness can get annoying at times.
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Space Crusade 9 (y 7 Cy Titus the Fox
Publisher Gremlin o 0 Publisher Titus
Issue Reviewed April 1982 Issue Reviewed April 1992
Memary 512K Memory 512K
Price £25.99 Price £25.99

Space Crusade is actually one board game that

deserved to be computerised. it removes all the fiddly

moving plastic figures about business that made the
cardboard version a chore to play. The isometric
combat sections add to the already tense atmosphere
and make this game a highly enjoyable experience,

* Troddlers

Publisher Storm

Issue Reviewed October 1992
Memory 512K

Price E25.99

A puzzle game which is firmly Lemmings influenced,
Troddlers adds to the DMA classic by introducing a
number of different level objectives. If anything it
owes a little more to Solomen's Key than Lemmings
with its emphasis on block manipulation as a means
to guiding the Troddlers to the level axit.

Another platform game with Sonic overtones that
certainly hits the mark, Titus is a huge and original
game with some unique features (the Magic Carpet in
particular). Extremely fast and furlous, although the
size of the levels is offset by the occasional paucity of
baddies actually patrolling them.

Ultima VI

Publisher Origin
Issue Reviewed June 1992
Memory 1Mb
Price E31.99

The latest (and possibly the last, on Amiga at least) in
the long line of quality RPGs, Ultima V1 is by far the
best of the series, boasting attractive if diminutive
graphics, incredibly involved plotlines and buckets of
atmosphere. Mot everybody's cup of tea but an
impressive farewell (7) to say the least.

Vroom Wing Commander
Publisher Lankhor Publisher Origin

Issue Reviewed April 1982 Issue Reviewed Movember 1982
Memory 512K Memory 1Mb

Price £19.99 N Price £29.99

Sadly overiooked in the hoo-har over F1GP, Vroom
(which came out a little earier than the MicroProse
game) is an exciting polygon-based racer that makes
up for what it lacks in depth with a nifty tun of speed
and huge fun factor. And a nice touch is you can even
see your hands turning the steering wheel for once,

It's the PC-to-Amiga conversion no-one thought we'd
ever see, but here it s and it's not hall bad. It's got
everything the PC version had and is thus just as
impressive. Although the 3D can be sluggish at times,
the superb feeling of aclually taking part in a big space
campalgn pulls you through the occasional lulls.

Wizkid 2 Cy 7 0/ Zool

Publisher Ocean o o Publisher Gremlin_
Issue Reviewed June 1992 Issue Reviewed October 1992
Memory 512K Memory 1Mb

Price £25.99 Price £25.99

Without a doubt the best game that Ocean has
released in a long while, Wizkid also happens to be
its most original (all thanks to those crazy funsters at
Sensible Software). On the surface il looks like a
simple Breakout-inspired arcade game, but there is in
fact a wacky arcade adventure lurking beneath. Fun!

Gremlin certainly cooked up a character to rival even
H Mario and Sonic in this tribute’ to the sad consoles.
) Fast, furious and manic in every way, Zool is a

| statement to industry that the Amiga can perform as
wiell as the plastic slabs - and better! There's nothing
| like Zool to impress your mates.

COMPETITION

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,
rounded up to the nearest whole number?

Answers, as the cliché goes, on a postcard or back of a sealed envelope to the following

address: Recommended Compo 1, THE ONE, Priory Court, 30-32 Farringdon Lane, London
EC1R 3AU. And remember to be snappy with your entries, as it's the first ten we raulu
whlch Il win a software prize! Good luck!
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% HO! HO! HO! o8

Can you believe that it's nearly Christmas again? Actually, here 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... \

. &SPECI* CHRISTMAS GIFT! &
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 exgiting develop its on the Amiga scene in th t few

months, what with the appearance of the A1200 and A570 CD-R 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.) II

* THAT WAS:@HE YEAR THAT INVAS! 4,

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
brickbats to the baddies.

-CHRIS'-JIAS REVIEWS BONANZA!

Street Fighter 2, Desert Strike, The Chaos Engine and Gunship 2000 are just a

few of the definites up for review next month, and there will be plenty more

besides. So dont stuff your list to Santa up the chimney urtil you've seen our
definitive low-downs! After all, you know The One to trust. i

2 “ . THEONE ™ -

January Issue on sale December 21st
It's like Christmas coming four days early
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Once again, the WWF* Superstars unite for the Grand European Rampage™ Tour.

0 son your ovoures, Hulk Hogan-- Ultimate Warrior

and many more, as they travel across Europe to square off in the ring
* against tag teams like Nertural Disasters

% L
A 4

' , . ~and the Neasty Boys.
AT i\[o I (< A'M I A Watch them in the Squared Circle. Follow them fo the Grand Finale Maich at
ks },i gL - Madison Square Garden in New York City.
|BMP ¢ |1\ v TIBLES Test your strength and skill. Work with your feam-mate fo
co Y o) RE 64 achieve the ultimate goal - the
' European Rampage” Tag Team Title.

*Trademark of THanSports, Inc. **Hulk Hogan |, Hulkamania  and Hulkster are trodemarks of Marvel Enterlinment Group, Inc.
licensed exclusively fo THanSpors, Ine, All other dislinclive ﬂ'ﬂ“ﬁ"-’ mu:m likenesses, fitles and logos are irademarks of Tilansparts, Inc.
[ I rights reserved.

OCEAN SOFTWARE LIMITED . 2 CASTEL STREET .CASTLEFIELD . MANCHESTER . M3 4LZ . TELEPHONE:061 832 6633 . FAX: 061 834 0650



